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SNK BRINGS TWO
NDO SMASH HITSTOYOUR
{AL COMPUTER!

ighting Golf is endorsed He' "i‘"*"f‘ o: June 5, 1944 The
by Lee Trevino, winner of | United Forces ccre prepmmg for
the ‘87 Skins Game, and two- | their final asscult on the
time winner of the U.S. Open, Normandy Coast.
British Open, and PG.A. The Mission: ~
Championship! Estagli%h ec;k b?EIch
Z / eaq, or ough "%
bl the front lines, infiltrate ™

home format have so
many options been
available to a player

and destroy enemy head- |
quarters.

To spearhead the invasion, they -

of video qgolf... Thi
é}’é is by far ?he best gsolf nave chosen Faul, rom Command
‘* simulation available.” unit 88 — the secret unit known as
“Fighting Golf pro- g?eﬁs?ﬁesggkmebmug;gem
vides plenty of thrills, rience and special
and stands out as one of Nne forces training,
the best sports games Paul has been : |
ever made.” h___Jk called a Man of Iron. But to suc-
— U.S. National Video Game Team SRROS DN o Cn AN ceed, Paul will need the full fire-
: 246 SOBRANTE WAY power of the United Forces' mighti-
Now avalilable for IBM and SUNNYVALE, CALIFORNIA 94086 est fighting juggernaut: the
Apple Il only from SNK! CALL (800) PLAY SNK awesome Iron Tank!
©1989 SNK Corp. of America Now available for IBM and

Nintendo and Nintendo Entertainment System are Apple I1 OI]lY from SNKI

trademarks of Nintendo of America Inc.



Arcade action brings the realism of the :
|| bigtime game home to you in this direct -
translation of the popular coin-op ; | | o l N [:
arcade game, “Magic Johnson's
Fastbreak Basketball.”

Featuring
® Arcade-quality animated graphics
y and characters larger than
any before seen in an IBM
basketball game
4 ® a full-court scrolling screen
® two-on-two play, WITH OFFICIALS!
@ full stats - see if you can achieve
Triple Doubles like Magic!
® a unique training sequence not even
found in the Arcade game-Magic
teaches you to make the shots

Make the “jump shot,” the “alley oop,”
the “pick ‘n roll,” and of course
Magic’'s famous fast break with a
“slam dunk” finish. Dribble ‘round your
opponent to make the “lay up” that
wins the game!

Now you've gained the honor of
playing the ultimate One-on-One. ..
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IBM5-4" - $3999 % | = e
IBM 3-1%4" - $39.99 | 5 “ay _
Coming soonfor: Amiga(1mg) - $49.99
Amiga (512K) - $39.99
Commodore64 - $29.99
Apple lIGS - $39.99

Available now:

MELBOURNE

HOUSE!
il New

IN - COMPUTER - SOFTWARE

MELBOURNE HOUSE
711 West 17th St., Unit G9, Costa Mesa, CA 92627.
Tel. (714) 631-1001.

Melbourne House is a member of the Virgin Mastertronic Growp.
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'NINTENDO GAMERS,
START YOUR PULSES.

Do you feel your pulse
quickening? Your breath
getting shorter? Don’t worry,
[t's a perfectly normal reac-
tion to seeing so much fun
and excitement on one page.

Presenting the full line of
hits from Tengen for the
Nintendo Entertainment
System®:

GAUNTLET. We've added
a dangerous quest, new
mazes and a host of features
to this legendary arcade
phenomenon. Now, live
your sword-and-sorcery
fantasies!

R.B.I. BASEBALL. The
only baseball game on the
NES that is officially |
licensed from the Major
League Baseball Players
Association. When you play
R.B.I. BASEBALL, you're
playing with real superstars
— not no-names!

PAC-MAN. The biggest
hit of the decade is back!
Find out how the dot-
munching, maze-running,
ghost-evading PAC-MAN
captured the hearts of
millions around the world!

TETRIS. The first game
software from the Soviet
Union is an intense battle of
wits. This dynamic puzzle
will have you wishing you

had ten brains to handle
the never-ending cascade
of rotating blocks.

P -l et i il A v Rl B B S B

»  You better stop reading
now or you're liable to
overheat from sheer
anticipation.

Save some of that energy
for running to your favorite
dealer and playing the
games today!

GAUNTLET: ® and ©1985, Atari Games Corp. MIRRORSOFT LTD and Sphere, Inc. ©1988
1901 MCCﬂIthy BlVd R B.I. BASEBALL: TM and ©1987, Atari Games Tengen [[‘Idi: All ng{tjlts Reseweg {]]nglna]

1101 ©1986, 1987, Namco. concept, design and program by Alexey
Mﬂpltasl CA 95035 (? MAN: ® and @l?ﬂﬂ 1984 Namco, Ltd. Pazhitnov angl Vadim Gerasimov, respectively.
(408) 435-2650 TETRIS TM and ©1987, AcademySoft-Elorg.

All Rights Reserved. Tetris licensed to Nintendo and Nintendo Entertainment System

Andromeda Software Ltd.; and sublicensed to are trademarks of Nintendo of America, Inc.




Thank you for your great response to our first issue of
Game Player’s. We've been receiving many cards and
letters from game players who enjoy our informative
and easy-to-read format. Now that so many homes
have more than one machine for playing videogames
— a Nintendo, Sega, or Atari system and frequently a
personal computer as well — we think our coverage
of the whole world of electronic entertainment will be
especially welcome.

We've got a great lineup of features in this issue.
Our Nintendo Game of the Month is Castlevania II:
Simon's Quest. Like last issue’s feature on Super Mario
Bros., we played Castlevania II from start to finish in
order to map out the entire game and bring you a
screen-by-screen report.

Our Computer Game of the Month is F-19 Stealth
Fighter, an extremely hot flight simulator. Few games
are as richly detailed as F-19, so we’ve enlisted the
help of Richard Sheffield — the author of several
books on flight simulators — to review it for you.

In our “Player’s World” section, we have reports
on the latest hit games in Japan that are destined for
our shores, including the anxiously awaited Super
Mario Bros. 3 for Nintendo. And our “Sega Masters”
column breaks the news about Sega’s next-generation
videogame machine.

More than a dozen game reviews and numerous
other columns and features round out this issue. Our
goal is to make Game Player’s as enjoyable for you as
your favorite game. |

We've also heard from many readers who would
like to contribute to Game Player’s in some fashion.
We're always looking for good, useful hints to pub-
lish in “The Tip Sheet,” a help column that appears in
every issue. Just drop us a note with the secrets you've
discovered about any current hit game.

GAME PLAYER'S

And if you count yourself among the best game
players you know, send us a photo of yourself, a
picture of your best game screen, and some informa-
tion about yourself. In upcoming issues, we'll publish
the information in “The Gamer’s Hall of Fame.” Don’t
forget to include a telephone number and an address
where we can reach you. (Important: If you're under
18, be sure to add a signature from a parent or guard-
ian giving permission for us to print your full name
and picture.) You might even win a free Game Player’s
t-shirt!

New GAMETAPES

If you've been reading our Game Player’s Nintendo
Strategy Guides for the past year, you know that they’re
always crammed with hints and tips on how to win
your favorite Nintendo games. Now we have an
exciting new product for Nintendo fans: the Game
Player’s GAMETAPES. Each GAMETAPE is a video-
cassette tape that actually shows you, in detail, the best
winning strategies for popular Nintendo cartridges.
If you or someone you know has a VHS-format VCR,
all you have to do is play back the tape on TV. Our
expert players have recorded their best games for
you, and they demonstrate exactly how you can be-
come a top player, too!

Our first GAMETAPE covers four different games:
Double Dragon, Super Mario Bros. 2, Castlevania II:
Simon’s Quest, and Ninja Gaiden. Our second GAME-
TAPE is devoted entirely to one game: Super Mario
Bros. 2. Each tape is about 45 minutes long, and
includes detailed hints for finding secret power-ups,
treasures, weapons, and hidden rooms, plus little-
known strategies for defeating difficult enemies. You'll
play these tapes over and over again as you learn how
to win every game!

For more information about Game Player’'s GAME-
TAPES, see page 13. Our GAMETAPES are available
for under $10, plus postage and handling, or from
leading retail stores nationwide. Please let us know
whatyou thinkabout this innovationin videogaming.

Tom R. Halfhill
Editor-in-Chief,
Game Player’s

<SP
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HOOPS™: the most realistic rendltion of roundball ever!

On this playground, basketball is very serious
business. A half court battle of fast hands and moves,
monster dunks and defense. Featuring 8 different
players shakin’ and bakin’ and showcasing their own
individual styles.

You can team up with another player against the
computer. Or play one-on-one or two-on-two, against
the computer or another player. And you've got all the

moves: steals, blocks, lightning passes and
monster slams.

In fact, you control just about everything
in this incredible new title from Jaleco™
What “Bases Loaded™” is to baseball, .=
“HOOPS™" is to basketball: sports action

at its very best!

NEW FROM THE JALECO LIBRARY
OF SPORTS AND ACTION GAMES!
FOR THE NINTENDO
ENTERTAINMENT SYSTEM®

HOOPS™ Bases Loaded ™ Racket Attack ™ GOAL! ™ RoboWarrior™ and Jaleco™
are trademarks of Jaleco USA Inc. Nintendo® and Nintendo Entertainment
System® are trademarks of Nintendo of America Inc. ©1989 Jaleco USA Inc.
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Zelda |l &

Double Dragon 2

I purchased Zelda II in Decem-
ber, but no matter how hard I try,
I can’t find the cross in level 7.
Could you direct me to it? And
could you give me an idea when
Tradewest will be releasing
Double Dragon 2: The Revenge?

Robert J. Hill
Wisconsin

If you go to the center of Three Eye
Rock and play the flute, a hidden pal-
ace appears. Enter it and take the
second right. Continue past the eleva-
tor, then jump over the invisible hole
midway between the third and fourth
columns. You'll reach Ironknuckle on
a horse. He's not the palace guardian,
but he 1s guarding the cross. When
you get the cross, all ghosts become
visible.

Double Dragon 2 is already
available in Japan, but it has not yet
been scheduled for release in the US.

King’s Quest

Il & IV

Concerning King’s Quest III and
King’s Quest IV: With the PC
version, if you push Alt-D, then
TP,youcanteleporttoany screen.
If you push Alt-D, then get an
object, you can get any object.

Benjamin C. LeClair
Wisconsin

Thanks for the tips.

Do you have any questions
about your favorite video-
games and computer games?
Or do you have any hints and
tips to share with your fellow
game players? If so, write to
The Tip Sheet, Game Player’s,
P:O. Box 29364, Greensboro,
NC 27429. Due to the volume
of mail we receive, we regret
that we cannot provide
personal answers to game
questions.

Super Mario

Bros. 2

Inlevel 1-2 in Super Mario Bros. 2,
you go down the second cobrat
jar with 3 Phantos and a key.
Please tell me how to kill the
Phanto without shrinking.

Kevin Sparks
Nevada

Aha! You've found something pretty
rare in Nintendo games. Sometimes
it’s better to retreat than to fight. You
shouldn’t even try to kill the Phanto.
The only reason he’s chasing you is
because you have a key. So whenever

he gets too close, discard the key.
Phanto will fly away, and you can
retrieve the key. (You might have todo
this two or three times before Phanto
disappears for good.)

Life Force

Password

I’'ve heard you can get 30 ships
instead of three in Life Force.
Could you explain how to do it,
and any other helpful tips?

Dustin Adams
Iowa

This special password does indeed give
you 30 ships in Life Force (or 30 lives
in Contra). Wait for the title screen to
appear, then quickly press Up, Up,
Down, Down, Left, Right, Left, Right,
B, A, and Start. If this doesn’t work
for you, you're probably not entering
the password fast enough.

Life Force is pretty tough, but it
can be beaten. When you (finally)
make it to the Pharaoh’s head, shoot
straight for his eye. Serpents will at-
tack, then spaceships will start shoot-
ing at you. After you defeat the Phar-
aoh, you'll meet Zelos. Again, space-
ships will shoot at you. There aren’t
any special tricks that will help you
avoid their fire — but once you've
destroyed Zelos, all you have to do is
rundown a narrow passage and you've
finished the game!

<SP
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There’s no match
for WWEMrestleMania.

{ou've always dreamed of being
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Hot Games In Japan Coming T

re you anxious
to find out
which new
Nintendo or
Sega games

. - willbereleased
A ot year
~® There’s a sim-
ple way to find
out: Look at
what’s popular
right now in Japan. That’s right —
nearly all of the hit games are re-
leased first on the far side of the
Pacific.

So what’s hot over there now?
For one thing, role-playing games.
In these games, you play the role
of a fantasy character who’s gen-
erally on a quest of some kind. In
Japan, Dragon Quest IV is currently
the big role-playing game for
Nintendo. For Sega fans, it's Phan-
tasy Star II. We'll probably see both
games in the US late this year or
early in 1990.

Don’t get the idea that action-
adventure games are out of style,
though. The big Nintendo hit in
Japanin this category is Super Mario
Bros. 3. As with earlier versions of
this game, it’s selling so fast that
Nintendo can’t keep up with
demand.

We tend to think of baseball as
an American sport, but it’s very
popular in Japan, too. Jaleco’s
Japanese version of Bases Loaded is
at the top of the “most-wanted”
list for Japanese videogame
players. Knight Rider, Donald Duck,
Deja Vu, and Gradius II are addi-
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A whole new cast of enemies awaits you in
Mega Man 2 — plus the return of the evil
Dr. Wily.

tional games which may journey
across the ocean to our shores in
the near future.

One Japanese game we’ll defi-
nitely be seeing very soon for
Nintendois made by Capcom. The
main character is known as Rock-
manin Japan. In the US, he’s better
known as none other than Mega
Man. Thesequel Rockman 2—most
likely to be called Mega Man 2 over
here —is coming this fall. It prom-
ises to be every bit as good as the
original.

As you may recall from the
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This fierce-looking creature in Mega Man 2

spits fireballs in a looping pattern. Jump
up and shoot just as the fireballs appear.
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Boomerang power works best against this
flying dragon in Mega Man 2.
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Team USA is on its way to a Ginderella
success story in the Super Dodge Ball
Worid Cup Championships. from out of
nowhere, this scrappy bunch of rookies
is advaneing to the final round of com-
petition. But, seven powerful teams Still
stand between Team USA and their ulti-
mate challenge; the long awaited gruage
match with the undefeated, defending

world champions, Team Russia. Only you
can lead the U.S. to victory over the
highly-favered competition, and give them
the chance to crush the mighty Soviets.

= | or 2 players

= Multi- dimensional, high- resolution
graphics

= J increasing levels of challenge

Watch for details on the Super Dodge Ball World Gup.
It's coming soon to a ity near you.
Go-sponsored by GS& Imagesoft Inc and

mcgesoH

Licensed By Nintendo For Play On The
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If you fight your way through all eight worlds in Mega Man 2, you'll find yourself at Dr.

Wily’s castle.

Dr. Wily is waiting for you with his secret weapon at the conclusion of Mega Man 2.

original version, the world was
being threatened by an evil gen-
ius, Dr. Wily. He surrounded
himself with an army of eight dif-
ferent types of alien robots, and
only Mega Man could save the
planet. At the end of the game, Dr.

GAME PLAYER'S

Wily gotdownon his knees, crying,
and begged Mega Man for mercy.

In the sequel, we learn it was
all just an act. Dr. Wily is back with
anew army of more powerful alien
robots to threaten the world again.
This time, the enemies Mega Man

12

must defeat include Quickman,
Woodman, Metalman, Airman,
Bubbleman, Clashman, Flashman,
and Heatman. After beating these
eight foes, Mega Man must again
face Dr. Wily, whois inside a new,
stronger machine of destruction.

You'll recognize other famil-
iar features in the sequel as well.
Each time you defeat a boss robot,
you get another weapon in your
arsenal. These canberetrieved and
used at any time, but they’re not
inexhaustible. Neither is your life
energy. But if you defeat certain
minor robots, you'll earn a power
ball. Whatever weapon you choose
on the subscreen when you get the
power ball will be partially rejuve-
nated.

Rockman 2 has its share of dif-
ferences, though. The amount of
memory in the game cartridge has
been doubled, so the program has
much more room for detail. In the
Japanese version, a new password
feature allows players to exit a
game and resume where they left
off. If this feature is retained in the
American version — and we're
pretty certain it will be —the game
will be much easier to beat. In fact,
we’vealready discovered the pass-
word that takes you straight to Dr.
Wily: Al; B2; B4; C1; C5; D1; D3;
E3; E5. Keep it handy for the debut
of Mega Man 2, and remember —
you saw it here first.
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PUZZLED? STUMPED? WANTHIGHER game players. Actual game footage
SCORES? Now you can watch the EXPERTS tfeaches you how to get through different

play AND SOLVE
your favorite Nin-
tendo'games! For
only $9.95 each, you
get colorful and in-
sfructive videotapes.
Learn in-depth, de-
tailled strategy as
ace players show
you the moves...the
secrets...exactly how
to win! GAME-

TAPE #1 shows you
how to play FOUR
DIFFERENT GAMES!
Double Dragon™,
Super MarioBros.
Castlevania ll: Si-
mon’s Quest™ , ana
Ninja Gaiden™ are
all on the first tape!
STRATEGY GAME
TAPE #1 features
indepth coverage of

NINTENDO®* SERIES VOL. 1,NO. 1 :

GAMETAPE

~ SUPER

GCGANETAPES

Super Mario Bros. 2", Every GAMETAPE in-  farther or score higher on each game!

MARIO
BROS.2

From the Editors of the
AME PLAYER'S GUIDES:
A Play-To-Win GAMETAPE™

A Signal Research Publication

cludes detailed, easy-to-follow, step-by-step

instructions from expert

VOL. 1,NO. 1

NINTENDO® SERIES

DOUBLE DRAGON™

SUPER MARIO
BROS.*

CASTLEVANIA I:
SIMON'S QUEST™

NINJA GAIDEN™

(3 PR S =
From the Editors of the
GAME PLAYER'S GUIDES:

A Play-To-Win GAMETAPE™

(Clip out this order form and mail it today to:)

GAMETAPES, Game Player’s Magazine, P.O. Box 29364, Greensboro, NC 27429
YES! Rush me the GAMETAPE(S)™ checked below!

game levels, tips on
how and where 1o
find hidden or se-
cret power-ups,
freasures, weap-
ons, and other im-
portant items, plus
lots of advice on
how to get higher
scores! You see the
Most important ac-
tion (the narrator
tells you exactly
what’'s happening)
As our master
player moves
through screen af-
ter screen, up 1o
ever higher
levels...right to the
end of the game!
You'll use the tapes
Again and again as
you learn to move

(Each tape is approximately 45 minutfes
long, VHS Only)

(Please allow 4-6 weeks for delivery.)

|
|
| Charge to my: VISA ] MasterCard [ JAmerican Express
| Check Enclosed
| Signature
Card # Exp. Date
| Name
| Address
City State Zip
| (Make check out to: Game Player’s) -
E GAMETAPE VOL. 1 — FOUR DIFFERENT GAMES. G008 &

STRATEGY GAMETAPE — SUPER MARIO BROS. 2

$9.95

Add $2 per tape for
Shipping & Handling
(if you order one tape add $2,

if you order both tapes, add $4)
TOTAL ENCLOSED

Gama Player's and GAMETAPES are tradenames of Signal Research. Inc. Nintendo is a trodemark of Nintendo of America. Inc. Castievania ll: Simon’s Quest is a tradename of Konami. Inc. Double Dragon i a trodename of Tradewest, Inc. Ninja Gaiden ks a frodename of Tecmo, Inc. Super
Mario Bros. is a frodename of Nintendo of Amernica, Inc. Super Mario Bros. 2 Is a frodename of Nintendo of America. Inc. Signal Research. Inc.. is an independent publisher of magazines and videotopes of quality for the entertainment industry and Is not affiliated in any way with Nintendo
of America, inc.. or any of the other companies or frodenameas mentioned harain,



SNEAK PREVIEW:

SUPER
MARIO
BROS. 3

Tom R. Halfhill

What's harder than finding your
way through all seven worlds of
Super Mario Bros. 2 so you can
defeat the evil Wart? Until recently,
it was finding a Super Mario Bros. 2
cartridge so you could play the
game!

Super Mario 2 is one of the most
popular videogames ever made.
Last Christmas, thousands of
people thronged the stores hoping

to buy a copy. This Christmas,

those scenes will probably be re-
peated, but this time shoppers will
be fighting for a copy of Super
Mario Bros. 3.

The latest sequel in the Mario
Bros. series has already been re-
leased inJapan, whereitisasmash
hit. Although its debut in the US is
still a few months away, Game
Player’s managed to get a sneak
peak at what this hot new game is
like. And we think Mario Bros. fans
will be ecstatic!

To begin with, there are eight
new worlds to explore in Super
Mario Bros. 3. Each world consists
of as many as a dozen areas. As
before, you must work your way
through each world in order to
reach the final goal. In Super Mario
3, that goal is to rescue Princess
Peach, who has been captured by
the Kuppas and is being held at

GAME PLAYER'S

Here’s a ma
Mario Bros.
into an animal by the Kuppa
for help from his castle.

the Kuppa King’s castle.

The Kuppa King has also
turned every king in the world
who was loyal to the princess into
a different kind of animal. To re-
store the kings to their proper form,
you must find and defeat the
Kuppa Boss who roams each
world. You canthenusethe Kuppa
Boss’s Magic Scepter to transform
the loyal king.

Asinearlier Mario Bros. games,
you can play as either Mario or
Luigi. You start out small and
weak, but you can increase in size
and power by collecting bonuses.
In the Card Room, for example,
you play a card-matching game
like the TV show Concentration. If
you match two cards, you win the
power-up bonus you matched.

14
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Yes, there are more p C]:Jes in Super Mario

Bros. 3. In fact, World 7 is Pipe World,
with mazes of green pipes snaking eve-
rywhere. (Notice Mario’s raccoon tail.)

Some of the power-ups in Super
Mario 3 let you transform yourself
into different shapes — even
boomerangs and hammers!

Another new feature of Super
Mario 3 is an inventory subscreen.
The subscreen lists all the power-
ups you've gathered — including
extra strength, flying wings, and
even a magic leaf that turns you
into a raccoon. You can select a
power-up whenever you need it.
As a raccoon, for instance, you can
rapidly spin around and use your
tail to swat enemies!
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Now You've Got It Made . . .
With

Pro-Play Home

The Nintendo™ and Sega™
game systems are close to
arcade quality already. Now,
you've got it made with the
Pro-Play Home Arcade, a video
game cabinet that transforms
these systems into a real
arcade machine at home! Just
look at all of the features of the
Pro-Play Home Arcade:

Special
Performance
Features

e Real Arcade Joysticks and
Fire Buttons for accurate and
precise control and outstand-
ing durability.

¢ 100% microswitch control, the
exact models used by your
favorite arcade companies.
Data East™, Atari™, Capcom™
and others.

e Correct cables for quick and
easy hookup are hidden and
protected from dangerous
and messy exposure.

e Uses any standard TV or
Monitor up to 23 1/2” wide.
This includes all 20” TVs.
(TV/Monitor not included.)

HOW TO ORDER The Pro-Play Home Arcade.

. ey B

NAME
ADDRESS
ORDER | = e -
PHONE System NINTENDO SEGA
N Om, OR Please SvEnc:;hE;:k Eclectic Products
e -
CALTOLL e T e

1-800-628-2828 Ext. 938 (24 Hours)
We also accept [ (<5-| BB J DEALER INQUIRIES WELCOME

rcade

Arcade-Quality
Design

e Ruggedly constructed, using
the same materials as arcade
cabinets for long term dura-
bility and dependability.

e Easy to assemble, using sim-
ple household tools. All parts
needed are included.

¢ Easy to maintain with wipe
clean vinyl on all exposed
surfaces.

e Attractive, neutral color com-
plements any room decor.

e Compact size takes up just
2’ x 2’ of floor space. Full
height at 70", it fits anywhere.

All of these attractive
features for the extremely
attractive price of

°249.%

And that price includes
delivery to any point
in the lower 48 states.

Now You've
Got It Made
Because We've
Made It For You.

|

i

f

|

| The

' Pro-Play

' Home Arcade
!

|

I

© Eclectic Products, 1988
All trademarks or registered trade-
marks are the property of their
respective owners.



For about half the cost of a single
videogame, the Game Player’s
Nintendo® Guides canchangeyour
life as a game player.For only $18.95,
you’llget sixissues inthe nexttwelve
months all in full color-- four Game
Player’s Nintendo Strategy Guides
plus two Game Player’s Nintendo
Buyer’s Guides. They’llshowyou, as

* You'll learn playing secrets that are not in the manuals.

You'll discover which buttons to press to access extra lives and super
weapons that most other players don't know exist. You'll find hidden
ways to achieve new strengths and knowledge.

* You'll discover how to defeat your enemies.

Game Player's Guides reveal the specific patterns of power and
weakness of each of the wild and weird foes you'll meet in the world
of Nintendo. You'll become aware of the methods they'll use to try to
destroy you, and the only ways you can survive against them and
win.

* You'll get tips from experts.

Our writers and panel of master players talk all the time with many of
the top game makers and designers. This inside knowledge gives
you the edge over ordinary players.

* You'll take advantage of winning strategies.

You'll learn the different maneuvers for each type of game and
become aware of patterns of behavior of enemies and weapons so
that you can destroy them.

* You'll play longer and better.

Hundreds of full-color screen shots in each issue show you exactly

as a Game Player

what to watch out for in each game and what to do if you get into
trouble.

* You'll amaze your friends.

The secrets that we gather for you in issue after issue, such as how
to freeze your enemies or travel instantly to different levels, will help
you beat your friends, even if they’'ve been game players for years.

* Look before you buy.

Each issue of Game Player’s Nintendo Guides gives you the oppor-
tunity to inspect the hottest games on the market. You get a chance
to examine the important screens in full color, learn the story, meet
the characters so you can decide which games you find exciting
enough to play again and again.

* Find out about the new games before they hit the stores.

Our experts track down the rumors and preview the most promising
upcoming games for you so that you can decide whether or not
they're worth reserving.

» Avoid expensive mistakes. -
Everyone has bought, or been given, at least one game that just
wasn't very exciting. Game Player’'s Nintendo Guides let you know-
- before you buy-- what is hot.

* PLUS, You Can Be A CHARTER SUBSCRIBER To Game Player's
Magazine and get the next twelve issues of Game Player's, The
Leading Magazine of Video and Computer Entertainment, for an
additional cost of only $21.00.

« Each issue of this new magazine brings together the best writers
and the best games from the entire gaming world. Each issue brings
you columns covering strategy games, computer games from PC to
Amiga, Atari, Apple, Commodore 64 and more-- plus fantasy games,
action and arcade games, and much more.

Your subscriptions to the Game Player’'s Nintendo Guides and the
Game Player's Magazine come with a complete guarantee of satis-
faction. If you are not completely satisfied, we'll send you an
immediate refund on all undelivered issues.

Way to Win? Fill out and send in your entry card today
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in the $10,000

1 GRAND PRIZE

Sweepstakes!

$1,000 Shopping Spree for games or whatever in your

favorite game or video store.

25 FIRST PRIZES $100 Shopping Spree for games or whatever in your

favorite game or video store.

1,000 THIRD PRIZES A special WAY TO WIN Game Player’s

Guide T-Shirt

HERE'S ALL YOU DO complete the official Subscription/Sweep-

stakes Entry bound into this Player’s Guide.
(Please print legibly.) Drop it in the mail and you could be a big winner.

OFFICIAL RULES

1.No purchase necessary. To enter, complete the official subscrip-
tion/sweepstakes entry form bound into this issue. You may also
enter by hand printing your name, address, city, state and zip code
and the words “Game Player's Guide to Nintendo” on a 3" x 5" plain
piece of paper and mail to: $10,000 Way To Win! Sweepstakes, P.O.
Box 29364, Greensboro, NC 27429. Limit of one entry per person.
All entries must be received by June 30, 1989. Not responsible for
late, lost or misdirected mail. Phone orders are automatically
entered in the sweepstakes. Phone calls without orders will not be
accepted as entries. Entries without orders must be made by mail as
indicated above.

2.Winners will be determined in random drawings on July 31, 1989
at 4:.00 p.m. by VENTURA ASSOCIATES, INC., an independent
judging organization whose decisions are final. All prizes are guar-
anteed to be awarded. Winners will be notified by mail and may be
required to complete an affidavit of eligibility which must be returned
within 14 days of date on notification or alternate winners will be
selected. Any prize notification letter or any prize returned to Signal
Research, Inc. or VENTURA ASSOCIATES, INC. as undeliverable
will be awarded to an alternate winner. No duplicate major prize
winners and no substitutions for prizes except as may be necessary

due to unavailability. Prizes won by minors may be awarded in the
name of parent or adult guardian. All taxes are the responsibility of
the winners. Entry constitutes permission to use winners’ names
and likenesses for publicity purposes without additional compensa-
tion.

3.Approximate retail value of the prizes are as follows: 1 Grand Prize
($1,000 Gift Certificate), 25 Second Prizes (Gift Certificate, $100
each) and 1,000 Third Prizes (T-Shirts, $6.95 each).

4.0dds of winning are determined by the total number of entries
received. Sweepstakes open to residents of the U.S. and Canada,
except void in the Province of Quebec and where prohibited by law.
Employees and their families of Signal Research, Inc., its affiliates,
subsidiaries, retailers, their advertising and production agencies,
and VENTURA ASSOCIATES, INC., are not eligible. All Federal,
State and local rules and regulations apply.

5.Canadian winners must first correctly answer a skill-testing ques-
tion administered by mail.

6.For a list of major prize winners, send a stamped, self-addressed
envelope before June 30, 1989 to: Sweepstakes Winners’ List, P.O.
Box 29364, Greensboro, NC 27429. Requests for winners' lists will
be fulfilled within 90 days after the sweepstakes ends.
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Face To
Face
...With
Jeremy
Miller

Jason R. Rich

Millions of people know 12-year-
old Jeremy Miller as Ben Seaver in
ABC-TV’s Growing Pains. In real
life, Jeremy enjoys swimming, rock
collecting, biking, and girls. “But
not necessarily in that order,” he
says. Jeremy also spends up to
three hours a day playing with his
Nintendo system.

“I have between 20 and 30
game cartridges,” Jeremy says.
“Some of my favorite games are
Super Mario Bros. 2, Paperboy, Skate
or Die, and Double Dribble. Super
Mario Bros. 2 is my all-time favor-
ite. It was the most challenging. It
kept my attention the whole time I
was playing it, and it took a while
to clear the board.”

When Jeremy chooses a new
game cartridge, he looks for one
that will offer a real challenge. “A
lot of action is very important.
Sound effects are not as impor-
tant. I like the cartridges that are
based onsports. My favoritesports
cartridge is Blades of Steel [a hockey
game]. Recently, I beat the com-
puter in the college game, 12 to 4.
If you're playing against the com-
puter, don’t let the computer be

Toronto. That's an important tip

right there!”

GAME PLAYER'S

Instead of the standard Nin-
tendo controller, Jeremy uses the
NES Advantage joystick, because
he feels it improves his perform-
ance.

Jeremy likes his work on Grow-
ing Pains. “Ben Seaver is a great
role for me. We are a lot alike.
People often come up to me and
say that in real life, I act older than
I do on the show. That’s because I
play a nine-year-old on the show,
but I'm really 12. This season, the
producers have allowed my char-
acter to grow up a little.”

A few years ago, when he was
younger in real life, Jeremy played
in a Nintendo tournament for
charity and won a second Nin-
tendo system. “In the tournament,
we had to pay one dollar for each
game we played. The object was to
have the highest score at the end of
the day. I came in second place,
but I should have come in first —

18

Jeremy Miller.

One of Jeremy’s fa-

vorite Nintendo
ames is Blades of
teel.

they didn’t count one of my games.
We all played Super Mario Bros.
WilWheaton [who playsthe young
ensign in Star Trek: The Next Gen-
eration] came in first place. After
the tournament, Wil and I went
over the games and had our own
rematch. We came out pretty much
tied.”
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CORDIL
e Multi-compatible -- Nintendo®"*, Sega® ", Atari®"
e Fast action -- automatic rapid fire & manual play

e One or two-players, plus two-player simultaneous
with second controller

R A M ot

e Unit is compact, hand-held, with 20-foot range

e Automatic player switching, digital error checkmg

e Wireless headphones optional for personal enjo yment
e Competitively priced, with special new feature

. W7 - "Exciting products for youngsters, W /’
G economically sensible for parents"
. For additional infermation, contact: FAKTRON INT'L. %’

P.0. Box 2445, Eugene, OR 97402

(503) 689-3143 Telex: 650 356 8059-MCI-UW

*Nintendo is a registered trademark of Nintendo of America, !n:ﬂ%%%
. 'Segais a registered trademark of Sega of America, Inc. ..y
. *Atari is a registered trademark of Atari Corporation. e
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DISCOUNT
SOFTWARE \==

IBM AMIGA ATARI ST C64 OM MODEM MX 2400

a 2400 bauvd modem / works with any computar

688 Attack Sub............337.95 Detuxe Puint T...........$109.95 Batman..........cccccverrrnrer $27.95 Overmum........occvenne $34. Huyea Compatible / Extemal
Abrams Batde Tank.....330.93 Rampage.................. ...327.95 Combat Course.............$27.95 Last Ninjs 1...,........n4gl Ff’"’ el o o $129
Ym mln"”““‘“ M-nin--u.n..u..u.n.‘ﬂ*gs "w.........“.....“......‘MH DI'I'HDI'- w:il-t.......’m.ﬂ Rm : ’lw i W‘

Silpheed.......................$24.00 Lords of Rising Sun.....$34.00 War in Middle Barth.....$34.00 Battietech................$27.9S
Music Swdio 3.0..........369.95 Jogmey............cce0c0000...$34.00 Gold Rush...................$27.95 Test Drive Il............$20.95

Omnicron Conspirecy...$34.00 Mostage.........................330.93 Kings Quest 1,23 or 4..$34.00  Supercar............$10.93
Kings Quest 1.2.3 or 4..334.00 Shogon...........c..ci000...$34.00 Thonder Blede.............$34.00  Calf. Challenge....$10.9S
M. Johneons Basketbull$27.95 Zock Zefo...................$42.00 Action Pighter............827.95 ROBOCOP..............$20.95 @
Teat Drive I ‘The Duel330.93 After Bumer..................CALL Space Queat 3..............$42.00 Chomp.........corriinns 316,93

War in Middle Rarth.....834.00 Wy in Miidic Banh....934.00 Star Wan......................327.99 Navy Seal...............920.95
Mean 18:Ukimete Golf.$30.95 Rattletech.....................$34.00 Prison........................827.95 AD&D:Hillafer....... $27.95
R-19 Stealth Fighter.....$47.95 Battichawk 1942...........334.00 Pit. Scenery #9.............$22.00 Batman...................$20.9S Bran d Ed Boxe d

Hostags..........cconini00:.$30.95 Thunderbiade...............$34.00 Centerfold Squares.......$20.95 Shinobi.....................CALL
Gold Rush.....................827.9% Moviesstter...................0 69.95 Battichawks 1942..........834.00 Time & Magik.........$20.95

yndamwn.......m......HMS ;’ilu amggg Barberien M...................$27.95 W Sports Bd.;g.zg MD2D 5.25- DD 49
Space Quest 1,2, or 3....334.00 Batmen.............e0oonen... CALL APPLE Tetris......oooonenerenn...$16.95 MBZHLD 525" H) 79

Raicon AT (BGA)........$42.00 Might &Magic Il...........$34.00

Rastmn....oerCALL APPLE IIQS  Magic Candiol......... 33400 HINTBOOKS MF1 3.5" SS 95
Card Sharka...................CALL Gold Roah.....................327.95 Madden Football..........834.00 Bards Tale Hinta...ca.39.93 _
Propheoy........cccrnnernrennnn $37.98 Dongeon Master............$27.95 Hunt Red Ooctober.........$27.95 Kings Quest Hints.a$6.95 MEF?2 3.5" BS .99
Battichawk 1942.........$34.00 Zany Goff.....................$27.98 Pool of Radience...........$30.95 Ultima Hinta...........c0$9.95 I :
AD&D:Hilisfbr............$34.00 Paperboy...........ccoo.eer..$27.95 18t Over Germany.........$34.00 Quest for Clues.......$18.95 MEZHI) - 325 dri L) 2.49

Kings of the Beaoh........$30.95 Arkanokd.......................$24.00 Elways Quarterbeck......$20.95 Official Kings Quest.$8.95
Sex Vimnens...................5$27.95 Bal of Power:1990......$34.00 Overron.........................534.00 Manhonter Hinta........$6.95

WE CARRY A COMPLETE LINE OF SOFTWARE AND ACCESSORIES == CALL FOR CURRENT PRICES

10 a.m.-8 p.m. Monday-Thursday Customer Service
Order Line 10 a.m.-6 p.m. Friday & Ohio Residents

1-800-282-0333 10 a.m. to 3 p.m. Saturday 1-513-879-9699

11 S. Wright Avenue, Fairborn, OH 45324 AD# GP-069

SOFTWARE ONLY — Prepaid orders over $60 receive free shipping via UPS in continental U.S. Please add $3 orders under $60. HARDWARE and all orders
requiring shipment via U.S. Post Office are subject to additional freight charges. C.0.D. orders under $100.00 accepted - add #6. Charge card orders add
$2 service charge. Ohio residents add 6% sales tax. Personal checks require a three-week waiting period. No waiting when paild by credit card, certified
check or money order. All items subject to availability and price change. PLEASE CITEADNUMBER WHEN ORDERING. ALLRETURNS MUSTBE ACCOM-
PANIED BY AN AUTHORIZATION NUMBER. FOR YOUR PROTECTION WE CHECK FOR CREDIT CARD FRAUD.

MasterCard




t all started with Zelda.

Long, long ago, only a few
people owned Nintendo En-
tertainment Systems. There

were a handful of games available
— Duck Hunt, Excitebike, Gyromite,

Kung Fu,and a few others. Then, in
July 1987, The Legend of Zelda was

released.
With Zelda, Nintendo players
finally had a videogame with the
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scope of a computer game, one
that required skill and strategy in-
stead of just quick reflexes. Zelda
soared to the top of the bestseller
lists, and, in general, stayed there
until unseated by its sequel, Zelda
II: The Adventure of Link.

Other complex adventure
games were surprisingly slow to
appear, but now there are several
tochoose from, with more to come.
Gauntlet, Deadly Towers, and the
Castlevania series are all examples
of adventure games whose com-
plexity only adds to the fun of
playing them.

Quest For Castles

One adventure game, Taxan’s
Mystery Quest, is intended for
younger children and beginners.

GAME PLAYER'S

NINTENDO

Te uesT '
FOr NintTendo
Adventures

Leslie Mizell

'I The Legend of Zelda is still the queen
of quest adventures.

2 In Gauntlet, you have to maneuver

through 100 mazes to find parts of a
password.

3 Complete the code to enter the final

room in Gauntlet. Now you must
find the Sacred Orb.

4 If you don’t map your progress

through Deadly Towers, you’ll soon
be hopelessly lost.

5 In Deadly Towers, Prince Meyer faces

his final foe — the king.

20

You play a wizard’s apprentice
who must find four magic talis-
mans. The graphics feature lots of
bright colors, innocuous enemies,
and a larger-than-usual hero
named Hao.

As Hao, you search for hidden
underground chambers where
you’ll find hidden items to give
you power or restore your
strength. Therearealso four castles
to explore.

The castles are actually two
parallel mazes with a wall between
them. With the right keys, you can
unlock doors to move from one
maze to the other. But the keys
don’t guarantee success. Some-
times, the wall between the two
mazes must be destroyed before
you can make your exit.

And don’t think all the rafts,
magic lamps, super capes, power
helmets, scrolls, and emeralds
you’ll need will be lying around
just because some of them are. A
few of the most powerful items are
hidden behind blocks. If you shoot
the right column, you might get
lucky.

Earn Crystal Balls

In some Nintendo games, the
friendly people of a town are
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EVERYTHING ELSE IS CHILD'S PLAY.

The Power Glove!" You plug it in like any joystick. But the similarity stops there.
Because now you dont just guide the action. You are the action.

3-D sensors track the position of your hand, giving you free-flowing, instant
response. It's a complete connection. Intense. And powerful.

Plus, the Power Glove has a unique programmable keypad that gives you amazing
new ways to play almost every Nintendo® game. All your joystick games become

different. More exciting. And with games specifically designed for the Power Glove,
you'll be blown into another dimension.

So look for the Power Glove when it h1ts stores this Fall. Once you put 1t on,

everyt h111g else become‘a Chlld S play iy a5 i o A

1-"avY Y. F=.Y HcC™=D

* | mm B ' ENTERTRINMENT
SYSTEM" |

@© Mattel, Inc. 1989. All Rights Reserved. Nintendo and Nintendo Entertainment System are registered trademarks of Nintendo, Inc., used
under license. Manufactured under license from Abrams/Gentile Entertainment, Inc. Lightning bolts not included.
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turned to stone or banished un-
derground by aliens or ninjas. In
Milon’s Secret Castle (Hudson Soft),
a warlord has robbed the friendly
people of Hudson of their musical
instruments (their form of com-
munication), and he is also hold-
ing their queen in her secret castle.

Milon, the only tone-deaf resi-
dent of Hudson, heads for the
castle, whereeveryroomisamaze.
Armed with a magic bubble given
him by a magician, Milon must
search through the castle for items
the queen was able to hide, avoid
the demons who roam the castle
halls, and ultimately rescue Queen
Eliza.

Milon’s Secret Castle is fun to
play — complex, but not frustrat-
ing. The items aren’t too difficult
to find, and the action is smooth
with good graphics. There’s even
a bonus round, something most
quest games lack.

You start the game on the
ground outside the castle. Gradu-
ally (if you find the right items),
youwork your way up to the fourth
level. There area dozen or soitems
available to help you, and you’ll
need some of them to continue to
higher levels. For example, you'll
find a hammer inside a well on the
ground level. With the hammer,
you can knock through a wall on
the first level and earn a saw. With
the saw, you can cut through the
wooden bars on second-level
doors. And so it goes.

But on the other hand, it’s pos-
sible to get through some areas
without finding items beforehand.

GAME PLAYER'S
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In Mystery Quest, you'll get trapped
easily unless you destroy some of the
blocks by shooting them.

In Mystery Quest, search for under-
ground chambers outside the castles.
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Your enemies in Mystery Quest are
whimsical. Fight porcupines, go-
phers, and this orange snail.
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An interstellar, interactive,
role-playing space opera.

There's not another game

like it on earth.

From the creator of Wizardry® comes an |
entirely new concept in computer 3 i
gaming.Open the box to reveal a unique ik,
combination of elements never before

found in a single game. Six vivid characters

with unparalleled role-playing depth, living an
epic science fiction adventure. The tactics and
strategy of a challenging board game. An expert
computer game-master, moderating the actions of one
to six players. STAR SAGA: ONE™ Beyond the
Boundary. It's a multi-media entertainment experience
that will sweep you off your feet. Ask for it at your local
software dealer today, or call (813) 888-7773 for
more information.

SiAR
SACA:ONce

BEYOND THE BOUNDARY

Available for: Apple || Family, Apple lles, IBM-PC and Compatibles, and Tandy. Wy
Masterplay Publishing Corp.- 8417 Sun State St., Tampa, FL 33614

PUBLISHING CORPORATION

Wizardry is a registered trademark of SIR-TECH Software, Inc. Games That Go To Your Head
STAR SAGA:ONE is a trademark of Masterplay Publishing Corp.
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A feather will make you lighter,
enabling you to use an elevator in
another room. But you can get
through that room even without
using the elevator.

And if it’s battles you want,
you'llhave seven demon-monsters
to beat in Milon’s Secret Castle. If
you defeat them, you’ll get crystal
balls, win higher powers, and ad-
vance to higher levels. Of course,

the warlord will be waiting when
you finally reach the top of the
castle....

Zelda: The Sequel

No one doubted there would be a
second Zelda adventure after the
welcome the first game received.
Zelda II: The Adventure of Link (Nin-
tendo) was released just before
Christmas, and parents were prac-
tically fighting in the aisles of toy
stores to grab the limited copies.
(And as often as not, they wanted
the game for themselves, not their
kids.)

All the familiar characters in
Zelda have returned — Link, the
brave adventurer; Gannon, the
nefarious villain; and Zelda, the
put-upon princess. In Zelda II, the

GAME PLAYER'S
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princess has been put in a magical
sleep,and Link must unite the three
pieces of the Triforce — power,
wisdom, and courage — to defeat
Gannon and awaken Zelda.

A game of enormous scope,
Zelda I is set in the land of Hyrule.
Link’s adventure takes him
throughout this huge country of
his birth. He must ask questions of
everyone he meets, searching
every city, swamp, and desert for
six palaces.

You'll see why some people
feel asif they’vedevoted theirlives
to Zelda II when you realize that

'I You have to perform certain tasks
and find certain items in Milon’s
Secret Castle.

2 When you shoot some blocks, you
uncover money. Now find a shop,
buy hints or energy.

The demon-monsters will give you
problems. But defeat them, and get
crystal balls and added power.

4 When you meet the warlord, remem-
ber you canonly scorea hit if you at-
tack him when his cape is open.

A close-range attack in Zelda II: The
5 Adventure of Link.
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Link has to: (1) find six palaces in
Hyrule; (2) discover the secretitem
in each maze-filled palace and seal
it as he leaves; and (3) find the
GreatPalace, where Gannon lurks,
and then defeat him. That’s not
counting, of course, the various
demons he must battle, the petty
objects hemust find, and the magic |
spells he must cast.

Fans of the first Zelda are just
as enthusiastic about the second.
Peopleare trying to figure out how
to ford certain streams; use spe-
cific magic spells; or find such
elusive objects as hammers, flutes,
and crosses. And it seems every-
one has a scribbled map to the
Island Palace, or to Death Moun-
tain, or to the King’s Tomb.

Ready To Create
Characters?

Gtill, it could be that Zelda has met
its match in the world of adven-
ture games for Nintendo. Ultima
(FCI), already a popular series of
adventure games for personal
computers, has just arrived for
Nintendo and promises to be
hugely popular.

There is one important differ-
ence between Zelda and Ultima. In

JUNE/ JULY 1989



Turn Your Used video
_Game Gartridges
Into Gash!

N\

~ W, TR I LT A

o e We pay the highest prices for

N - your used video game cartridges:
, Nintendo, Sega, etc.
| e We also sell used video game
cartridges.

e L argest used video game dealer
,, in the world.

e e Send self addressed, stamped

"""" il gﬂgﬂggﬁﬁ envelope for current price list.

. %i i ®
— peplay
SEGA is a registered trademark
of Sega Enterprises, Inc.

NINTENDO is a registered trademark P.O. Box 70, Dept. NG 10
of Nintendo of America, Inc. Jericho, New York 11753
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Ultima, you can create your own
hero character, choosing from a
wide variety of special attributes.
To accompany your hero on his
quest, you can also assemble your
own band of priests, druids, cler-
ics, thieves, rangers, and members
of six other professions. These
characters can also be from five
different races: human, elf, dwarf,
bobbit, or fuzzy.

In Ultima, the kingdom of Bri-
tannia is threatened by activities
on an island on its outskirts.
Mondain, an evil magician, has
cast an “Exodus” spell over the
island which is causing chaos
throughout the kingdom. Lord
British, the ruler of Britannia, sends
out a noble party to restore peace
and break the spell.

Ultima has all the best traits of
other adventure games. You have
a band of four characters, with
individual control over each
member. There is a lot of interac-
tion with other characters as well
— you can gain valuable clues by
questioning the people you meet
on your quest.

The land of Britannia is huge,
so you have plenty of exploring to
do. Mapping is necessary, espe-
cially inthe dungeons. Time passes
realistically in Ultima, so your
characters get hungry and sleepy
atappropriateintervals. When you
want to quit for awhile, you can
save the game just by visiting an
inn. That’s important, because
there’s noway you're going to finish
Ultima in one sitting — unless you

GAME PLAYER'S
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Inside the palaces, search for keys.
Unfortunately, they are watched by
guards who want you dead.

Though you have to be able to wield
a sword, your magic spells are some-
times more powerful weapons.
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Balance your four characters in
Ultima so they’ll work well to-
gether and have varying skills.
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. GAME
EXCHANGE

I What do you do with a Nintendo or Sega game cartridge when you have mastered
it, or are possibly just plain tired of playing it?

If you are like most people you put the cartridge away, never to be seen or played
with again. With the GAME EXCHANGE, you can trade your unused cartridge(s)
for other title(s) or cash them in.

One year memberships are now being offered for a limited time. With your paid
membership of only $15.00 you will receive your choice of one (1) of either a T-shirt
(child’s sizes 6 thru 14, adult sizes S thru XL) or a baseball hat (child or adult) with
an imprinted Nintendo character or logo. You will also receive a monthly price list,
keeping you current with the latest prices. In addition you will receive a 5% dis-
count on all products.

ORDERING INSTRUCTIONS: Send all orders & memberships to GAME
EXCHANGE, 3106 W. Wisconsin Ave., Appleton, WI 54914-1705. Or call (414) 738-0021.
NO COLLECT CALLS. MasterCard and Visa accepted.

MINIMUM ORDER: $10.00. PLEASE PRINT CLEARLY. U.S. funds only. NO FOREIGN
ORDERS EXCEPT CANADA. Add for shipping and handling on each order—U.S. $3.50,
Alaska & Hawaii $8.00, Canada $12.50. All orders are shipped UPS. We cannot ship to a

P.O. Box #. Wisconsin residents must add correct sales tax to order. Delivery may be
delayed by 3 weeks when paying by personal checks. Any return products must first have
an authorization number obtained by calling (414) 738-0021.

SHIPPING INSTRUCTIONS: Send to GAME EXCHANGE, 3106 W. Wisconsin Ave.,
Appleton, WI 54914-1705. PLEASE PRINT CLEARLY. Wrap cartridges securely.

Nintendo Cartridges: GAME EXCHANGE will deduct $1.00 for each missing instruction
booklet, $.50 for each missing slipcase, and $1.50 for each missing 3-D glasses.

Sega Cartridges: GAME EXCHANGE will deduct $1.00 for each missing instruction
booklet, $2.00 for each missing game case.

$4.00 will be deducted for any cartridge GAME EXCHANGE has to ship back to you.

MasterCard VISA

GAME EXCHANGE reserves the right to refuse any sales or purchases. GAME EXCHANGE is not related or
endorsed by any of the manufacturers contained in this ad. All items subject to availability. Not responsible
for typographical errors.
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can go for a day or two (or maybe
three or four) without sleep.

What sets these kind of games
apart from other top sellers, such
as Super Mario Bros. 2 or Bionic
Commando? The heroes of those
two games are on a quest, too, you
might say. They embark on long
journeys, surmount obstacles, and
defeat enemies before destroying
the “top villain.”

But those games, and others
like thém, severely restrict your
movements and options. You
might be able to warp from place
to place or descend into area 11
instead of area 8. But you don’t
have to search for hidden items
you must have to finish the game.
Therearen’t any hidden palaces or
rooms that are necessary for com-
pleting the game. And you cer-
tainly don’t create your own char-
acters.

There’s obviously nothing
wrong with those games; they're
great fun. But strategy games like
Zelda and Ultima do fill a void in

the Nintendo library. So expect to

see a lot more games, such as
Nobunaga’s Ambition and Hydlide,
to appear in the near future. And
plan to spend a lot of hours mas-
tering them.

SP
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You have eleven professions to choose
from when assembling your party,
and four different races.

You should spend the early part of
Ultima making sure each of your party
members has lots of gold.
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During encounters, it helps if several
members of your band can cast spells.
Thespell of the undead is useful against
Skeleton, Gool, or Zombi parties.
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LONG-AWAITED TITLES HIT NINTENDO MARKET

surprising number of
new Nintendo titles
arrived in the stores
this spring. Surprising
because of the long drought of last
summer and fall.

Hot titles such as Ultima, Ninja
Gaiden, and Guerrilla War were all
released recently, but there are
other titles due with which tospend
your summer vacation.

Will it ever arrive? Teenaged
Mutant Ninja Turtles has to be one
of the most eagerly anticipated
games of 1989. The adventures of
those sewer-dwelling crime fight-
ers, Donatello, Michaelangelo,
Raphael, and Leonardo, should fi-
nally make it into stores by the end
of June.

For younger players, Map-
pyland is a comic adventure about
a mouse with a demanding girl-
friend. He has to rush around eight
different levels to find presents to
appease her blazing temper.

Thundercade is another you-
have-to-save-the-world scenario,
but this time instead of helicopters
or hyper-bazookas, you're on a
motorcycle. You'll find four levels
of fast, fast action.

Basketball fans should be in
heaven with Jordon vs. Bird: One-
on-One, Magic Johnson’s Fastbreak,
Hoops, and Pro Basketball sched-
uled before year’s end. Or other
sports fans can check out Goal, a
new soccer simulation.

Anyone who can’t stand being
without a challenging strategy
game should look for Nobunaga’s
Ambition, which puts you the midst
of a Japanese dynasty.

Other titles expected by mid-
summer include Predator, based

GAME PLAYER'S

on the Arnold Schwarzenegger
movie; Taboo, a tarot game; and
Mega Man 1I, the sequel to the

popular sci-fi adventure.
And, looking a little further

ahead, keep an eye out for these
titles in the next few months: Cali-
fornia Raisins, Batman, Godzilla, Who
Framed Roger Rabbit?, and Night-
mare on Elm Street. SP

CLEANING KIT -
SEGAe - ATAR

FOR

o,

i

e e e e
e

NINTENDO: REPAIR

Nationwide Service

3 Da

Service - 4 Month Guarantee

Call Toll Free 24 hour Hotline 1-800-292-3627
In California call 1-800-882-4263

“Not connected with Nintendo of America Inc. *
National Game Service Center, 1149 No. Riverside Ave., Rialto, CA 92376
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omputers are modern-
day engines of fantasy,
and if your fantasies in-
clude driving, comput-
ers can offer much more than
movies, paperback novels, or even
the slickest auto magazines. Com-
puters let you drive the car you
want. And they let yousafely drive
it any way you want.
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Test Drive |l
The Duel

A couple of years ago, Accolade
introduced Test Drive. It was fun,
but it had some obvious limita-
tions. These limitations didn’t hurt
sales, however — Test Drive
quickly became Accolade’s best-
seller, and one of the hottest-sell-
ing games in computerland.

But the game needed work,
and Accolade responded. Avail-
able now is Test Drive II: The Duel.
The scenery is much more varied
than the lone mountain road of the
original game, and the action is
smoother as well. Furthermore,

GAME PLAYER'S

BABY, YOU
CAN
DRIVE MY
CAR

Neil Randall

you canraceagainsteither the clock
or another (computer-controlled)
car. Instead of just driving, you're

As long as you're fantasizing, try
] this Ferrari F40. A bit pricey, but
youdon’treally have to pay forit.

Additional scenery disks are
2 available for Test Drive Il , such as
California Challenge.

A mountain ledge! Did you see

3 these in the original Test Drive?
This one’s more deadly because
you can actually fall off.

Every gas station is an oasis.

4 Refuel and receive a progress re-
port. Not all of them are compli-
mentary.

30

PLAYERS

actually racing along these pictur-
esque roads.

The original Test Drive also
suffered from a fairly small num-
ber of available cars. Test Drive II
considerably improves on the scen-
ery, but it actually offers fewer
cars: only a Porsche 959 and a
Ferrari F40. In a very promising
move, however, Accolade is re-
leasing some expansion packages.
The Supercars adds five incredibly
fast (and incredibly expensive) cars
to your software garage, and Cali-
fornia Challenge gives you a com-
pletely new set of roads to drive.
Add both packages, and you have
a lot of driving ahead.

The Supercars disk, the firstin a
series, lets you choose from a 1988
Lotus Turbo Esprit (160 mph
maximum), a Ferrari Testarossa
(185 mph), a Porsche 911 RUF (211
mph), a 1988 Lamborghini Coun-
tach 5000S (179 mph, with a V-12
engine), and a 1989 Corvette ZR1
(185 mph). Just pick the car you
want and head out to the high-
way. Be sure to try racing against a
computer-controlled opponent.
He’s a friendly opponent, and
won't get too far ahead of you. But

JUNE/ JULY 1989



COMMODORE 64128
SOFTWARE
4th & Inches 24.72
ACE 2 19.49
AD&D DM Assistant  20.59
AD&D Hillsfar 28.39
Pool of Radiance 2745
Adventure Construction Set
9.47
Airborne Ranger 24.27
ALF 9.74
Alice in Wondeddand  9.74
Altemate Reality:The City or
Dungeon 21.29
Amedcan Civil Warvol I, Il
or I 28.39
The Android Decision 17.74
Annals of Rome 17.74
Ardok: The Barbarian 12.99
ArticFox 10.64
Artura 24.84
B24 Combat 21.37
Bards Tale 28.39
Bards Tale II 27.45
Bards Tale III 2745
Battleship 18.95
Battles in Normandy  28.39
Battles of Napoleon 35.48
Bazooka Bill 12.99
Below The Root 9.74
Bismarck 21.29
Black Magic 15.26
California Raisins 1545
Caveman Ugh-lympics 20.60
Commando 10.93
Cosmic Relief 17.74
Dark Tower 4.54
DeathLord 10.64
Death Sword 20.90
Demon’s Winter 21.29
Demon Stalkers 21.29
Dive Bomber 13.55
Double Dragon 2270
Dragons Lair 17.15
Etemal Dagger 28.39
Europe Ablaze 3548
F18 Homet 24.36
F19 Stealth 31.30
Family Feud 8.54
Famous Courses V1 13.85
Firezone 17.15
Fire King 28.39
First Over Germany 34.31
Gemstone Healer 10.64
Gettysburg:Tuming Point42.58
Global Commander 20.59
Gunship 24.27
Halls of Montezuma 27.45
Heavy Metal 25.30
Hunt for Red October 27.45
Implosion 1142
Impossible Mission2  13.55
Jet-Boys 1091
Jordan vs Bird 19.47
Kampfgruppe 42.58
Karate Chop 6.49
Kung Fu: The Exploding Fist
1299
Lancelot 20.59
Legacy of the Ancients 10.64
Legend of BlackSilver 27.85
Lords of Conquest 10.64
MacArthurs War 28.39
Magic Candle 28.39

Marble Madness 947

Mars Saga 24.02
Modem Wars 24.02
Monopoly 20.59
Napolean in Russia 17.74
Nine Princes in Amber 9.74

One-on-One 9.47

Overrun 35.48
Panzer Strike 30.88
Patton vs Rommel 10.64
Perry Mason 9.74

Phantasie 28.39
Phantasie II 28.39
Phantasie III 28,39
PHM Pegasus 10.64
Pirates 27.84
Powerplay Hockey 16.22
President Elect-1988  9.47

Project Firestart 20.59
Questron 10.64
Questron 11 27.45
Rack Em 18.52
Railroad Tycoon 4.54

Reach for the Stars 28.39
Risk 20.59
Roadwar 2000 28.39

Call Toll Free 1-800-326-7167

RoboCop 24.34
Rocket Ranger 24.27
Rogue Trooper 6.49
Rubicon Alliance 14.19
Sargon II1 12.99
Scrabble 22.87
Scrupples 31.94
Serve & Volley 18.52
Seven Cities of Gold 10.64
Shard of Sprng 28.39
Skate or Die 20.59
Skyfox IorII 10.64
Sky Runner 12.99
Sons of Liberty 24.84
Space Harrer 20.86
Starfleet I:The War Begins
22.68
Star Trek:Promethian
Prophecy 10.50
Steel Thunder 18.53
Strike Force: Cobra 12.99
Strike Fleet 20.59
Swiss Family Robinson 9.74
Test Drive 18.75
Tetris 13.59
Three Stooges 2325
Time & Magik 21.29
Tomahawk 21.29
Treasure Island 9.74
Typhoon of Steel 35.48
Ultimate Wizard 9.47
Ultima V 41.71
Vegas Gambler 18.09
Wargame Construction Set
21.29
Wasteland 2745
Wizards Crown 28.39
Wizard of Oz 9.74
World Tour Golf 9.47
Yeagers Advanced Flight
Trainer 24.02
Zoom 18.09
Zork Trilogy 31.29

Z-Pilot 6.49
AMIGA SOFTWARE
Aaargh 28.39
AD&D Heroes of the Lance
27.45
Adventure Construction Set
14.19
Alternate RealityCity 28.39
Android Decision 24.84
Annals of Rome 24.84
ArticFox 14.19
Artura 28.39
Awesome Arcade Pack35.48
Bards Tale 35.48
Bards Tale I 42.58
Battle Chess 36.54
Black Cauldron
Black Lamp 17.34
Clue Master Detective 28.39
Cosmic Relief 24.84
Demon’s Winter 28.39
Destroyer 13.55
Double Dragon 21.45
Empire 34.31
F/A-18 Interceptor  34.31

Ferrari Formula One 34.31
Firezone 24.02
Gettysburg 42.58
Global Commander 28.45
Hunt for Red October 35.48
Into the Eagles Nest 24.36
Kampfgruppe 42.58
Kings Quest I, I or Il 34.77

Lancelot 28.39
Leader Board 24.36
Leisure Suit Larry  27.83
Marauder II 30.54
Marble Madness 14.19
One-on-One 14.19
Phantasie III 28.39
Police Quest | 34,78
Pub Games 28.39
Questron 11 3548
Reach for the Stars  28.39
Rebel Charge at Chikamauga
42.58
Reel Fish”n 31.94
Return to Atlantis 14.19
Roadwar 2000 28.39
Rubicon Alliance 21.29
Scrabble 28.39
S.D.L 33.25
SkyFox I orII 14.19
Sorceror Lord 24.84
Space Quest 34.78
Space Quest II 34.78
Starfleet I:The War Begins
39.03
Time & Magik 28.39
World Tour Golf 14.19
Zany Golf 2745
Zoom 18.09
APPLE SOFTWARE
AD&D DM Assistant 20.59
Poal of Radiance 30.88
Adventure Construction Set
9.47

Alternate Reality:
City or Dungeon 21.29
American Civil War LI
or I1I 28.39
ArticFox 9.47
Bards Tale 31.94
Bards Tale Il or Il 34.31
Below The Root 9.74
Deathlord 9.47
Demons Winter 21.29
Etemal Dagger 28.39
Facemaker Gold 25.99
First Over Germany 3548
Gemstone Healer 9.47
Hunt for Red October  27.45
Kampfgruppe 42.58
Lancelot 21.29
Legacy of the Ancients 10.64
Lords of Conquest 9.47
MacArthurs War 28.39
Magic Candle 3548
Marble Madness 9.47
Music Construction Set  9.47
Nine Princes in Amber 9.74
Onc on One 9.47
3548

Panzer Strike 34.31
Perry Mason 9.74
Phantasie I, II or IT1 28.39
PHM Pegasus 10.64
 President Elect-1988 9.47
Questron 11 30.88
Questron 9.47
Railroad Tycoon 6.49
Reach for the Stars 28.39
Rebel Charge at Chik. 35.48
Risk 20.59
Roadwar 2000 28.39
Rommel Battles 28.39
Sargon III 12.99
Scoop 25.99
Scrabble 27.45
Scruples 28.39
Seven Cities of Gold 9.47
Shiloh:Grants Trial 28.39
Skyfox 9.47
Sons of Liberty 28.39
Starfleet I:War Begins 3548
StrikeFleet 24.02
Super Boulder Dash 9.47
Swiss Family Robinson 9.74
Time & Magik 21.29
Tomahawk 27.45
Treasure Island 9.74
Typhoon of Steel 3548
Wasteland 27.45
Wizards Crown 28.39
Wizard of Oz 9.74
Yeagers Adv.Flt.Trainer 27.45
APPLE IIGS SOFTWARE
Aaargh 28.39
Bards Tale 35.48
Bards Tale II 3548
Chessmaster 2100 34.31
Halls of Montezuma 28.39
Hunt for Red October 35.48
Life & Death 35.48
Marble Madness 14.19

Music Construction Set  14.19

Puzzle Storybook 28.39
Questron II 35.48
Reach for the Stars 28.39
Roadwar2000 31.94
Scoop 29.24
Skate or Die 28.39
Tomahawk 27.45
Vegas Gambler 24.73
World Tour Golf 14.19
Zany Golf 27.45
MS DOS COMPATIBLE
SOFTWARE

Unless otherwise noted, all
games are on 5.25" disks. Call
far prices on 3.5" and Combo

packs.
4th & Inches 24.73
4th & Inches Team
Construction 10.91
688 Attack Sub 35.48
Aaargh 28.39
Abrams Battle Tank 28.39
ACE 2 19.49
AD&D DM Assistant  20.59
AD&D Hillsfar-Combo 35.48
AD&D Heroes Lance 2745
AD&D Pool Radiance 34.31
Airbome Ranger 21.84
ALF 9.89
Altemate Reality:City 28.39
ArticFox 9.47
Backgammon 12.99
Bards Tale 3548
Bards Tale Il 34.31
Battle Chess-Combo 34.81
Battles of Napoleon 35.48
Below The Root- 9.74
Bionic Commando 20.01
California Raisins 1545
Demon’s Winte 24.84
Demon Stalkers 24.84
Double Dragon 25.96
Empire-Combo 34.31
F19 Stealth Fighter 48.72
First Over Germany 3548
Gettysburg:Tumning Point42.58
Grand Prix Circuit 24.72
Grandslam Bridge 41.18
Hunt for Red October-Combo
37.16
Jack Nicklaus Golf 30.91
Jordan vs Bird 28.39
Kampfgruppe 42.58
Kings of the Beach Volleyball
28.39
Legacy of the Ancients  21.29
Leisure Suit Larry-Combo
27.83
Leisure Suit Larry II-Combo
34.82
Magic Candle 3548
Marble Madness 9.47
Mech Brigade 42.58
Modem Wars 28.39
Monopoly 31.94
One-on-One 9.47
Pac Man 9.42
Patton vs Rommel 9.47
Perry Mason 9.74
Phantasie 28.39
PHM Pegasus-Combo  10.64

Police Quest 2-Combo  34.82

SHIPPING TERMS: 3% for shipping, with a $3 minimum. Call for shipping charges on Federal Express, UPS Overnight, APO, FPO, HI, AK, and foreign orders. COD orders add $3.00.
Mail Orders: We accept money orders, certified checks, and personal checks. Allow 2 weeks for personal checks to clear. We accept purchase orders from qualified Educational and
Corporate Institutions. Returns: All defective merchandise must have a Return Authorization Number, otherwise they will not be accepted. General: Michigan residents add 4% sales tax.

SBC

Ltd.

CALL US TOLL FREE

SUPERIOR BUSINESS CENTER, LTD.

1318 GRATIOT SAGINAW, MI 48602 517/799-2775

1-800-326-7167

Lines open 8am to Midnight
Eastern Time




MAGAZINE FOR EVERY
VIDEO OR COMPUTER
GAME PLAYER!

B Gaming news from around the world — the latest Japanese
crazes, hi-tech joysticks, previews of next-generation 16-bit gc:rne
machines.

B The best writers and columnists in the business

B Reviews of the latest hit games for Nintendo, Sega, Atari, PC,
Commodore 64, Amiga, and Macintosh — even arcade hits.

=
-

e B In-depth features — games thoroughly examined with page--
after page of full-color maps, s’rra’regy hints and ’nps c:nd screen

B The Hot 100 — mini-reviews of 100 of the most popular games

o Bl The best free public domain games, and how fo get ’rhem;
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he’s extremely tough to beat.

Test Drive II has 12 difficulty
levels. Six factors vary according
tothelevel you select. Forinstance,
on the first four levels, your car
shifts gears automatically so you
can concentrateonacceleratingand
steering. Your opponent’s maxi-
mum speed ranges from 90 mph
on level 1 to 200 mph on level 12,
and the police car’s speed ranges
from 120 mph to 200 mph. The
density of traffic on the road is 50
percent on level 1 and 100 percent
on level 12 (try avoiding buses and
trucks while you’re doing 180
mph!), and the speed of the traffic
also varies. The number of points
you score increases significantly
on the higher levels.

You can control your car with
the keyboard, but a joystick is far
better. You can accelerate, turn,
and brake with the joystick, and
the fire button shifts gears. Each
car has a unique stick shift (as in
real life), and the joystick lets you
see how these work.

California Challenge is the first
ina series of projected scenery disks
for Test Drive II. Like the scenery
disks available for SubLogic’s
Flight Simulator and Jet programes,
California Challenge is an alterna-
tive to the scenery in the original
package. It installs easily on both
floppy and hard disk systems.

What a difference it makes to
have new scenes! Instead of the
nondescript, unnamed mountain
road of the original Test Drive, or

even the more varied scenery of

GAME PLAYER'S
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Section 3
time.
avg speed:
score.

time.

3
avyg speed: 84
14

sSscore.
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Your score:
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'I Test Drive II: Look at this speed.

We’ve averaged only 84 mph — in

a Ferrari. That’s like using Roger

Clemens as a batting-practice
pitcher.

Test Drive II, you now have real
roads to drive. (Well, more or less
real.) You start at the California-
Oregon border, with a “Welcome
to California” sign straight ahead.
Then it’'s down through the red-
wood forests and the Trees of
Mystery, and on to Eureka and
the elevations approaching Rock-
port. Near San Francisco you see
the Golden Gate Bridge, and then
you're off toward Carmel and
Monterey. Redwoods appear
again near Big Sur, and the Los
Angeles freeway is realistically

34

PG
A AR

e
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IMILL VALLEY.

s e =

2 Test Drive II: We're in Mill Valley,
California, with a car in the rear-
View Mmirror.

frightening. Get to Mexico, and
you've finished.

Then, of course, you can start
another trip. Hop inside a new car,
notch up the difficulty level, and
try again. By the time you've
managed a full-speed run on level
12 from Oregon to Mexico, avoid-
ing the cops and never running
out of gas or crashing, you can
consider yourself a master. And
by then, there should be new scen-
ery disks available for you to con-
quer.
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WANTED

"USED NINTENDO & SEGA GAME CARTRIDGES
$$$9 WE PAY CASH $9%¢

SEND US YOUR USED GAME CARTRIDGES AND RECEIVE

$ 10.00 PER GAME!

$ 10.00 FOR ANY USED NINTENDO CARTRIDGE
OR
$ 10.00 FOR ANY USED SEGA CARTRIDGE

NO MEMBERSHIP FEES REQUIRED

WE WILL SUBTRACT FROM YOUR SALE FOR THE FOLLOWING:
$ 1.00 FOR ANY MISSING INSTRUCTION BOOKLETS
$ 4.00 FOR ANY MISSING ORIGINAL BOXES
$ 3.00 FOR RETURNING ANY BROKEN/UNPLAYABLE CARTRIDGES

WE ARE NOT RELATED,AUTHORIZED OR ENDORSED BY THE MANUFACTURERS OR
CREATORS OF THE NINTENDO OR SEGA GAMES OR GAME SYSTEMS

PLEASE USE THE COUPON BELOW FOR MAILING IN YOUR GAMES: x

NATIONAL GAMES CLEARINGHOUSE
PO Box 23305

Toledo, OH 43623

NAME
ADDRESS
CITY/ST ZIP
NO . OF GAMES e $10.00 =
NO. OF MISSING INSTRUCTIONS @ 1.00 =
NO. OF MISSING ORIGINAL BOXES @ 4.00 =

TOTAL AMOUNT TO BE PAID PR st Mg S
WE RESERVE THE RIGHT 70 REFUSE 70 PZ//PC'HAS'[ ANY GALTE CARTRIDGE

F
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Racu
PLAYERS

4x4 Off-Road
Racing

Of course, ripping down a Califor-
nia highway in a Ferrari or a
Porsche isn’t everyone’s driving
fantasy. Another is off-road rac-
ing. You don’t use fancy cars for
this. Instead, you take the rig of
your choice and challenge some of
the roughest roads you've ever
seen. And you don’t have a repair
crew waiting for you, either. You
make most of the repairs yourself,
somewhere in the middle of no-
where.

4x4 Off-Road Racing, from
Epyx, includes four courses. The
Baja Challenge gives you 1,000
very difficult miles ranging from
desert to dried-up lake beds. The
Death Valley Trek is, of course,
parching desert. The Georgia Mud
Fest gives you mud and rocks, and
the Michigan Winter Wreck-Off
lets you race in the ice and mud of
winter. Each course makes differ-
ent demands on your rig, and each
requires a different style of driv-
ing.

There are four levels of diffi-
culty. Start with Beginner, because
all you have to do is drive and
make repairs. When you choose
the Amateur level or higher, you
must customize your rig before
racing. On the Semi-Pro level, the
obstacles are constant; on the Pro-
fessional level, they’re practically
insurmountable.

You startby choosing your rig.

GAME PLAYER'S

The Stormtrooper is durable,
heavy, and fairly slow, while the
Tarantulaisfasterand lighter. Less
durable but faster still is the High-
lander, and the Katana is very
quick, but not always tough
enough for the inexperienced
driver.

Except on the Beginner level,
your next step is to buy auto parts.
Two shops are available: the Cus-
tom Shop and the Auto Mart. In
the Custom Shop, you can buy a

BAJA
GEORGIA

BEGINNER
AMATEUR

( ROUGH
DEATH VALLE
(MU

winch (to haul yourself out of
bogs), a larger gas tank, a cap for
yourrig (whichlets you carry more
stuff), and standard, mudder, or
all-terrain tires. You have a lim-
ited amount of money and carry-
ing capacity, and you still have to
visit the Auto Mart, so plan care-
fully which parts to buy.

The Auto Mart has lots of spe-
cial items. Water is free, butit takes
up capacity. Oil is necessary, as in
real life. You’ll need lots of coolant

DE
(
&

PROFESSI ONAL

Test Drive II: Good old Carmel, with
] a ve? welcome gas station dead
ahead. After this, it’s on to L.A.
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In 4x4 Off-Road Racing you choose
your course and difficulty levels.
“Michigan” is a snow-and-ice win-
ter course.
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OYAMA MOTORS CORP. - RATANA

fluid, an extra battery, spare parts, FPAYLOAD W/0 CAP
PAYLOAD WITH CAP
FUEL CAPACITY

F1
F1

-y

spare tires, cans of gasoline (you
always run out), maps, flashlights,
and tools. You can even buy a six-
pack of beer if you wish, and you
can hire a mechanic to speed up
your repairs. What you buy de- - E  pw
abilities, and your overall strat- ' | “" | 2
egy.

Next, it’s off to the course.
Driving is easy, but avoiding the
logs, rocks, and animal skulls on B a8y
theroad isn’t. Hitarock and you’'ll -
damage your truck. Hit a log and e
you might damage the transmis-
sion. Oil leaks are possible, as are
general breakdowns. In other
words, anything that can gowrong
with a real rig can go wrong here,
and you must have the tools and
often). There, if you can afford the
time, all repairs are free. In the
meantime, you’ll have to repair as
you go, and your makeshift re-
pairs may affect your rig’s endur-
ance. You have three “lives.” If
you lose your third rig, or simply
run completely out of gas, the race
1S over.

Sure, it’s all fantasy. Few of us
will ever drive a Lamborghini or
compete in an off-road race. So the
next time you need a break, boot

up your PC and drive away from it
all.

POWER - 113 HP
IO Loy - 8 S
in the desert, less on the Michigan ENDURANCE 65
course. Then there’s transmission EASE OF REPAIR 2.00
65
15
29

f
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] Fourrigsareavailable. TheKatana Now we're careening through the
is light, fast, and gets §00d Fﬂﬁ Michigan countryside. See the
mileage. But it’s not as durable.

charming skull lying on the road?

In the Auto Mart, you can buy
=P 2 coolant, water, a map, a flashlight.
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‘d like to start right off with a

confession of personal preju-

dice: Despite their enormous

popularity, I hate ninja games.
['m sorry, but I prefer being in
control of high-tech hardware in
futuristic simulations.

Which brings me to a pair of
cames | really like. They're not
brand-new — they were first seen
in 1987 — but their graphics, ste-
reosound, and playability are truly

awesome. And by coincidence,
they’re both from Atari Games:
Xybots and Vindicators.

Xybofs:

Science Fiction Soldiers

Xybots is a combination of a com-
mando mission (like Contra) and a
science-fiction maze-adventure
game (like FTL’s popular Dungeon
Master for the Atari ST personal
computer). In Xybots, you guide
one of two warriors — Major Rock
Hardy or Captain Ace Gunn —
through a maze. Using a split
screen, two people can play Xybots
simultaneously, each guiding his
or her own warrior.

Your mission in Xybots is to
destroy the Master Xybots who
have invaded and taken over an
otherwise peaceful planet. But first
you must defeat several other
opponents, including Saucers,
Tanks, Warriors, Flies,and Guardi-
ans. While your energy is con-
stantly depleting, you must de-

- GAME PLAYER'S

TWO GREAI

T

O

GAMES

Scott Wolf

In Xybots, you explore a maze-
like underground cit& in a quest
to defeat the Master Xybot.

Two people can play Xybots si-

multaneously, and each player
sees a different view.

CREDITS' |

I ]
| |
| |

stroy the baddies and collect such
goodies as keys, coins, energy
pods, and weapons. The coins,ina
very amusing segment, allow you
to purchase supplies.

[n addition to the main view of
the action, the screen shows a map
view. It helps to have a friend who
can read the map and guide you
through the maze, so you can
concentrate on fighting. Thescreen
also has a status window that
shows what supplies and equip-
ment you possess, and how much
energy you have left. Meanwhile,
the main view shows the action
from behind and a bit above your
character. Xybots takes a novel
approach to this: You can rotate
your view 90 degrees left or right
by twisting the joystick. This lends
athree-dimensional, you-are-there
quality to the game.

After you've cleared all oppo-
nents from a level, you receive a
bonus — plus another bonus if
you're the first player in a two-
person game to exit the level. You
then ride a lift down to an options
panel which allows you to pur-
chase supplies. You can buy extra
speed, extra armor, faster shots,
more efficient energy consump-
tion, mappers, and guardian loca-
tors. In a two-player game, you
can even give some coins to your
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ARCADE
ACTION

buddy! And the first character to
reachthe options panel yawns, idly
flips a coin, and twirls his blaster
while waiting for his friend to catch
up.

A useful technique in Xybots is
to “zap” an opponent, which
temporarily freezes ‘em in their
tracks. This costs you energy, of
course. Throughout Xybots, keep a
careful eye on your energy level
and listen for the throbbing noise
that indicates you're about to buy
the terra-farm.

As usual, each time you move
to the next level, the action gets
faster and more furious, as your
opponents get tougher and more
numerous. After successfully
fighting your way through about
25 levels, you must confront the
Master Xybot. This is a bit differ-
ent from therest of the game. There
is no maze — you stand on a plat-
form, face to face with the
enormous Master Xybot.

The graphics and sound in
Xybots are indeed stunning. To-
gether, these effects create an
environment that bristles with
danger.

Vindicarors:
Tanks of the Future

Vindicatorsisa futuristictank game
with a three-quarters overhead
view of the action. The object is to
fight your way through a series of

GAME PLAYER'S
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'I In Vindicators, you control an SR-88
Strategic Battle Tank whilebattling
invading forces from the evil Tan-
gent Empire.

space stations, destroying every-
thing you can. Along the way, you
collect fuel and stars which can be
redeemed for extra shields, more
effective firepower, and perform-
ance upgrades for your vehicle.
The controls are reminiscent
of those in an older tank game,
Battle Zone. There are two tread-
control handles with triggers, so
you can rotate the turret and fire
your weapons. After you've de-
stroyed a space station, you warp
through space to the station in the
next sector. There’s also a contest

39

2 If you can fight your way to this

Bonus Room in Vindicators, you
can pick up extra fuel and stars.

zone later in the game which, at
one time, allowed you to compete
for a Vindicators t-shirt. (The offer
has expired.)

As with Xybots, the stereo

sound and attractive graphics,

combined with good playability
(the game is neither too hard nor
too easy), make you want to keep
playing Vindicators long after
you've expended your arcade
budget.

SP
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t's official! Sega will be bring-
ing out its long-rumored 16-
bit home videogame machine
this year. Delivery to stores

detailed color graphics, true stereo
sound, more realistic voice syn-
thesis, and faster, smoother action.
In fact, Sega’s Mega Drive uses the

will begin near Christmas, though
quantities are expected to be ex-
tremely limited at first. The name
of the machine has not yet been de-
cided (it’s called the Mega Drive in
Japan, where it has been available
since November 1988), and the US
price should be less than $200.

[s this something to get excited
about? You bet! The Mega Drive
can do things that Americans have
never before seen in a home video-
game machine. Thanks to a power-
ful 16-bit microprocessor chip —
its computer “brain” — the Mega

0 HI —SUURE 20000
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Drive has graphics, sound, and
gameplay exceeded only by arcade
machines and the best personal
computers.

New Technology

Today’s home videogame ma-
chines — such as the Sega Master
System, Nintendo Entertainment
System, and Atari 2600/7800 sys-
tems — all use 8-bit microproces-
sor chips. These microchips, de-
signed in the late 1970s and early
1980s, were powerful in their day.

GAME PLAYER'S

New 16-BIT
Game Machine

Coming Soon

They give us decent graphics and
good sound. But their relatively
limited processing power some-
times results in noticeable screen
flicker, choppy scrolling, poor
voice synthesis, and other weak-
nesses.

The 16-bit chips found in the
new generation of videogame
machines are much more power-
ful. They will offer us 1ncred1bly

-I Altered Beast is a stunnmg transla-
tion of the smash-hlt Sega arcade

game. 2

2 If you can &efeat the Albmc Dogs .
in AItergd Be::st, you'll gam powe:r _

.....

| i a secand power—upii:
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same microchip (known as the
Motorola 68000) found in some of
today’s most powerful personal
computers, such as the Macintosh
and Amiga.

The audio, for example, has
been vastly improved. Instead of
simple mono sound, the Mega
Drive has ten-channel sound in
stereo. (You can hook it up to a
stereo TV or sound system.) The
fidelity of the sound now makes
voice synthesis much more realis-
tic. The voice in Super Space Har-
rier, for example, is truly outstand-

.-. = il 2 - 3 .-

B o2 s g o L T TS T TG TS T TR TR T T T s Sl g o

ing — just like the arcade version!
The voice in the 8-bit version of
Space Harrier seems almost garbled
by comparison.

As for graphics, expect noth-
ing but the best. The Mega Drive
can display up to 64 colors on the
screen at once, and game design-
ers can choose these 64 colors from
a total of 512 possible colors.
Screens can scroll both horizon-
tally and vertically at the same time
— true diagonal scrolling! And
screen flicker is virtually nonexist-
ent.
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Fascinating
Options

Several optional accessories for the
Mega Drive are already in the
works. First will be a device that
permits the Mega Drive to play

S |
| )
ool pevae
e i

Copuyrioht 1989 Parker Brothers

today’s 8-bit Sega Master System
game cartridges. (When playing
the older cartridges, however, the
graphics and sound will be identi-
cal to what you get on the older
Master System.)

Another interesting accessory
will be a modem, a device that
connects the Mega Drive to an
ordinary home telephoneline. This
will allow you to play games
against other Mega Drive owners
over the phone! Imagine playing a
two-player game with a friend
across town. And unlessit’salong-
distance call, it won’t add a penny
to the phone bill. Some of the new
16-bit games for the Mega Drive
will have special two-player
modes especially designed for tele-
phone play.

Beyond this, almost anything
is possible. For instance, Sega
might sell keyboards and ‘disk

GAME PLAYER'S

3

drives that will transform the 16-
bit game machine into a full-
fledged 16-bit home computer.
Another possibility — already a
reality in Japan —is a special type
of compact disc player that con-
nects to the Mega Drive. Called a
CD-ROM, it plays special compact
discs that contain videogames
instead of music. Because there is
so much more storage space on a
compact disc than on a cartridge,
these new games are fantastically
detailed and exciting.

Sega isn’t the only company
that’s bringing out a 16-bit home
videogame machine, of course.
NEC has a 16-bit machine called
the PC Engine that’s already avail-
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able in Japan and Europe. Nin-
tendo, asalways, isanother strong
contender, and Atari is rumored
to have a 16-bit game machine
waiting in the wings.

New 8-Bit Gcmes

Meanwhile, Sega is continuing to
release new games for the 8-bit
Sega Master Systems. All are
scheduled to hit the stores over
the next few months.

The biggest news, naturally,
is the home version of Altered
Beast. Adapting this arcade block-
buster with its amazing graphics
to the Sega Master System wasn'’t

easy, but the results are impres-
sive. It’s sure to be the Sega hit of
the summer.

Altered Beast is an unusual
videogame because your charac-
ter is already dead when the game
starts. You play a Roman Centu-
rion who died with honorin battle.
But your valor did not go unno-
ticed by the Roman gods. They
have summoned you from the
grave foradangerous mission: You
must rescue Athena, the daughter
of Zeus, who has been kidnapped
by Neff, the Lord of the Under-
world.

In the home version of Altered
Beast (a full two-megabit car-
tridge), thereare fourlevels of play.
A third of the way through each
level, a white wolf appears. If you
destroy the wolf, you'll turn into a
superman with bulging muscles.
Later you'll find a second white
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California Games is another  Wonder Boy in Monster Land. The
translation from an extremely latest version picks up where the
popular computer game, thistime  last one left off. (You did find and
from Epyx. You participate in an  defeat both dragons in Monster
“Olympics” of popular California  Land, didn’t you?) In Wonder Boy 3,
sports, such as skateboarding, youstartinthelabyrinth and must
BMX bike racing, surfing, and make your way back out, fighting
rollerskating. As in King’s Quest, = a mechanical dragon in the proc-
much attention has been paid to  ess. Thistwo-megabit cartridge will
preserving the look and feel of the =~ probably bean evenbigger hit than

ok : original version. its predecessor. P
wolf. Destroying it turns you into Vigilanteis a new title aimed at
the fearsome Altered Beast —the  {he younger set. It’s a martial-arts =
only wa defeat the b s .- amﬁ\ =1
y way you can deieat the DOSS  game similar to the arcade favor- fd I a2 -ﬂI a .
at the end of each level. At the  jte Double Dragon, but the moves == - _ 2

game’s conclusion, youmustcon-  are less complex and are more
front the evil Neff himself, who is easily mastered by younger kids.
disguised as a rhino man. If you  Watch for it this summer.

win, the goddess Athena is yours Finally, there’s Wonder Boy 3:

for eternity. The Dragon’s Trap, the sequel to
Three more interesting games

coming soonare King’'s Quest, Cali-
fornia Games, and Vigilante. King's

Quest was adapted by Parker
Brothers from the enormously
popular series of computer games
by Sierra On-Line. In this graphics
adventure, you play the role of a
knight on a heroic mission for king
and country. The graphics are
remarkably true to the original
computer version.
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ith the recent releases
of Pete Rose Baseball
and Title Match Pro
Wrestling, Absolute

Entertainment now has a lineup of
Atari 7800 games that is without a
doubt among the best available
for any game system.

Pete Rose Baseball was con-
verted to the 7800 from the popu-
lar personal computer version.
Normally, one might expect quite
a few compromises when a game
is converted from a computer
version to a game machine. The
programmers at Absolute, how-
ever, have accomplished miracles.

Despite a few minor changes,
everythingis there: multiple views
of the playing field, a closeup of
the all-important pitcher-batter
screen, and even a window that
shows the base runners.

When you're playing the
pitcher, you can throw a fast ball,
sinker, curve ball, change-up, or a
deadly screwball. You can throw
inside, outside, or straight down
the middle, and even control the
velocity of the pitch. If you're the
batter, you have an equal amount
of control. You canaim your swing
high, low, or in the middle, and
move your man to handle inside
and outside pitches.

With six different views and
easy-to-learn controls, Pete Rose
Baseball is more than just another
baseball game — it’s a baseball
simulation. It’s easily the best 7800
baseball game on the market.

Or if you prefer professional

GAME PLAYER'S

TWO NEW
SPORIS

wrestling, Title Match Pro Wres-
tling is a must-have title. You can
compete in either man-to-man or
tag-team matches and perform all
the popular moves, such as the
power lift, back drop, airplane
spin, and bear hug. If you'rereally
feeling mean, climb atop the ropes
for a devastating rope dive onto
your opponent.

This game has almost every
play option imaginable. You can
play singles (against the 7800, or
against a friend); tag team (you
and a friend against the 7800, or
youand a friend against each other,
with each of you controlling a
team); or you alone against the
7800. With its wide variety of
movesand play options, Title Match
Pro Wrestling will have you pinned
to the screen for hours.

SP
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he Amiga was originally
conceived in the early 1980s
not as a personal computer,
but as the ultimate home

videogame machine. When the
first videogame boom went bust,
it was redesigned as a full-fledged
computer instead. No matter how
businesslike the Amiga becomes,
however, it will always remain a
great game machine at heart.

For some time after the Amiga
was introduced in late 1985, most
major game publishers held back,
waiting to see if the computer
would catch on. While they were
waiting, word spread among game
designers that the Amiga was the
hot machine to develop on. Now,
with almost a million Amigas sold
worldwide, there is little doubt
that the Amiga is for real. One
result has been a flood of game
software from major companies.

For example, Mindscape re-
cently released a half-dozen new
titles for the Amiga. Three of these
are adaptations of popular Sega
arcade games: Out Run, Space Har-
rier, and Alien Syndrome.

Although Out Run has been

GAME PLAYER'S

AMIGA

PLAYERS
S

SEGA’S HITS
COME HOME

- Sheldon Leemon
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around for years, it remains one of
the hottest games in the arcades. It
was the first road-race game so
realistic that players instinctively
ducked to avoid obstacles rushing
toward them on the screen. Amiga
fans were so sure that their version
would be exactly like the arcade
version that some were disap-
pointed by this recent release. But
then, it’s hard tosee how any home
version could match Sega’s sit-
down simulator, which tilts the
whole machine left or right when
you take a curve.

Even if the Amiga version
doesn’t toss you around in your
seat, it still does a respectable job
of matching the original graphics
and game play. The stereo music
is outstanding (you even get a
choice of tunes), although I found
I had to turn down the volume to
concentrate on my driving. The

joystick control isn’t quite as real-

istic as a genuine steering wheel,
butitbeats using the mouse, which
is like trying to steer with a bar of
soap. Out Run’s 15 different
courses provide a lot high-speed
driving enjoyment.

The second game of the Sega
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trio, Space Harrier, has nothing to
do with those boring Harrier jump-
jet simulators that seem to be eve-
rywhere these days. (There are
probably more of those games than
the actual jets.) Instead, Space Har-
rier is a space shoot-em-up with a
3-D twist. As you move up, down,
right, and left, you also move for-
ward, avoiding obstacles in the air
and on the ground, while fighting
formation-flying baddies. Dodg-
ing trees, poles, and rock-solid
clouds is a big part of this game,
but there’s plenty of shooting as
well. (An auto-fire joystick really
saves wear and tear on the trigger
finger for this one.) Sure, it's a
mindless game, but it tests a whole
different set of reflexes than most
other shoot-em-ups. |

The final Sega release from

GAME PLAYER'S

Mindscape is my favorite, Alien
Syndrome. It’s a cross between Ikari
Warriors and Gauntlet, and the
graphics and sound are as good as
anything I've experienced at the
arcades. You wander around a
maze, picking up hostages and
shooting at pulsating jellybean
creatures. Finding all of the hos-
tages is difficult — some are in
hidden passages, and you’ve got
to avoid surprise traps — but even
when you succeed, you still can’t
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finish the level until you’ve killed
the Super Alien guarding the exit.
Although Alien Syndrome requires
a fair amount of shooting, you're
generally better off out-running the
bad guys when you can. (The old
trick of moving diagonally helps a
lot.)

As a one-player game, Alien
Syndromeisterrific. Asatwo-player
game, it’s even better. Both play-
ers are on-screen at once, which
means one player can rescue hos-
tages while the other provides
covering fire.

Notevery game Mindscape has
released for the Amiga is a treas-
ure, however. Beware of Willow,
which manages to be even worse
than the movie on whichitisbased.
Each game segment loads pain-
fully slowly, loudly grinding the
disk drive in the process. After a
long wait, you are rewarded with
crude graphics, a beep-boop
soundtrack that’s straight from the
IBM PC version, and strangely
unresponsive joystick controls.
Willow is one of the most irritating
games I can think of, but fortu-
nately it’s an exception among an
otherwise outstanding lineup.
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his month, let’s examine a
pair of games that are
similar in several respects.
In both, you play the role

of a resourceful hero, fighting
against a series of deadly monsters
in order to complete a quest. The
game play is remarkably straight-
forward. They represent the kind
of game Commodore players have
come to expect: easy to play, yet
difficult to complete. If a game like
this is well done, you keep pulling
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it off the shelf for play after play.
Yet, these two games also have
some intriguing differences,
largely in the flexibility of your on-
screen character and in the way
you go about achieving your goal.

Barbarian

In Barbarian, from Melbourne
House, you play the role of Hegor
the dragon slayer. Your goal is to
avenge your father’s death by
destroying the evil Necron. This
sketchy story line is hardly neces-
sary, however, because the game
gives you no real choice about how
to find your way through Necron’'s
underground world of Durgan.
You follow the screens, pretty

GAME PLAYER'S

COMMODORE

PLAYERS

TWO QUESTS,
TWO

APPROACHES

Neil Randall
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Barbarian: The first foe of the
quest. The cursor waits on the
sword icon.

Hegor leaps out of the way of a
falling boulder.

Hegor must avoid thrown ob-
jects as well as hnst:lle creatures.

Hegor runs to get down the lad-
der before the monster can reach

him.
Needing to retrieve the bow near

the wall, Hegor leaps over a
chasm in the path.
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much in sequence, and defeat
whatever creatures you find.

The graphics are very good,
though perhaps a bit sparse.
Hegor’s animation is nicely
handled (especially his jumping),
and there’s a surprising amount of
detail in objects like hisbow. When
you destroy a monster, the crea-
ture evaporates, and a ghostly skull
floats off the top of the screen.

The game controls take awhile
to get used to, and you should
expect to lose your first few games
for this reason. Fifteen icons line
the bottom of the screen (nine on
the main screen, six on the secon-
dary), and they give you control
over all of Hegor’s actions. The
trick is to move the cursor to the
right icon at the right instant.
Sometimes, for example, you must
click on the Run icon, then imme-
diately move to the Jump icon and
press the fire button. If you make a
mistake, Hegor loses one of his
four lives. Initially frustrating,
these controls eventually become
fairly easy to use.

If the controls in Barbarian are
giving you trouble, here are a few
hints. First, get into the habit of
keeping the cursor on the Attack
icon, and press it as soon as you
move to a new screen. Second,
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practice issuing one command
and then readying yourself for
the next. On several screens, for
example, Hegor must descend a
ladder and then turn to face an
oncoming attacker. To do this,
make Hegor run in the direction
of the ladder, then click the Down
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iconwhilehe’s running. Whenhe’s
on the ladder, select the appropri-
ate direction icon so that Hegor
will face the creature when he
reaches the bottom of the ladder.
Then, while he’s still descending,
move the cursor to the Attack icon
and get ready to press the button
again.

When Hegor loses his fourth
life, the game ends and displays a
screen that tells you what percent-
age of Barbarian you’ve completed.
It’s simple information, but
enough to tempt you to try again.
After a couple of games, you'll
easily complete 50 percent of the
quest. Getting past 75 percent is
much moredifficult, however,and
finding your way past the 88 per-
cent mark is a true challenge.

As with most action games,
the trick to mastering Barbarian is
to play it again and again. Memo-
rize where the boulders fall and
where the monstersappearoneach

GAME PLAYER'S

COMMODORE

PLAYERS
.

screen, because it’s the same for
every game. If you can find the
second bow and then the shield,
you should be well on your way to
finishing Barbarian. Getting there
isn’t easy, but it’s definitely all the
fun.

Project Firestart

Designed by the same team that
created the popular Arcticfox,
Skyfox II, and Caveman Ugh-lym-
pics, Electronic Arts’ Project Fires-
tart matches the graphicexcellence
of those games. Its cinematic ap-
proach includes a musical score
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is a ine of four arrows.

these ladderways.

Hegor prepares his bow.

Hegor destroy it.
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shield waits on the other side.
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Hegnr mustmove qulckly thruugh

A dragon! Only an arrow wﬂl help

Anidol, which Hegor must pass A"l_

that effectively builds to a tense
climax. The game controls are ex-
tremely simple, with a few keys
augmenting the joystick and fire
button.

Unlike Barbarian, the more
detailed story line of Project Fires-
tart is rooted in science fiction, not
fantasy. The research ship Prom-
etheus is in orbit around the Satur-
nian moon Titan. It is staffed by
scientists who create creatures to
work the mines on nearby aster-
oids. Several crew members are
hibernating in the cryogenic area
of the ship, awaiting their tour of
duty. But the Prometheus has re-
cently grown silent, and your job
is to find out why.

What you find out, when you
board the ship and access the
computer, isthat the creatureshave
gone out of control and havekilled
the entire crew. You have to get
past these monsters to save the
surviving crew members in the
cryogenic area, and then you must
escape the ship while carrying the
science log.

Project Firestart is easy to play.
All you do is move your character
across the screen until hereaches a
door, then push the joystick in the
direction of the door to move
through. Sometimes the program
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asks if you want to open the door
(and afterward, if you want to close
it). To say yes, you push the fire
button; to say no, you move your
character. When you reach the
ship’s computer, you access it by
simply pressing the firebuttonand
selecting actions from a menu. To
fire your laser, you just point and

|

QI

=

4

-
M
—
| ——

PAXRNNRNNDDINDDGD 22222

shoot. You can change weapons
by pressing C on the keyboard,
and you can save and load games
on disk by pressing D. Basically,
that's it.

It's far more difficult, however,
to complete your assignment.
Unlike Barbarian, you don’t pro-
ceed from screen to screen iIn a
linear manner. Instead, your char-
acter is more or less free to move
about the Prometheus at will. But
the Prometheus is a large ship, and
you don’t have time to explore it
all. Keeping your mission in mind
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is vital. You’ll spend most of your
time collecting access cards from
your fallen comrades, finding
various objects, piecing together
information, and avoiding crea-
tures.

Project Firestart’s graphics are
excellent. They are also, well,
graphic, as one look at the back of
theboxreveals. Depending on your
point of view, these detailed graph-
ics either add to or detract from the
overall high quality of the prod-
uct. Certainly the violence is much
less graphic than what you can see
in a slash-the-teenager movie, but
it's still more than we’re accus-
tomed to seeing in a computer
game.

2222220000202 222 32333 40:40: 48

Access Computer?

Interestingly, though, the
monstersdon’tbleed whenthey’re
killed. Only the people do. In that
sense, Project Firestart offers an
interesting perspective. The mon-
sters, remember, were created by
science; they’re not human oreven
natural. Project Firestart downplays
their deaths, but emphasizes the
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Red Alert!! Red Alert!! Creatures
from Firestart labs have broken out
of containment. All personnel man

B your statioens. This is not a drill,

Prev:ous

horror of the deaths of your com-
rades.

Which game is better? It
depends on which kind of quest
you prefer. Barbarian may appeal
to those who like working their
way through multiple screens in a
linear manner, moving toward a
clear, attainable objective. Project
Firestart may interest those who

10: 44: 089
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Paused...

enjoy more flexible movement, a
more detailed story line, and a

mystery.

Barbarian: Melbourne House, Mas-
tertronic International, 711 West
17th Street, Costa Mesa, CA 92627.
Also available for IBM PC, Tandy,
and compatibles; Apple IIGS ver-
sionscheduled forreleaselater this
year. Project Firestart: Electronic
Arts, 1820 Gateway Drive, San
Mateo, CA 94404.
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he Macintosh seems to at-
tract a variety of entertain-
ment programs that chal-
lenge the mind in ways
both intriguing and quite
special. Two such innovative Mac
games are Sim City from Maxis
and The Fool’s Errand from Miles
Computing, both of which are also
scheduled to be available in ver-
sions for the PC later this year.
The Fool’s Errand, subtitled A
Fantasy Puzzle, is a tour de force for
puzzle addicts. There are dozens
and dozens of picture puzzles,
word puzzles, mazes, brain teas-
ers—justaboutany kind of puzzle
you'd want to unravel is here.
Adding to the fun is that all of the
puzzles are part of a larger puzzle:
a fantasy quest you must solve.
You assist the Fool as he tries to
find 14 treasures that have been
lost somewhere in the Land. Todo
this,the Fool must restore the Sun’s
Map he carries with him. But the
Map is incomplete and scrambled,
and you'llhavetosolvethe puzzles
to help the Fool unscramble it.
The puzzles are graphically
rich, the action is self-paced and
flexible, and the variety 1s capti-
vating. Don’t expect to solve your
way through this succession of co-
nundrums right away.
Equally unique and fascinat-
ing is Sim City, a simulation that
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Solve Puzzles,
Build Cities

Selby Bateman

You’ll have to learn some new

'I Eatterns to win the Wheel of
r;une game in The Fool’s Er-
ran

In Sim C:%always be ready for
disaster. There’s one around al-
most every corner.

he Hheel of Fortune
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gives you the opportunity to flex
your organizational muscles by
running a village, a city, or a me-
tropolis — any urban area up to a
giant megalopolis. You decide eve-
rything, from residential, commer-
cial, and industrial zoning to how
many police and fire stations you'll
have. You hook up power plants,
lay out streets and highways, and
decide where to place airports (if
you can afford one).

~ If that sounds about as much
fun as being an air traffic control-
ler, think again. The designers at
Maxis have created an enchanting
micro-world that you'll likely re-
turn to over and over.

Once you begin building and
operating your village or city, Sims
— simulated people — start mov-
ing in. They construct houses,
condos, churches, and other build-
ings. They go to work in the facto-
ries and shops. They drive on the
roads and highways.

Do your work right and you'll
have a happy city of Sims. But if
you let crime get out of hand, push
taxes too high, or allow the quality
of life to deteriorate, then you'll
find your Sims leaving for greener
pastures.

To make matters more chal-
lenging, there are natural disasters
such as floods, fires, and earth-
quakes. There are also eight prede-
fined scenarios you can try, from
Boston during a nuclear power
plant meltdown to Tokyo after a
rampage by Godzilla.

Sim City is an excellent simula-
tion that’s as entertaining as it 1s
challenging.
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EGA Trek For PC

The original Star Trek TV series has
inspired public domain computer
games since the days of huge
mainframe computers in the 1960s.

Infact, Star Trek games wereamong,

the earliest computer games ever
written. Since then, thousands of
computer users have frittered
away untold man-years of time
playing Star Trek on everything
from Timex Sinclair ZX-81s to
high-powered Cray supercomput-
ers.

One of the latest incarnations
— Nels Anderson’s EGA Trek for
IBM PCs, Tandys, and compatibles
— closely follows its antecedents.
It seems that war has broken out
between the United Federation of
Planets and the Klingon Empire.

As a result, a decidedly un-
friendly Klingon invasion fleet has
entered Federation territory. A
large number of Klingon cruisers,
a few command vessels, and a
Klingon starbase have been ob-
served. Not wanting to be left
completely out of the fun, one or
two Romulan vessels have also
joined thehostilities, although their
presence is rather limited.

GAME PLAYER'S

TwoO
Simulations
For PC And

“Amiga
_Arlan R. Levitan

As captain of the starship En-
terprise, you must clear Federation
territory of all belligerent forces.
You can locate enemy forces with
the Enterprise’s long- and short-
range scanners, and you do battle
with phasers and photon torpe-
does. The effectiveness of these
weapons depends on such factors
as range and whether your defen-
sive shields are up.

The Enterprise starts out with a
supply of energy that provides
power for navigation, weapons,
and other equipment. During lulls
in the action, you can replenish the
starship by docking at friendly
starbases. The starbases can also
repair damage sustained in com-
bat.

EGA Trek greatly improves
upon the original Star Trek games
by adding beautiful color graph-
ics and a couple of new twists. You
can save a game in progress and
resume it later, and you can enter
frequently used commands by
simply pressing a function key.
The disk-based documentation is
excellent, and help is also avail-
able within the game.

EGA Trek is an excellent strat-
egy game with a leisurely pace
that can be a refreshing respite
from a steady diet of arcade shoot-
em-ups. It is distributed as share-
ware, and the author requests a
$10 donation. (Send contributions
toNels Anderson, 92 Bishop Drive,
Framingham, MA 01701.) If you
can’t find EGA Trek on a local BBS,
you canorder it from PC-SIG, 1030-
D East Duane Avenue, Sunnyvale,
CA 94086.
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Mefro For Amiga

In Metro, Amiga users can assume
the role of a city planner. Using
limited funds, you must construct
a mass-transit subway system
capable of meeting the needs of
your city. If you build wisely, your
system will be a success. Poor
planning leads to disaster and fi-
nancial ruin.

The city is divided into 79 dis-
tricts, each rated for the following
characteristics: population, em-
ployment, jobs, roads, prosperity,
parking, riders, and busing. These
characteristics vary from game to
game, and change slightly during
each game to reflect demographic
shifts.

During each turn, you can start
orimprove your trainand buslines,
determine fares, add parking
spaces to lure traffic-weary com-
muters, and spend money on
advertising.

Building an effective transit
system which will remain profit-
able and serve the needs of the
populace is more difficult than it
first seems. Success at Metro re-
quires keeping close tabs on dis-
trict demographics. For instance,
districts with lots of available jobs
attract more riders, thereby mak-
ing heavier demands on your sys-
tem. A district’s prosperity also
affects mass transit usage, as well
as property values and building
costs. And don’t forget to allocate
money for train maintenance —
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peopleare more likely torideclean,
safe trains.

Metro makes good use of the
Amiga user interface, so it is much
easier to play than some other
simulations of this type. Reading

the instruction file on the disk is

must, especially since the game
requires you to install a custom
font (included) in the FONT:
directory. Metro’s graphics are
good, but the authors should have
livened things up by taking ad-
vantage of the Amiga’s outstand-
ing sound capabilities. Even with-
out sound, though, Metro is a
thoughtful economic simulation
that will challenge aspiring trans-
portation czars, both young and
old.

Metro is distributed as share-
ware. If you like the game, the
authors request a $10 donation.
Write to Mark A. Thomas and
David P.Townsend, 10017 Ren-
frew Road, Silver Spring, MD
20901.
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i A tthe end

of the original

Kruger after A Night-

| mare on Elm Street? |

| They came back for

i’ij_-?}fé.more andsohasthe

In Casﬂevan:a II o
'Stmon_ s Quest, the |
| evil vampire’s spirit
| liveson. Yourjobisto |
| collecthisseparated
| body parts — which |
| are scattered all
| over Transylvania —

| and then return to

| his castle, destroy |

| him, and save your-
| self. Here are some

| helpful hints and an

| exclusive maptoaid

| you in your hazara- || 8

| ;;-f_;_-;ous quest.

| Castlevania, you
| probably thought
| Dracula was de-
| stroyed in a duel to |
| thedeathwithSimon

| Belmont. Butdidyou
| write off Jasonatthe
| end of Friday the |
| 13th? Or Freddy
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INn the town of
Veros, you can
buy a chain whip
to replace your
weaker thorn
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Dracula’s
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Berkeley is the
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can obtain
Dracula’s rib.
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the s.;xall-you'll find the sacred flame, which can be used to defeaf the
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REREE B ERl Exchange your white crystal for a
1'0 LIKE TO SIS blue one in the town of Aljiba.
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CRYSTAL FOR merchant. There is an old man in
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~ the water's edge If
~you're holding a blue
crystal and asilver
. knife, a passageway T m——"—0
- under the water will 52
appear. Follow this
path to the bottom of the lake and
beyond to the Rover Mansion.

the first room of Rover
Mansion — there’s nofthing
of value here. Keep going
straight, throwing holy water
each time you come 1o
what appears to be a dead
end. Eventually you ‘Il find
Dracula’s heart.
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You can pick up clues
from the townspeople
you meet. The B bu
to prompts a clue when
you meet a villager, but

on

beware of false informas-
tion! Not everything you
will be told is true.
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Berkeley Mansion.
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go right... ' ' | | |

When you get to
Dead River, show
the ferrymcm either
Dracula’s eye or his rib.
He will fake you to the
town of Aldora.
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After passing through the
Southern Woods, you'll walk
through another graveyard.
Again, leave garlic, and @
stranger will appear. This one gives you a silk bag
IN which you can carry your medicinal herbs.
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On your second trip
across the Dead River,
show Dracula’s heart to
the ferryman to get to
Brahm’'s Mansion. Here
vou'll battle the Grim
Reaper. Defeat him and
get the golden knife, a
weapon you'll need in the
duel with Dracula.
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All you can do at the Wasteland
is greet the visitor, grab the
diamond, and get out.
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Go through Aldora and
two other fowns to get to Jam Wasteland,
the most crucial point in the game. Go to
Deborah Cliff and kneel while holding the
red crystal and the silver knife.
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Once safely across the marsh,
enter Laruba Mansion to clash
with Vampira. Her tears are

made of fire, so be careful! Be
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back across the Dead
River and return to the

Southern Woods.
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patient and whip her several times. Once defeated,
she will relinquish the vital cross.
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Use holy water often. It
can disintegrate walls and
floors to revedl clues,
secret passages, and
weapons, Be creative
when looking for clues.

.
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Storigoy to enter the
tfown of Andole.
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while holding the red
crystal. A twister will
carry you away.
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= Aﬁer ’rouchlng down r::’r Bodley Mc:nsmn you'll want to collect Walk left, kneel GT ’rhe lake’s edge with your
- the next body part  red crystal, r..::nd descend the Uaa Path.
U and move on.

T BT

The vile vampire
has been
vanquished.

SR

As soon as Dracuta
releases you from the
trance, begin hurling
the golden knife

at him.

Garlic wards off
I’LL GIVE some monsters
YOU A SILK and summons
strangers who
have gifts for you.
Leave It In
graveyards and
at cliffs.
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After exploring the village, walk through the Bordia Mountains and over the North These steps lead you
Bridge. Next, walk through Dora Woods, across a small swamp and down the intfo the Town of the
steps. Other World,
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Af’rer crossing the marsh, you'll come 1o where Vampira . .. gather clues and
Laruba Mansion, awaits. Kill her body parts, and
cRd ., walk past Bodley to

the next town.

COSTS:

RN A N Thomwhilb e ., 100
T L — White envsiai o0l ol
f cume o | {3dCT Holv water ... 50
T — Garlic (2 pieces) .............50
was) HHEL ettt Laurels (2 pieces) ............50
CHAINEWHD o .. 180
MORING SIAE. & vl .. 200

Delcsicite o 000.80

Keep Dracula’s eyeball out, It will
help you uncover clues.

Use Dracula’s rib as a shield against
attack and as a life preserver in the
POISONOUS SWAMPS.
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You are almost there. . .. before crossing The bridge leads you o
Go fo Vrad Graveyard the West Bridge. your final confrontation
on the right . . . | inside Dracula’s Castle.
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E

get the game started, you'll need to pass an F
aircraft identification quiz. I(eep the manual nearby - ]E. . Falcon
for this one. A wrong answer sends you back to the F/

_ rnreligencs

-140 Tomcat f"ﬁ'-."":.]
-15C Eaqle MiG-25 Foxbat

I TImng

Z A-12 Hornet
training flights. AN-2EB Harrier
EF-111A Raven
-"--EE Intruder
=1 hunderbolt 't_t'_f_' / F!ﬂﬁkf-l
ber Tu-26 Backtirs
Entru II-76 Mainstay

GEd & - 5 N LFsasEs S s

Fishbed

MIG-23 Flogger
MiIG-22 Fulcrum
MiG-31 Foxhound
Su-24 Fencer
'H‘“Il‘_']}-." u' Fﬁ[ ger

The Intelligence Briefing is ve Mportant Here
you learn about enemy radar, SAM (surface-to-air
missile) locations, air base I{:rcatmns and mission
objectives. Here we see radar coverage for part of
central Europe.

missions over one > of four real-world hot spots: Libya, the Persian Gulf, the North Cape of Europe, and' =
Central Europe You take off from real airports or bases and strike real targets. Whether you're racing over
the dark waters of the Persian Gulf to attack oil facilities on Iran’s Kharg Island, or trying to drop a CBU-
72 cluster bomb onto the Soviet submarine pens at Severomorsk, F-19 Stealth F 1ghtar wﬂl get your heart .
pounding unlike any other flight game. -
Another factor contributing to F-19's realism is the game’s emphasis on completlng the mission. The
missions are not easy, and they frequently call for astute thinking. Often, for example, it is wiser to sneak
past a gmup  of patrollmg MIG ﬁghters thanitis to attack them. You must learn to think like a stealth flghter o

"F LR '

Prunaxg Mission accomplished as an
5D Maverick missile takes out a
major bridge near Berlin. Half of the span

AGM

cnlfapses under the impact.

GAME PLAYER'S

Straflng ground targetsisanexcellent way Hint #2: When you’re three kilometers
to pick up extra points. Hint #1: When five from the ground target, start to dive. If
kilometers from the target, get lined up our speed exceeds 300 knnts, use the air
and climb to about 800 feet. grake Aim your shots so they start to hit

65

just in front of the target.
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Hint #3: Continue firing and “walk” your shells to  [Fea=s
R T TTTe——

the target. You may even get lucky and hit more =t
than one target, as happened here. (Note the missile |y
launcher in flames in the lower-right corner of the B
screen.) [k
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When making a photo run, it’s more important to
keep the target centered in the righthand display

than it is to center the crosshair in the box on the

HUD.

sssabossslossel

pﬂot not an F-14 ]ack Whﬁ has a } ] ti | thetr
- view. To successfully complete these missions, you have to out-think as
dﬂn’t just hop into the cock

......

kpit with the target coordinates and take cﬁff S ey e s
A complete mtelhgence bneﬂng precedes each fhght in F-19 Steal fh If:ghfm Here you learn mt cmly
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Spinning windmills are a frequent si ht The missile’s-eye view lets you ride along The side view lets you watch as a Maver-
when zipping along “down in the wee as this Sidewinder closes in on an IL-76 ick missile is launched from the weapons
over Europe. Mainstay, whichisrolling hard in an effort bay.

to evade.
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The key to remaining invisible to radar is to fly low
and slow. The bar indicator in the middle of your
instrument panel shows your radar profile — the

lower, the better. At this low speed and altitude, the

gauge almost drops off the scale.

your slclﬂ ié#eLX ou ca_n even ch' ]
few landiﬁgs. A keybc
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0se ¢ .- 2 o Cra " optmn that will cerfmnly help you through those
ay helps with the more than 50 control selectlans., e

The Inverse-Tactical View keeps both you and
your target in sight from the target’s point of view.
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A MiG
how ef
cannon can be in a close fight.

ilot bails out after discovering
ective the F-19's 20mm Vulcan

can lead to em
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Every fighter pilot wants to be famous, but

not by making the cover of Pravda! Bailing

out over enem{; territory or close to shore
arrassing complications.

e =

ERMLE | .Y EN ©EEC IRl

Landing is a skill that must be developed
with practice. All of the runways are ori-
ented north-south, so you line up early on
a course of 000 or 180 degrees.

JUNE/JULY 1989



Carrier landings are never easy, but always
exciting! Fortunately, most of the missions have
land bases as your destination. But if there’s a
carrier in the area, you can land there if you
choose.

A safe landing gets you a thumbs-up!

~ the screen can be adjusted so that even those with relatively slow computers enjoy smooth screen
~ animation. (For best results, use an 80286- or 80386-based computer.) F-19 is the first flight simulator I've
- seen in which objects on the ground actually move. And you're not limited to just the cockpit view. Eleven
- different viewing options let you choose the most exciting angle you want. |
~ Super game play, impressive graphics, great maps and documentation, and nail-biting action all
~ combine to make F-19 Stealth Fighter one of the most entertaining games to come along in quite a while.

<SP

Col SCUZ SHEFFIELD londed safely and occomplished his
ormnary and secondory miss

The performance ratinQ for this mission wos 661
9 enemy aircraft were gho! down
7 enemy around inztaliations were desiroued

For dermonetrated sidl ond odhiesmant, 2nd LY. COOL HAND wos
promoted o The ronk of FIRST LIEUTENANT,

Fres=s Selaecior 1o conhirmee

Promotions follow when missions are  This Stealth pilot heads for the Officer’s Great missions always lead to great cele-
consistently accomplished. Club after a successful mission. Nine air- brations at the Officer’s Club.

craft and seven Emund installations de-

stroyed — not a bad day’s work.

68
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ot many

N B
B B people can
% a A\ | B | afford a real
I ARV B pinball ma-
B Y S B . .
|1 B\N § chine for their
| B \ B recroom, al-
@ Mw¢  thoughmany

who grew up
during the
pre-video-
game heyday
of that classic American amuse-
ment would dearly love to. But
now, if you have a Nintendo sys-
tem, you can at least own the next
best thing: a satisfying and addic-
tive pinball simulation. There are
several pinball games on the mar-
ket for Nintendo systems, but noth-
ing, [ promise you, is like Rollerball.

To begin with, the basic board
is huge — so tall it fills four verti-
cally scrolling screens with bump-
ers, gates, flippers, knock-down
targets, rollovers, and other
gizmos. Rollerball is truly a dream
pinball machine. Not only can you
rack up phenomenal scores, but —
with skill and a lot of luck — you
can also work your way back up
the board from the lowest level to
the top. Despite hours and hours
of play, and scores of 500,000 points
or better, I still haven’t figured out
all of the flashing, buzzing, whir-
ring, and clanging permutations
in Rollerball.

Rollerball also has a most inno-
vative “match play board” on
which two players can wage flip-
per-war, trying to wipe out each
other’s scores. You set the game
for 3,000 or 5,000 points, then try to
zap the other player down to zero
by lobbing the ball into the targets

GAME PLAYER'S

William R. Trotter
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3 r“:*:_'ﬂn__'_ =L = Bl

AR AT AN
on his side of the board. In this hot
and frenzied game, two balls are
in play simultaneously. It’s a nice
variation on the basic pinball idea.

Another attractive thing about
Rollerball — for adults —is that it’s
one of those rare Nintendo games
in which parents have a fighting
chance against their kids. Adults
over 40 who typically shot lots of
pinballin their younger days might
enjoy the novelty of challenging
the kids at their own Nintendo
system and actually winning for
once. Pinball, as any true aficio-
nado knows, does not require the
hand-eye coordination of a hyper-
active 15-year-old. The best pin-
ball players establish an almost
Zen-like rapport with the flow of
the ball and the whap! of the flip-
pers. Even though Rollerball isn’t
the real thing, it lets you do just
that. |

For accomplished or aspiring
pinball wizards, Rollerball is highly
recommended.
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B cre’s a sce-
out of today’s
headlines:
Terrorists
haveattacked
L. L. @ an embassy
B hostage an
unknown
e number of
high-ranking diplomats. In this
action-packed simulation, you
must take command of an elite six-
man squad, break into the em-
bassy, rescue all the hostages, kill
the terrorists, and beat the game’s
time limit. It's not easy, for each
successive mission is tougher than
the last and must be performed in
a shorter period of time.

You'll have to position snipers
at vantage points around the
embassy, while machine-gun fire
from the terrorists kicks up con-
crete around the feet of anyone
who moves. After getting into
position, your men must rappel
from the roof and crash into the
embassy through an unguarded

Position your snipers at good vantage
points facing the embassy. Avoid terrorist
floodlights: Anyone caught in their beams
will instantly draw a hail of automatic fire.

REVIE

HOSTAGE

William R. Trotter

Version reviewed: IBM, Tandy, and
compatibles; 512K minimum mem-
ory; CGA, EGA, or Tandy graphics;

joystick optional. Also available for
the Amiga and Atari ST. Mindscape,
3444 Dundee Road, Northbrook, IL.

window. Once inside, the action
really gets tense. You stalk the
enemy from room to room, trying
not to harm the innocent victims
as you gun down their captors.
Hostage demands some prac-
tice, whichis why a nonlethal train-
ing mission is included in the

Asleader of the assault team, you must co-
ordinate and time the actions of each of
your men. This tactical map helps, but it
doesn’t show anything about the situation
inside the embassy.

program. For your men to survive,
they must learn to sprint, fall, and
roll while dodging enemy spot-
lights and bullets. You must also
master the joystick or keyboard
techniques for rappelling your
men down the side of a building
— and just like the real thing, it's a
lot trickier than it looks. Inside the
building, you need split-second
reflexes. You have to take out the
right targets without butchering
the people you're trying to save.

Hostage would seem a bit more
realistic if the assault team had
stun grenades or other diversion-
ary weapons — basically all you
can do is find the terrorists and
shoot them — but on the whole, it
does a good job of recreating a
familiar contemporary nightmare.
The on-screen figures move with
admirable realism, and although
the possible variations are quite
limited, the game’s difficulty level
should keep it challenging for
many hours of play.

[t’s easy for your sharpshooters to take out
figures who appear at the windows —but
how do you know they’re terrorists and
not hostages?

GAME PLAYER'S
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t's a rad-infested
world. It's a place
where a three-foot
plank on wheels is
the basic mode of
transportation,and
sweet-and-sour
burritos are consid-
ered health food.
It's a place where
you Skate or Die.

Now available in Nintendo
and PC-compatible versions, Skate
or Die has five events to tax your
ramp-riding talents in unique
ways. The events include down-
hill racing, pool jousting, high
jumping, the freestyle, and the
alley jam. The sooner you learn
how to finesse a footplant, rev a
rail slide, and arc an aerial, the
better your chances will be.

The downhill race requires
speed and agility on the board in a
solo race against the clock. The
more obstacles you clear — over,
under, through, or around — the
better your score.

The pool joust is a pool party
gone haywire. Offensively, your
goal is to punish your opponent
with a boffing stick. When weap-
S incN

i WY ri

| e
| EaE 130 1l | LR )3
LE )

Go from Rodney’s to any of the five events
for some serious ramp riding.

GAME PLAYER'S

REFIEW S
P

Brian Carroll

Version reviewed: Nintendo. Ultrq,
240 Gernry Street, Wood Dale, IL
60191. Also available for IBM PC,
Tandy, and compatibles (384K
minimum memory; CGA or EGA
graphics; joystick recommended);
Commodore 64; and Apple lIGS.
Electronic Arts, 1820 Gateway Drive,
San Mateo, CA 94404.

onless, scramble to stay alive. The
first jouster with three knock-
downs wins.

Freestyle is where you can
show your flair in the air. Each
competitor gets ten passes on the
ramp. It's skateboarding sans the
scars,soairitout. The harderstunts
reap higher scores.

GBI E

Skate over, under,around, oreven through
obstacles in the downhill race.

/1

To succeed in the high jump,
go fast. That’sall you need to know.
Because of its simplicity, this event
is probably the least appealing.

Finally, combine everything
you learned in the first four events
to be the first to the finish in the
alley jam. Try to smash tin cans,
garbage cans, and your opponent
without sacrificing speed. Race a
friend, an enemy, or Bionic Lester.

The PC version of Skate or Die
has fresh, clear graphics — far
superior to the Nintendo version.
However, the Nintendo game of-
fers greater maneuverability, both
in the air and on the concrete.
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The harder the stunt, the higher the score
in freestyle. Get airborne for 720s, ollies,
aerials, and tweaks.
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Two skaters square off in the pool joust,
but only one will survive.
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~ t's your first day

~ on the job as a
= new COPNET
~ (ComputerOper-

. ated Police Net-
. work) agent, and
. you're not sure if
' you're ready for
| your first assign-
| ment: investigat-
pnnsssamasssss ing the curious
death of a prominent scientist who
was working on a top-secret gov-
ernment project.

You quickly learn there’s more
to this case than meets the eye.
Important new technology is miss-
ing, a neo-Nazi group is organiz-
ing a worldwide protest against
COPNET, a KGB agent has been
murdered, and surveillance tapes
suggest there is a traitor in the
President’s inner circle.

You're beginning to uncover
the outlines of a mind-boggling
international plot when someone
code-named “the Falcon” breaks
into your private computer. He
informs you that he has set you up
to be framed for what may be the
espionage crime of the century.
Five minutes later, a Soviet diplo-

Conputer Operated Policing Metwork (COPNET) Version 1.8
e JUME 24, 199% |

COPNEY COMPMUNICATIONS

view a previous comunication.
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Find the password that unlocks UMBRA
— you may have to work beyond the law
— and you can break the case.

REVIEEWS

PRESUMED
GUILTY!

William R. Trotter

Version reviewed: IBM, Tandy, and
compatibles; 256K minimum mem-
ory; CGA, EGA, and Tandy graph-

ics. Also available for Commodore
64/128. Cosmi, 415 North Figueroa
Street, Wilmington, CA 90744.

mat appears on a news broadcast
and identifies you as a Russian
agent!

All this takes place, mind you,
in the first half-hour of play. Then
things really get tense. The Falcon
tries to crack your personal secu-
rity code while you desperately
try to ascertain his identity and the
details of the ever-widening con-
spiracy. Using CORNET’s vast

DEOXYRIEONUCLEIC ACID COMPRRISON
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DNA analysisis fairly tricky to master, but
it can be a most effective investigative

weapon.

data banks, you can gather dossi-
ers, photographic evidence, audio
transcripts, and pertinent news
items. Your goal is to assemble a
collage of evidence before the Fal-
con gets to you.

Thedesign team that produced
last year’s prize-winning game The
President is Missing has come up
with a real nail-biter in Presumed
Guilty!. There’s no problem ob-
taining clues — you'’ll be practi-
cally drowning in them — but
discerning the pattern behind the
clues will tax your deductive
powers to the limit. The plot is
global and intricate, and the game
can take truly diabolical turns as
the race between you and the Fal-
con gets tight.

The only flaw in this otherwise
superb game is a manual that is
poorly organized, murkily writ-
ten, does not tell you how to initi-
ate some basic investigative pro-
cedures, and in the crucial matter
of hard disk installation is down-
right misleading. Once you're past
these drawbacks, however, Pre-
sumed Guilty! will grab you by the
throat.
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WALTER - UNEMFLOYED

HEIGHT: 6'4""
MEIGHT: 195
BIRTH: 12/25/61: ZURICH, SVITZERLA

ONE OF SIX CHILDREM OF FREDERICK o
ILSE BLUNT, GALTER 15 COMSIDERED A
MALCONTENT AND AFTER DROPPING QUT
SCHOOL HAS SPENT MOST OF HIS TINE
ATTACKING UESTERN DEMOCRATIC INSTI
TIONS. HE IS IWVOLVED IN MUMEROUS
RADICAL RIGHT WING AGITATION AMD P
TEST PROVEMENTS INCLUDING THE MATIO!
SOCIALIST ALLIANCE AMD GERMAM LIBE
TION ORGANMIZATION. COMSIDERED A
POTENTIALLY DANGEROUS REVOLUTIOMARY
BLUNT HAS A LONG ARREST RECORD INM
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Whenever you encounter a new name,
obtain an updated dossier. Then follow
any lead, however subtle.

GAME PLAYER'S

72

JUNE/JULY 1989



he Adventures of
Lolois a delightful
puzzle-solving
game that’s abso-
lutely addictive.
The concept is
simple, but the
range of puzzles
you solve is com-
plex enough to
keep you moving

fromlevel toleveljusttosee what's
coming next.

The story of the game is that
Princess Lala has been kidnapped
by the Great Devil, and Prince Lolo
must save her. Lolo isnot a mighty
warrior, so he relies instead on his
intelligence and puzzle-solving
abilities to find and save Princess
Lala, whois held deep in the Great
Devil’s castle.

You help Lolo find his way
past a seemingly endless series of
obstaclesin each room of the castle.
On each level, Lolo must pick up
all of the Heart Framers on the
screen. When he grabs the last one,
a chest opens, and Lolo takes the
treasure that’s inside. This clears
the room and advances Lolo to the
next level.

Within the castle you’ll find
deserts, rocks, rivers, trees, and
other obstacles to move around,
over, and through. Most impor-
tantly, you have to figure out the
correct order in which to pick up
the Heart Framers. You must also
move boulders, find hammers, and
use magic eggs.

The castle is filled with a vari-
ety of cute (and sometimes deadly)
monsters, skulls, animals, and
other objects and characters. As

GAME PLAYER'S
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Selby Bateman

you move from level to level, you
discover new and different ways
to clear each room. When you
succeed in clearing a room, you
receive a password so you can quit
the game for awhile and resume
later at the same level. The chal-

lenge, however, is that you must
solve each room as you reach it, or
you'll stop advancing.

Overall, The Adventures of Lolo
is an enjoyable departure for a
Nintendo game, one that rewards
logical thinking, puzzle-solving,
and patience. Game players who
are seeking only fast and furious
action should look elsewhere. But
players — adults and youngsters
alike — who want a mental chal-
lenge that’s also a lot of fun will
find Lolo an adventure well worth
having.
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On level 1,4 (password BGBQ), move the
reen chests into this position, then zap

the skull on the right twice to get to the
hearts.

On level 2,2
(password
BKBL), push
the green
chests . to
these places
to protect
Lolo from
some nasty
lightning
bolts.

JUNE/JULY 1989



11 say it right up
front: Bethesda
Softwork’s Wayne
Gretzky Hockey is
| the most realistic
. sports simulation
ever designed for
a personal com-
puter.

That’s quite a
I claim, consider-
ing such outstanding competition
as Earl Weaver Baseball, Jordan vs.
Bird: One on One, and Bethesda’s
own Gridiron. But the evidence
bears out the claim. Wayne Gretzky
— like its real-life namesake—
must be considered “the great
one.”

Unfortunately, its excellence
may go unappreciated. Over the
past few years, I've had several
debates with an American friend
who claims you cannot understand
baseball unless you wanted to play
the game since well before you
were born. As a Canadian, I know
thesameis true of hockey. Toreally
understand a sport, you have to
understand the subtleties, and
hockey has a host of these. Wayne
Gretzky Hockey impressively cap-
tures almost all of them, but be-
cause hockey is nowhere near the
most popular sport in the US, this
accurate simulation could easily
go unnoticed.

Former Montreal goalie Ken
Dryden has written that, while
football is a game of possession,
hockey is a game of transition.
Winning requires a team to shift
instantaneously from defense to
offense and back again. Wayne
Gretzky simulates this transition
beautifully. Asthe coach, you must

GAME PLAYER'S

REVIEWS

Neil Randall

Versionreviewed: Amiga. Otherver-
sions planned for release this year:
IBM PC, Tandy, and compatibles;
Commodore 64/128; Atari ST;

Macintosh. Bethesda Softworks,
15235 Shady Grove Road, Suite 100,
Rockyville, MD 20850.

mix your plays (four are available)
to move effectively into your
opponent’s zone. Once there, you
must pass the puck often to set up
a good scoring opportunity. Butin
the meantime, you must watch the
puck constantly, because if the

1 GAME SLTUP MU b )
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§ serial printer |
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load saved game § select colors

CONTINIE

You can choose a computer or a human
opponent, and you can assign different
skill levels to each player.
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opposing team gets it, they can
break away before you can react.

Only two teams are available
on the game disk: the 1972 Mon-
treal Canadiens and the Boston
Bruins. Additional team disks are
coming, but until they arrive, you
can create your own teams. This
requires a good working knowl-
edge of the sport, though, and it
could be intimidating.

I could spend pages praising
Wayne Gretzky Hockey. It's not
perfect — [ can’t wait for the game
toallow full-season play,and more
teams will be an improvement —
but this is a truly great game.

Early in the game, a Montreal defenseman
prepares to pass the puck out of his own
zone. Notice the realistic skate marks cut-
ting into the ice. ’
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The timeout menu appears every time the
whistle blows. From here you can view the
stats, changelines, orreconfigure the game.
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eepintheEarth
= there’s a little
' robot named
Bomberman.
He leads a piti-
ful existence in
a bomb fac-
~ tory. But one
' day, hearing
i that robots
who can reach

the surface will become human,
he leaves the factory and tries to
escape his underground world.

The plot of Hudson Soft’s
Bomberman is pretty slim. The
game is slim, too, but that’s not
necessarily bad.

As Bomberman, you have to
blast your way through 50 rooms.
Each room has the same pattern of
concrete blocks, but bricks are
randomly stacked around the
blocks, hiding and impeding your
exit.

There’s a variety of enemy
characters you have to destroy,
each with a different trait. Ovapes
and Dorias can move through
bricks and concrete blocks. Min-
vos and Passes are speedy, and
they’ll chase you if you cross their
path. Valcoms, O’Neals,and Dahls
are fairly easy to blow up — cer-
tainly easier than Pontans, which
will actually hunt you down.

You're armed with bombs, but
at first you can place only one
bomb at a time. Fortunately, each
room contains an item hidden in a
brick. As you find the items, you
gain new abilities: You can place
more bombs at a time, walk
through walls, and use a detona-

GAME PLAYER'S

On the other hand, Bomberman
may be perfect for an inexperi-
enced Nintendo player. For ex-
ample, there’sa password forevery
room, so when you lose a game,
you never have to start over from
the beginning. However, the pass-
words are 20 letters long. Entering
these unusually long passwords
gets very boring and frustrating
after 10 or 12 games.

You can rack up enormous
scores in Bomberman, though. And
since the brick designs are ran-
dom, every time you play you get
a slightly different game. Bomber-
man may not be for advanced
gamers, but that doesn’t mean it
isn’t fun (and good practice) for
beginners.

PERSER R

Leslie Mizell

Versionreviewed: Nintendo. Hudson
Soft, 601 California Street, Suite 2004,

San Francisco, CA 94108.

tor to explode your bombs at will.

There are several drawbacks
to Bomberman. With only 50 room:s,
it is fairly easy to complete. And
since the basic arrangement (and
color) of the concrete blocks is

<SP

E

always the same, it becomes a little g ;!# ——
monotonous. H B =l
m R m s
bl T T
Srm Soims
I A a T S e e

e

e LT Bt s g g
Ao e l.
on

Uncover the
bonus items
or you won't
have enough
firepower to
finish the
ame. With
the item
~— seen here,
- you can set
P ombs and
— 1l detonate
# them when

—tt) yOU Want.

S

One item allows you to walk through bricks. Find it and clear out the
trapped enemies without releasing them into the rest of the room.
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B he designer’s
. | premise for TKO

S was simple: to

"~ break the mold of

.~ two-dimensional
| cartoony boxing
L simulations and
B put you, the

B player, inside the

e ring. TKO's first-

| person perspec-
tives, sunple mechamcs excellent
joystick control, and realistic-look-
ing boxers work together to create
an exciting simulation of a real
bout.

In TKO, you're eyeball-to-eye-
ball with a big, mean contender.
Clip him on the chin and his head
snaps back; pound him on the head
and his face turns black and blue;
smash him hard on the nose, and
he bleeds. Meanwhile, of course,
he’s trying to do the same (or
worse) to you, soremember to keep
those gloves up.

You start the game in the gym,
where you select the face, name,
style, and fighting strengths of
your boxer. You can challenge the
computer opponents In a one-
player title quest, or slug it out
with another human-controlled
opponent. There’s room for some
basic boxing strategy in TKO (if
your opponent tires quickly, work
the body; if he bleeds easily, stay
in his face, etc.), but the game is
mainly a slugfest.

The animation in TKO is very
good, and the joystick response is
quick and accurate. The effects of
fatigue and cumulative injury are
simulated with considerable real-

GAME PLAYER'S

REVIEWS
R

William R. Trotter

Version reviewed: IBM, Tandy, and
compatibles; 384K minimum
memory; CGA, EGA, MCGA, or
Tandy graphics; joystick required
for two-player mode and recom-
mendedforone-playermode. Also
available for Commodore 64/128;
scheduled for release by the end
of 1989 for the Amiga. Accolade,
550 S. Winchester Blvd., Suite 200,
San Jose, CA 95128.

********%*********“**““
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ism. The action is smoother, faster,
and more true to life if you can
make your moves with split-sec-
ond timing, soajoystickis strongly
recommended. Even so, the game
plays decently under keyboard
control, if your finger-jab is quick
enough.

Those who find boxing too
brutal or uncivilized should avoid
TKO. Anybody who likes a good
prize fight, however, should give
it a try, for it’s surely the most
realistic fight simulation yetissued
for the PC. =P

| In a one-
| playergame,
you control
| the boxer on
| top of the
sicree n:
Watch your
| energy bar;if
| you'relosing
steam too
| quickly, box
defensively.

ey
USE THIS BOXER ;

In the gym, you get to select your fighter. Remember that a “left-handed
stance” means the fighter will normally use his right to throw jabs.

76
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housands of fans
surround therink.
The organ player
leads them in
cheer after cheer.
Who are they
screaming for?
The Great
Gretzky? No!

They want you —

the  National
Hockey League’s latest phenome-
non, and star of thearcade hit Blades
of Steel.

After choosing one of several
NHL franchises, you face off
against either a friend or the com-
puter. Once you’ve secured the
puck, you can set the tempo with a
few quick passes before taking
position for the goal shot.

Passing and reacting quickly,
particularly when playing goalie,
is the key to winning in this game.
Power has its place, but this is
primarily a game of finesse. Ran-
dom violence is not rewarded.

The sport’s true flavor is effec-
tively conveyed via excellent
sound effects and superb graph-
ics. The crowd lets you know how
you're doing, and organ music

GAME PLAYER'S

Version reviewed: Nintendo.

Konami, 815 Mittel Drive, Wood Dale,

IL60191.

punctuates big plays.

Rough, bruising brouhahasare
as much a part of pro hockey as
slap shots and body checks. Blades
of Steel delivers here, too. If you
bump an opponent one too many
times, the screen action cuts away
to a fight mode. Punch hard and
fast, because the loser serves time
in the penalty box.

[f you win the fight, keep your
finger on the forward button. As
soon as the action resumes, you'll

Punch fast in the fight mode--the loser

goes to the penalty box.

haveboth the puck and a one-man
advantage over your opponent.
To beat your opponent, you must
capitalize on these opportunities.
In fact, if you win a fightand don’t
follow up by scoring a goal, it may
be time for you to return to the
minors for a refresher course.

If the referee intervenes in a
fight before you deliver a punch,
you get a penalty shot. In this situ-
ation, the goalie and slap shooter
go head-to-head in a duel. A simi-
lar contest decides games that end
in a deadlock, with five shots-on-
goal given to each team.
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Win the puck in a faceoff and, with a few
quick passes, set up an attacker for the

goal.

Overtimemeansit's one-on-one. Each team
gets only five shots so use them wisely.
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arker Brothers,
long known for
board games
such as Monop-
oly, 1s now pro-
ducing video-
games for the
Sega Master
System. Their
first title, an
excellent con-

version of the Broderbund com-
puter game Where in the World is
Carmen Sandiego?,is already in the
stores and doing well. Their sec-
ond title is a conversion of one of
their Colecovision and Atari 5200
titles from the early 1980s: Mon-
tezuma'’s Revenge.

The main character in Mon-
tezuma’'s Revenge is Panama Joe, a
soldier of fortune. He’s been in
Central America for a couple of
years searching for treasure, and
now he has stumbled onto the find
of the century — the ancient tomb
of Montezuma himself. Moreinter-
ested in treasure than in the ar-
chaeological value of the discov-
ery, Panama Joe starts to explore
the catacombs inside the tomb.

Joe quickly getslostinthe huge

1
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Montezuma’s tomb is a maze of tunnels
and passages connected by ladders.

GAME PLAYER'S

maze of corridors and chambers.
Worst yet, the tomb is alive with
vampire bats, tarantulas the size
of dogs, poisonous snakes, ghostly
skulls, and perpetual fires fueled
by the center of the Earth. Joe
decides it isn’t worth the risk, and
he turns to leave. But then, in the
wall, he finds a baseball-sized
diamond. Now it’s worth it, he
thinks, and continues on.

p— e e -

The keys unlock doors of the same color.
Collect the diamonds, but watch out for
the skulls and fire pits.

78

Soon hecomestoalocked door.

He remembers seeing a key in a
previous room, and he doubles
back to get it. But the key is blue
and thedoorisred; thekey doesn’t
work. Backtracking again, he finds
the correct key and unlocks the
door. Behind it are more jewels
and a sword. After unlocking a
few more such doors, Panama Joe
becomessoladen with heavy treas-
ure that he can’t go on. Despite his
greed, he drops some of the treas-
ure and continues exploring the
depths of the tomb, moving closer
and closer to Montezuma himself.

Montezuma’s Revenge is an
engrossing maze game — some-
thing that, until now, has been
lacking in Sega’s lineup. The
graphics are bright and bold, the
maze is very long and difficult,
and if you don’t time your moves
just right, you're history. Fortu-
nately, Panama Joe is very easy to
control, and the final showdown
with Montezuma is worth the
quest.

<SP

Move fastacross thisbridge—it won’tlast
long, and there’s a lake of fire beneath it.
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rabyourrifle
— you have
an island to
save. It
seems that a
sinister dic-
tator is rul-
Ing  your
homeland.
Therewillbe
no deals in-
volving arms for hostages in this
game. In Guerrilla War, it's you
versus the strongman’s militia in
an attempt to destroy the Palace.
There are ten levels in Guerrilla
War, and the climax is a one-on-
one battle in the Palace between
you and your oppressor. To get to
the Palace, all you have to do is
fight through the jungle, secure a
small farm, swim a river, navigate
a coal mine, and then blast your
way through two cities, a sewer,
and a military base. No problem.
Guerrilla War features fast ac-
tion and crisp graphics. However,
if you're a master blaster at these
types of games, you may be disap-
pointed that you can lose count-
less lives and charge straight
through to the Palace without

Boxed letters mean boosted power.

JIMLENDG

REVIEWS

GUERRILLA
WAR

Brian Carroll

Version reviewed: Nintendo. SNK,
246 Sobrante Way, Sunnyvale, CA
94086. Also available for IBM PC,
Tandy, and compatibles; Commo-
dore 64/128; Apple Il; and soon for
Amiga computers, from Data East,
470 Needles Drive, San Jose, CA
95112.

penalty. High scores are not re-
warded, so strategy becomes op-
tional. |
To experience a real contest,
you can play with a friend. Before
the game starts, set your own limit
of lives and try to outscore each
other. The dictator’s soldiers,

Inside the coal mine are throngs of hos-
tages in need of rescue.

tanks, gunboats, mines, and heli-
copters are all out to erase you, so
getting to the Palace requires a
generous allotment of lives.

Keep an eye out for red sol-
diers. If you eliminate one, you
uncover boxed letters that either
boost your offensive power or give
you an extra life. For example, if
you snatch a boxed F, your ma-
chine gunbecomesa flamethrower
capable of roasting the enemy from
a safe distance.

Frequently, a tank with a flash-
ing “IN” appears on the screen.
Click your A button when stand-
ing atop the tank to get in. Once
inside, you are virtually invulner-
able to attack for a limited time.

On each level there is one
enemy boss, usually tucked inside
alarge, armored, tank-like vehicle.
To get to the next level, you must
destroy the boss, which requires
plenty of grenades. Figure out the
tank’s pattern and stay out of its
way while barraging it with explo-
sives.
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You must destroy the enemy boss on each
level to advance to the next phase.

GAME PLAYER'S
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t won't be long
before Kings of
the Beach is as
hotasthesands
of Malibu in
July. Excep-
tional playabil-
ity, refreshing
graphics, com-
pelling action
— this video-
game offers it all.

Beach volleyball is one of the
nation’s fastest-growing sports,
and Kings of the Beach shows why.
As either Sinjin Smith or Randy
Stoklos — the leading money
winners on today’s pro beach-
volleyball circuit — you can mas-
ter such moves as the six-pack
slammer, the dig, and the Kong
block. Kings of the Beach is similar
to the basketball game Jordan Vs.
Bird: One on One in that it incorpo-
rates the individual scoring per-
centages, playing styles, strengths,
and weaknesses of its two celeb-
rity players, who helped develop
their computer characters. And
Kings goes one step further: It also
incorporates the playing charac-
teristics of every member of the

Association of Volleyball Profes-
sionals (AVP).

You have three serves : the sky ball serve,
the flat serve, and the jump serve.

PEVIEW S
\ 4

KINGS OF
THE BEACH:
PROFES-
SIONAL
BEACH
VOLLEYBALL

Brian Carroll

Spikes take time to master,so expect a few

uffs. Jump as the ball begins heading
down and spike as close to the net as
possible.

The two keys to succeeding in
either Match Play or Tournament

Play are location and timing. The
ball always lands on its own
shadow, so stay on it. If you're too
far away to get completely under
the ball, but close enough to get a
piece of it, your on-screen player
automatically dives.

To spike, block, and even set
your player properly, hitting the
joystick button at precisely the
right instant is paramount. Learn-
ing this timing requires — natu-
rally — time. If you spend enough
time on the practice courts, you'll
soon be a beach assassin.

For sports fans long aggra-
vated by mediocre officiating,
Kings also includes a gratifying
wrinkle. If you and the zebra dis-
agree on a close call, tell him about
it. If it was indeed close, you stand
a good chance of reversing the
decision. This can prove to be the
turning point in heated tourna-
ment play. However, if the call
doesn’t go your way, it’s best to
play on. Too much intimidation
can result in the deduction of a
point.

TournamentPlayisthe game’s
greatest asset. With your partner,
you travel the world to challenge
AVP pros and local favorites (look
for Bionic Lester from Skate or Die
to make a cameo appearance).
After every three consecutive
match wins, an attractive lady
provides you with a password to
get to the next volleyball venue.

S P
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akeroomin
your col-

Nintendo
ninjas,
spies, and
mercenar-
ies for the
hero of Bi-
onic Com-
, mando, and
replace your baseball bats and
nunchukus with a hyper-bazooka.
Because once you've traveled by
bionic arm, you’ll never want to
move by tank or helicopter again.
Your character in Bionic Commando
is incapable of making the slight-
est jump, so you have to shoot
your “arm,” ametal cable, to swing
across obstacles or move to higher
ledges. It’s like Tarzan, only bet-
ter.

Bionic Commando fulfills every
requirement for a videogame. It
provides fastaction, terrific graph-
ics,and varied gameplay. The story
is straightforward: You've been
sent behind enemy lines to rescue
Super Joe, a top-notch soldier who
was captured after uncovering an
ominous plan by imperial forces
to conquer the world.

Working with a map of 19
areas, you have to explore each
region, picking up advanced
weapons and communicating with
allies along the way. Each area is
completely different.Inone you're
faced with huge puddles that
might sweep you down a sewer.
In another, you must contend with
bottomless snow drifts.

Certain areasare neutral zones,
and although they are full of ene-

lection of

COMMANDO

Leslie Mizell

- Capcom, 1283-C Mountain View/

mies, you won’t be attacked un-
less you shoot first (which is more
difficult to avoid than it might
seem). In the neutral zones you’ll
find some of the communicators
and weapons you’ll need later.

Enemy tanks are constantly on
the move, and if your helicopter
encounters one, you’ll have to
descend and fight. These battle
scenes scroll vertically, rather than
horizontally as in the other areas.
You can mow down the enemy by
swinging your bionic arm over
your head, or by shooting at close
range.

Once you rescue Super Joe,
he’ll provide the hints you'll need
touncover Albatros, thecodename
for the evil plan to conquer the
world. But the gamestillisn’t over.
When you learn what Albatros is
all about, you and Super Joe have
to make sure the plan is never put

into action.
<SP
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In area 3, huge Venus flytraps pop up in
front of you. You can tell where they are
because the grass looks slightly different.
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The arsenal after area 6 isn’t too difficult.

Justhop on theledge behind the giant boss

and blast away at the machine until it’s
destroyed.
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t's hard to imag-
ine, but Life &
Death makes hos-
pital rounds and
the surgical thea-
teran entertaining
and educational

computer game.
The discreetly
gory package in-
cludes an operat-
ing manual, a history of surgery, a
“pager,” a latex glove, a surgical
mask, a memo from the chief of
surgery, and nearly 100 pages of
notes on anatomy and surgery.
In this rigorously procedural,
interactive game, you are both the
diagnostician and surgeon. After
choosing the novice, intermediate,
or advanced level, you start by
signing in on a clipboard, which
records your successes and fail-
ures. To diagnose ills, palpate the
patient’s abdomen. Listen to digit-
ized groans. Decide whether to
recommend observation, x-rays,
ultrasound, referral to another
doctor, medication, or an opera-
tion. But be careful — your analy-
sis and operating room perform-
ance will have immediate conse-
quences.

Make your diagnosis carefully and accu-
rately.

GAME PLAYER'S
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Robert Gingher

In the OR, prepare to wield a
host of instruments while moni-
toring the patient’s EKG and blood
pressure. To manipulate these
instruments, you can use the key-
board, mouse, or joystick. I prefer
the mouse, although the keyboard
is good for making clean incisions.

Don’t forget to swab the patient’s skin
with antiseptic.
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When the operationbegins, cut
through five layers of tissue, and
be sure to tie off and cauterize
bleeders. (Life & Death depicts such
details as bleeding with vivid
graphics.)

[s that a proper McBurney
incision? Did you incise muscle
tissue parallel to its striations?
Administer lidocaine when the
EKGsignaled premature ventricu-
lar contraction? Dopamine when
the blood pressure dropped? At-
ropine for bradycardia?

Any failure to use the proper
surgical tools in the correct se-
quence, or to neglect the all-im-
portantintravenous tubes, will dis-
patch your hapless patient to “the
choir invisible.” The chief of sur-
gery then sends you to school for
more instructionand EKGreplays.

Your assistants, picked from
profiles of six staff members, will
remind you to scrub and admini-
ster. presurgery antibiotics, and
they’ll flag you if you forget to
anesthetize the patient or acciden-
tally perforate his colon. But ulti-
mately, in Life & Death, you're on
your own.

SP
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If you lose a patient, you must go back to

medical school.
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Toolworks has
takenits excellent
computer chess
program, Chess-
master 2000, and
created a next-
s  generationsequel
that’seven more powerful and fea-
ture-laden, and an absolute joy to
play.

The improved chess logic in
Fidelity Chessmaster 2100 was li-
censed from Fidelity Electronics, a
leaderindedicated electronicchess
games. The results are simply
stunning —from the screen graph-
icsand voice synthesis to the depth
of play and the wide variety of
options. (Some features vary de-
pending on the computer system
you use.)

This is the War Room view. It displays the
board, caEtured pieces, clocks, the com-

r 'r

puter’s “thinking,” and the move list.

Chessmaster 2100 offers both
two-dimensional and three-di-
mensional boards, an opening li-
brary of more than 150,000 moves,
unlimited levels of play, 110 dif-
ferent classic games, and a special
War Room view that lets you
simultaneously see the board, the
move list, captured pieces, the

B VL EALS

FIDELITY

CHESS-
MASTER 2100

Selby Bateman
L R OO R VR DR S

Version reviewed: IBM PC, Tandy,
and compatibles; S12K minimum
memory; CGA, EGA, MCGA, VGA,

- Tandy, or Hercules monochrome
graphics; joystick or mouse op-
tional; 3.5- and 5.25-inch disks in-
cluded. Also available for Apple i
series, IIGS, Commodore 64/128,
Macintosh, and Amiga. The Soft-
ware Toolworks, One Toolworks
Plaza, 13557 Ventura Blvd., Sher-
man Oaks, CA 91423.

clocks, and Chessmaster’s “think-
ing” In progress.
Chessmaster 2100 can be ad-

B
[
b
3
4
3
[
1

There are many context-sensitive help
screens, and hints are just a keystroke
away.

justed to play an even easier game
than Chessmaster 2000, so begin-
ners have a better chance. The
program offers full explanations
when illegal moves are attempted
(16-bit and PC computers only),
expanded Teaching and Hint
modes, and a Rate-My-Play fea-
ture that shows your playing
strength.

There’s a full chess tutorial on
disk to help beginners learn the
game, and the package includes
an excellent 56-page game booklet
with chess instructions, the library
of classic games, a brief history of

g
I 3

| 1 haven’t had tine eoough to devise 2 sood hint, b2
‘A -==

How nany seconds mag [ thiak?

You can even tell the computer how much
time to spend working on your hint.

chess, and some brain teasers.

On advanced levels, you can
set time and move variations just
aboutany way you want. And with
a single keystroke, you can dis-
play context-sensitive help screens
for a multitude of situations.

In short, Software Toolworks
has once again set a new standard
for computer-based chess pro-
grams. The game is loaded with
features, is easy to use, and is a
vast and challenging chess play-
ground for novices and experts

alike.
<SP
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GAME NEWS

Operation Wolf, recently voted the most-played arcade game
in the world, has just been released for the Nintendo system
by Taito Software. Operation Wolf is a commando game in
which you lead a team of Special Forces soldiers against a
heavily armed terrorist force in order to free a camp full of
hostages.

Armed with a machine gun and grenades, you must blast
your way through jungles, a communications center, a vil-
lage, an ammo dump, an airport, and a prisoner-of-war Operation Wolf for Nintendo systems.
compound before you can get the freed hostages safely

aboard a waiting aircraft.
The game features detailed battle scenes from the soldier’s-eye view and is considerably more realistic than

most other jungle warfare games. It’s also one of the few new games that makes use of the Nintendo Zapper
light gun (as well as the hand controller).

Vektor Grafix, a British company, has released Bomber, a
new flight simulator for IBM PCs, Tandys, and com-
patibles.

Unlike most other flight games, which simulate fighter
planes, Bomber simulates attack aircraft. Among the planes
you can fly are the new British Tornado, the American F-
4 Phantom and F-111F Aardvark (used in the raid on .
Libya), and the Soviet MIG-27 Flogger.

British Bomber announced.

Sprint, leap, splash, and kick in five action-packed sports as 32 countries vie for medals in the SporTime
International Sports Festival. International Team Sports is a five-games-in-one package containing soccer, relay

swimming, track relay, water polo, and volleyball.

When the game starts, you must analyze statistics, pick your athletes, decide on the final lineup, and coach
your players. Only then do you get out on the playing field or pool and spring into action.

Published by Mindscape, International Team Sports is currently available for the Commodore 64. A version
for IBM PCs, Tandys, and compatibles is planned for the near future.
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GAME NEWS

Two games based on popular movies head-
line four new Nintendo releases from LJN.

In Back to the Future, players must com-
plete a trek through a city on foot and on
skateboard, picking up enough clockstotravel
to the future. Along the way, there are several
mini-games to play. In one, for example,
you're in a diner and must knock out the
bullies by throwing milkshakes.

Eddie Valiant is the hero of Who Framed
Roger Rabbit?. He travels throughout Los
Angeles and Toontown looking for pieces of
a missing will. All of the characters from the
movie — Jessica, the Weasels, Judge Doom,
and, of course, Roger Rabbit — are either
trying to help or hinder Eddie.

Other new releases from L]JN include X-
Men, based on characters from the comic
book series, and NFL Football.

|
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Who Framed Roger Rabbit from LJN.

From Psygnosis Software comes
BAAL, a new fantasy role-playing
game. In BAAL, you guide a force
of Time Warriors through three
differentdomains. On the first two
levels, you have to assemble the
hidden pieces of a time machine
while avoiding demonic creatures
Drive a Ferrari in Titus’s F40 Pursuit Simulator. eager to kill you. Once the ma-

chine is assembled, you have ac-

cess to a third, even more chal-
The Ferrari F40 gets top billing in Titus Software’s F40 Pursuit Simulator | lenging level.

for the PC and several other computer systems. Drivers attempt to race BAAL features more than 100
across four states — safely, quickly, and without a police escort. monsters and 400 traps on 250
Toaid and abet you, the game provides radar and a map display. To highly detailed screens. The game
detain and deter you, the police have set up roadblocks. You must be | is available in Atari ST and Com-
prepared to turn and burn rubber on a quick getaway. modore Amiga versions.
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The Honeymooners are here for your PC.

Everyone’s favorite bus driver has
finally arrived on home computers.
First Row Software has gathered

Ralph and Alice Kramden, Ed and
TrixieNorton,and therestofthegang
for its new game The Honeymooners.

Ralph and Ed are determined
to attend the Annual Raccoon
Lodge Convention in Miami
Beach. Alice and Trixie are equally
determined to accompany them.
But neither couple can cough up
the bucks needed for the train tick-
ets.

Up to four players can partici-
pate in the sensible plan to have
the Kramdens and the Nortons
work overtime. Alice and Trixie
are putting together puzzles for
Morgan’s Department Store, Ralph
isdriving for the Gotham Bus Com-
pany, and Ed is repairing leaks in
the sewer system.

Unfortunately, Aliceand Trixie
go to pieces under a time limit,
Ralphdoesn’t know theroutes he’s
taken on, and there are alligators
in the sewers. But Ralph has a
standby get-rich plan —to win the
big prize on TV’s The $99,000 An-
swer game show.

The Honeymooners is available
now for PC, Tandy, and compat-
ible computers. It is scheduled to
be released soon for the Commo-
dore 64 and Amiga.

One of soccer’s legendary goal-
keepers, Keith Van Eron, hasjoined
with Medalist International to
develop Keith Van Eron’s Pro Soc-
cer for the Commodore 64. This
sports simulation lets you play
from a striking overhead view-
point, whether you're competing
indoors or out. In the outside ver-
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Destroyer Escort from Medalist.
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sion, wind and wet turf sometimes
create chaotic (though realistic)
field conditions.

Another new Commodore 64
game from Medalist is Destroyer
Escort, a simulation that features
one of World War II's most versa-
tile and hard-fighting types of
warships.
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GAME NEWS

Fight fans get more than a ringside seat in
Accolade’s new game, TKO. It’s a first-person
simulation that puts you inside the ring against
five tough challengers fighting for the heavy-
weight championship.

T'KO'’s split-screen action makes it easier to
choose from the variety of punches, target
areas, guard positions, and attributes avail-

THE able. One or two
=1 players can go

-17 | three, five,orten

rounds. And
| vohile you might T
not fEE]- the pain, HYC AEEYRE! BI CHCT BRECC CORNPT RS

your boxer can Access weighs in with Heavy Metal.

i bruise or bleed
from the pun-
ches. A roster of
eight computer-
controlled and
four unranked boxers are waiting to challenge

You control some of the world’s toughest army vehicles in
Heavy Metal, a new PC and Commodore 64 game from
Access Software. Heavy Metal puts you behind the wheel of
an MBT (main battle tank), an ADAT (air defense/anti-
tank system), or an FAV (fast attack vehicle).

Punch things out
with Accolade’s TKO.

you

TKO is available for IBM, Tandy, and
compatible computers, and the Commodore
64. It is scheduled to be released for the Com-
modore Amiga by the end of the year.

But Heavy Metal is not just a combat game. You start in

a war room, developing strategy to defeat your enemy.
Then you enter a training course to learn to maneuver the
different vehicles. Your rank depends on how well you
control the machines and how efficient are your war plans.

A good soldier can progress from second lieutenant to

five-star general.

Broderbund Software has released
VCR Companion and VCR Com-
panion Film Library for IBM PC,
Tandy, and compatible comput-
ers.
Using simple step-by-step
menus, VCR Companion makes it
easy to create titles, credits, intro-
ductions, intermissions, and cus-

GAME PLAYER'S

tom endings for your own video-
tapes. Special effects such as high-
lights, glitter, meltdowns, random
flashes, rain, and silhouettes are
also possible.

VCR Companion includes ani-
mated sequences, backgrounds,
borders, and dozens of type fonts.
Hooking up your computer to a
VCR is as simple as plugging in a
few patch cords, but the program
also allows you to create produc-
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tions on your computer without
using a VCR. VCR Companion
comes in several versions (one for
home use, one for schools, and so
on), and is available for Apple II
computers as well as PCs.

The VCR Companion Film Li-
brary offers hundreds of additional
background pictures, borders,
patterns, and icons for use with
VCR Companion.
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GAME NEWS

The arcade classic Paperboy has
finally arrived for Nintendo
screens. In this home version by
Mindscape, you pick up bundles
of newspapers before starting on
your paper route through subur-
bia. Your main goal is to hurl the
papers into the yards of your sub-
scribers, or toss them through the
windows of non-subscribers.
(Your boss encourages you to be
nasty to the uninformed.)

But you also have to avoid
the motorcyclists, skate-
boarders, dogs, break-dancers,
and robbers that haunt your route. Once you’ve finished the route, head for the practice track. You'll get
a daily report from your boss and find out if you've earned extra subscribers — or a pink slip.

Mindscape’s Paperboy for Nintendo.
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Red Storm Rising puts you at the helm of a heavily
armed nuclear submarine. Following an invasion by
the Warsaw Pact countries, World War III has broken
out. The Soviets are using ships and submarines to
patrol the Atlantic, disrupting shipments of troops and supplies heading for the battlefront. You must locate
and destroy the vessels as they leave the Soviet base above the Arctic Circle.

With four skill levels and three scenarios, Red Storm Rising can challenge both the beginning and
experienced submarine simulation fan. Other game options let you arm one of five US nuclear submarines with
a variety of weapons and tracking devices.

Red Storm Rising, already available for the Commo- [ a—————————
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Clancy’s Red Storm Rising comes to your PC.
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LANONTE, RAYNOND -

HEIGHT: 6'8"

VEIGHT: 165

BIRTH: 4/15/59. BUTTE, MONTAMA
ATTENDED UNIVERSITY OF CALIFORNIA -
BERKELEY VHERE ME GRADUATED MAGIA Ot
LAUDE IN 1979 VHILE MAINTAINING A

CONSTANT C.P.A. OF 4.8. MAJORED IN
COMPUTER SCIENCE VITH A MINOR IN

Sports fans can choose between basketball and
football with two new Nintendo games from ” PHYSICS. EARNED HIS MASTERS MO PH.D.
The arcade hit Quarterback — now entitled LABORATORIES IN MEW JERSEY TO WORX ON
John Elway’s Quarterback after the recent en-
dorsement by the Denver Broncos player —
- allowsyoutocall
“ your own plays
on both offense
* | and defense.
|  Magic John-
son’s Fast Break
has also been
endorsed by a
sports celebrity.
According to
Tradewest, the
game will appeal to adults as well as young-
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Cosmi game is Presumed Guilty!

Following its popular mystery The President Is Missing,
Cosmi has released another deductive adventure game,
Presumed Guilty!, for PC and Commodore computers.

A top-notch computer programmer has been killed in
an “accident” under suspicious circumstances. You're a
COPNET (Computer-Operated Police Network) agent

Nintendo now has John
Elway.

sters. It will be released this summer.
Tradewest is also releasing Taboo: The Sixth
Sense,a Nintendo game based on predicting the
future with Tarot cards. Enter your name, sex,
and birth date, then ask a question — even
which number will win the lottery. There’s no
limit to the number of people who can play.

assigned to investigate the case. But just as you discover a
complex network of international intrigue, you also find
that you’ve been framed as the prime suspect.

You'll have to break the case before you find yourself
jailed. Search through wire service news photos, agency
data banks, telemetry transmissions, DNA gene-print com-
parisons — anything that might clear your name.

Long regarded as one of the most mature, addictive, and fascinating global strategy games, Balance of Power has
just been updated. Mindscape’s Balance of Power: The 1990 Edition now includes such global wildcards as
Afghanistan, Iran, and Nicaragua. In addition to 18 new countries, the revised version has an on-screen advi-
sory council for periods of crisis and an expanded database.

In Balance of Power, you assume the role of either the President of the United States or the General Secretary
of the Soviet Union. Then you have to weather the storms of an eight-year term in office without bungling into
a nuclear war.

The global political landscape has changed since the original edition of Balance of Power appeared in 1985,
especially in the Middle East and Central America. This updated version is designed to be as timely as today’s
headlines. It’s available for IBM PC, Tandy, and compatible computers; the Apple IIGS and Macintosh; and the
Commodore Amiga.
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This list of 100 of the top video
and computer games avail-
able today is updated each
Issue. vs means that a game
was added to the list this is-
sue.

KEY: PC (BM PC/XT/AT,
Tandy, and compatibles);
AT (IBM AT and com-
patibles only); 64 (Com-
modore 64/128); Amiga
(Commodore Amiga);
Mac (Apple Macintosh);
Apple Il (Apple lI/lI+/lic/
lle); NGS (Apple IIGS); ST
(Atari ST); NES (Nintendo
Enterfainment System);
Sega (Sega Master Sys-
tem).; XE (Atari XE videog-
ame system and 8-bit
computers); 2600 (Atari
VCS 2600); 7800 (Atari
7800).

¢ Airborne Ranger blends
arcade shoot-em-up action
with a surprisingly redalistic
simulation of small-unit tac-
tics. Create diversions! Sur-
prise sentries! Steal code
pooks! Blow up stuffl Choose
fromtwelve different missions,
some requiring stealth, some
firepower. Good animation
throughout. MicroProse, for
PE.

¥¢ Amagon is a mild-man-
nered explorer checking out
a mysterious island. But when
danger lurks, he can trans-
form info Megagon, a
George of the Jungle looka-
like. Each level offers a new
scenario with deadly foes to
vanquish. American Sammy,
for NES.

The Ancient Art of War at Sea
realistically simulates the tac-
tics of the age of sail. Lets you
wage campaigns against
Nelson, Blackbeard, John
Paul Jones, and other great
captfains, or make up your
own customized scenarios
and maps. A different sort of
war game, and a rather
charming one. Broderbund,
for Apple ll, lIGS, Mac, PC.

Balance of Power is a unique
strategy game designed by
famed game designer Chris
Crawford. Played on a map

GAME PLAYER'S
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of the world, you take on the
role of US President or USSR
General Secretary, trying to
avoid nuclear war. Pacifistin
fone; challenging and thor-
oughly absorbing. Mind-
scape, for Amiga, Apple lIGS,
Mac, PC, ST.

Bard’'sTalelllefsyoujointhose
happy roisterers down at the
Guild of Adventurers for
heavy-duty questing and
non-stop encounfers with
enemies, human and other-
wise. Forthose who can’t get
enough fantasy role-playing,
here’'s more of what you're
looking for. Electronic Arts, for
Amiga, Apple Il, lIGS, PC, 64,
ST,

Battle Chess takes the com-
bat-metaphor aspect of
chess and brings it alive with
clever, colorful animation
and operatic sound effects.
We wonder why nobody
thought of this years ago.
Aside from the novelty, great
though it is, this iIs also a first-
rate chess program. Intferplay
(distributed by Electronic
Arts), for Amiga, Apple IIGS,
RPE;

¢ Battlehawks 1942 recre-
ates World War Il combat in
the Pacific from the point of
view of naval aviators —pboth
American and Japanese.

You can choose from an
authentic selection of dive
pbombers, fighters, and tor-
pedo bombers for either of-
fensive or defensive missions.
Though highly realistic, game
play is emphasized over the
details of flight simulation
resulting in a game that is
entertaining as well as edu-
cational. LucasFilm, for PC.

Baftle Tech puts you at the
confrols of a Mech Warrior,
an armored vehicle-cum-
robot that moves fast and
packs enormous firepower.
Based on a popularrole-play-
iIng game of the same name,
this is a good game en-
hanced by excellent graph-
ics. Infocom (distributed by
Activision), for Amiga, Apple
I, PC, 64.

Beyond Zork updates and
expands a computer-gam-
ing classic. The original Zork

was the avatar of all adven-

fure games; this new version
retains zany humor of the
original, adds role-playing
element and on-screen
mapping. Unless text-games
repel you utterly, this is irresist-
ible fun. Infocom, for Amiga,
Apple ll, IGS, Mac, PC, ST.

Blaster Master takes you
through eight levels of nar-
row passageways as you try
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to find and destroy the Pluto-
nium Boss. In your armored
vehicle, you struggle against
many kinds of radioactive
mutants. Most of them can
pe kiled with your car's
weapons systems, but fo
congquer some you must
leave the car and fight on
foot. Sunsoft, for NES.

»< Bubble Bobble follows two
dinosaurs, Bub and Bob, as
they search through hun-
dreds of different rooms for
some kidnapped friends. Fun
for children and adults, with
whimsical graphics. Taito, for
NES.

v¢ Castlevania Il: Simon'’s
Quest refurns you to a Nin-
tendo version of Transylvania
in search of Dracula’s scat-
tered (and well-guarded)
remains. Guide your whip-
wielding hero through lakes
of fire, dank stone villages,
and vast haunted mansions.
A big, elaborate quest game
with good graphics and
plenty of challenges. Konami,
for NES.

Contra is a fast and absorb-
ing military-style fighting
game. Scorpion and Mad
Dog land in the jungle on @
mission to destroy the evil
alien overlord Red Falcon.
Armed with six kinds of pow-
ered weapons, you must
cross jungles, snowfields,
waterfalls, andfortified bases.
You'll face elaborate defen-
sive fraps and fanatic alien
soldiers at every turn. Konami,
for Amiga, NES, PC, 64.

¢ Cyborg Hunter brings to
the Sega system a first-rate
action maze game in which
you guide a bounty hunter
against the evil warlord Vip-
ron and hisequally evil cyborg
minions. The graphics are
excellent, the game play
exciting, and the action
nonstop. Activision, for Sega.

Defender of the Crown is a
graphically rich action and
strategy game based on civil
war in historical England. You
have been chosen to lead a
group of gallant Saxon knights
against the Normans. The
ultimate goal is the crown of
England. Win, and you gain
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land, fortune, and your fair
maiden. Amiga and PC EGA
users, especially, willenjoy the
many visual effects. Cine-
maware, for Amiga, Apple
IGS, Mac, PC, 64, ST.

vt Defender Il is an updated
version of a classic arcade
nit, Defender. An unvar-
nished shoot-em-up, It cap-
fures all the excitement of
the original. The straightfor-
ward goadlis to blast as many
alien invaders as possible
before they kidnap the resi-
dents of your planet. It dupli-
cates the arcade version so
closely that the graphics are
somewhat behind the times,
but the game play is as chal-
lenging and as fun as ever.
Hal America, for NES.

Double Dragon is one of the
finest games available for
those who like their action
fast and theirenemiesrelent-
less. Billy grew up as @
streetwise martial arts expert.
His girlfriend is abducted by
the toughest ganginthe city.
You'llneed all 11 methods of
attack, plusthe odaweapon,
to rescue her. Tradewest, for
NES; Arcadia, for Amiga, PC;
Activision, for Atari 2600, 7800;
Sega.

Earl Weaver Baseball is the
World Series of computer
baseball games. No matter
whatlevel orkind of baseball
simulatfion you're looking for
—simple arcade-style action
or heavy-duty stafistical
fracking — you'll find it here.
You can play ball with as little
or as much control over
events and personnel as you
wish. New version 1.5 offers
playing and graphics im-
provements. Electronic Arts,
for Amiga, PC.

Empire is an award-winning

game of global conguest in
which youcommandarmies,

GAME PLAYER'S

fleets, and aerial armadas
against a very tough com-
puteropponent, Easy tfo play,
yeteverchallenging,itisquite
addictive and has earned a
deserved reputation as
classic. Inferstel, for Amiga,
Apple I, IGS,Mac, PC, 64, ST.

Final Assault was designed
forpeople whowantto climb
treacherous mountains with-
out risking more than a
computer character. Pack
your own supplies and set
out for the summit of one of
siXx peaks. You have to cross
glaciers, scale rock, and
climb ice. Epyx, for Amiga,
IGS, PC, 64, ST.

»¢ Flying Dragon is a martial-
arts fighting game with a twist
— after level 1, the fighting
stops and you find yourself in
training school. This extended
respite fromm danger (unusual
for a videogame) allows you
tfo learn the fighting tech-
nigues you’'ll need to ad-
vance to higher levels. An
amazing variety ofmoves are
possible by manipulating the
controller in this game, but
these complex combinations
may be difficult fo master for
very young children. Culture
Brain, for Nintendo.

F-19 Stealth Fighter is an
exceptionally high-quality
simulation of air combat in
the Air Force’s top secret
plane. You fly from carriers or
land bases on combat and
reconnaissance missions in
Libya, the Persian Gulf, the
North Cape, and Central
Europe. You control virtually
everything in this detail-rich,
high-tech craft. MicroProse,
for PC.

Friday the 13th brings Jason
andhishockey maskinto your
ownhome. As a counselor at
Crystal Lake, you have to
keep the children safe — at
all costs. Prefty violent, and
you have to like a game in
which one of the characters
iIsthe head of Jason’smother.
LJN, for NES.

Galaga was an arcade hit
pecause it gave you bonuses
early in the game and
thereby provided more ac-
tion-satisfaction for your

quarter. The NES conversion
mimics the arcade version
quite nicely. Great fun — an
updated Space Invaders-
type game. Bandai, for NES.

Gauntlet is one of the few
role-playing games for NES.
As one of four adventurers
you'll trek through 100rooms,
battling enemies and look-
ing for tfreasure. A game
equally fun for one player or
two players in cooperation
or competition. Helpful pass-
word feature. Tengen, for
NES; Mindscape, for Amiga,
Applell, IGS, Mac, PC, 64, ST.

v¢ Genghis Khan may well
pbe the finest historical role-
playing game on the mar-
ket. Great fun to play, it also
tfeaches some profound les-
sons about the redlities of
power. Become one of four
13th-century monarchs and
try to rule the world. You get
all the power, but also all the
problems. Startlingly beauti-
ful graphics. Koei, for PC.

2< Golgo 13 signals anew di-
rection in Nintfendo games,
featuring multiple charac-
ters, interactive dialogue,
and redlistic urban settings.
The secret agent plotis glee-
fully incomprehensible, but
who cares? Mayhem
abounds and the arcade
sequences are excitingly
staged. Parents should note
that Golgo 13 is extremely
violent and the targets are
people, not bug-eyed mon-
sters. Recommended, with
thatproviso. Vic Tokai, for NES.

Guerrilla War lets you over-
throw a Third World dictator
singlehandedly. Arcade
shoot-em-up differs in details
from other similar games, but
is well done within those lim-
its. Data East, for Amiga, PC,
64, ST.

Gunship features hundreds
of missions in four combat
zones and puts you at the
controls of an AH-64 Apc.che
attack helicopter. With over
35 displays in the cockpit
alone, this is a rich simulation
with tutorials, maps, scenar-
ios, and fun galore. Micro-
prose, for Amiga, Apple i,
PC, 64, ST.
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Ikari Warriors ll: Victory Road
sends commandos Paul and
Vince far into the future to
aid Earth against Zang Zip.
the War Dog. The weapons
and themes are basically the
same asin the originalgame,
but the challenges are
tougher and the pace faster.
There are even electronic
voices and audio code sig-
nals. SNK, for NES; Data East,
for Apple I, PC, 64.

Iron Tank assigns you the
command of one of the new
super-tanks, a vehicle that
bristles with firepower. It's D-
Day and the Iron Snake
commandos are leading the
invasion. You'll neead all your
weapons fo battle your way
through the enemy force of
armored tfrains, infantrymen,
minefields, giant bombs,
computerized tanks, and
subs. SNK, for NES.

Jackalisawell-done arcade-
action war game in which
you drive around in an ar-
mored car and blast hordes
of enemy tanks, infantry,
ships, and armored cars while
trying not to get clobbered
yourself. Excellent graphics
and action on Nintendo sys-
tems, somewhat less impres-
sive in the computer versions.
Konami, for Amiga, NES, PC,
64.

Jeopardy! lefs you find out
once and for all how you'd
fare as a confestant on the
top-rated game show. Play
against friends or computer
opponentsand answer ques-
tionsin categories from “fairy
tales” to “explorers.” Game-
tek, for NES; Sharedata, for
Apple Il, PC, 64.

Jet, in version 2.1, features
improved graphics, menus,
and speed and flight char-
acteristics. Welcome im-
provements to a popular
fight simulator. Additional
scenery disks available.
SublLogic, for Apple ll, PC, 64.

John Elway’s Quarterback
has been a popular football
game in the arcades, and
the new home versions gen-
erally offer flexibility of play
with a wide range of strate-
gies. Melbourne House, for
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Apple ll, IGS, PC, 64; Tradew-
est for NES.

Jordan Versus Bird: One On
One is the sequel to one of
the most popular athletic
simulations of all time: Larry
Bird and Dr. J Go One-On-
One, which has sold over
400,000 copies. The new
game offers everything the
earlier program had, plus
some extras. There are three
games here: Bird vs. Jordan;
an Air Jordan slam dunk
contest; and a three-point
shootout. Electronic Arts, for
PC. 64.

Karnov is an arcade-style
action game that rewards
good hand-eye coordina-
tion. You guide Karnov in
search of the Treasure of
Babylon, stolen by the dragon
Ryu. The enemies just keep
on coming. Data East, for
Mac, NES, PC, 64.

King’s Quest IV: The Perils of
Rosella is a remarkable addi-
tionto the King's Questseries.
The story has King Graham’s
daughter on a quest of her
own to save the king's life.
Wonderful graphics combine
with fairy tale and mythologi-
cal allusions tfo provide doz-
ens of hours of game play.
Sierra On-Line, for Apple I,
IGS, Mac, PC, ST.

Kung Fu Heroes tesfs your
martial arts skills as you fight
through dozens of deadly
rooms to rescue the Princess
Min-Min. A solid action game
with challenging mazes and
underground bonus rooms.
Culture Brain, for NES.

The Last Ninja fights samurai,
martial-arts experts, and
Kunitoki guards as he
struggles through wastelands
and wilderness to reach the
gardens, dungeons, and fi-
nally the innersanctum ofthe
palace. An exciting martial-
arts challenge. Activision, for
Apple I, IIGS, PC.

Lee Trevino’s Fighting Golf is ©
thorough and challenging
simulation. The confrol pad
becomes a sensitive substi-
tute for a club as you work
yourway through sand, wind,
and the other hazards of 18

GAME PLAYER'S

holes. Choose your golfer
from a menu of four very dif-
ferent players. SNK for NES.

Legacy of the Wizard is an
inferesting kind of quest-
adventure, in that you must
use eachmember of a family
(including the family pet) to
explore an underground
realm and fame a dragon.
Clever ideq, well executed
design, nice graphics. Brod-
erbund, for NES.

Legendary Wings takes you
20,000 years info the future,
to an earth ruled by a super-
computer gone amok. The
skies are filled with mutant
monsters androbot warships,
all guarding the machine’s
underground fortress. What-
ever else you do, avoid the
gaping mouth of the hideous
Giant Head. Capcom, for
NES.

The Legend of Zelda is an
immensely popular Nintendo
advenfture game in which
you help Link rescue Zelda
and save the land of Hyrule.
Fascinating and fun. Nin-
tendo of America, for NES.

Life Force drops you into the
digestive system of a vast
alien entity. A challenging.
fast-paced game for one or
two players. Konami, for NES,
64.

MagMax is a robot sent o
destroy Babylon, acomputer
brain controlling earth. Mag-
Max is merely a land/air ship
until he picks up the legs,
head, and wave beam gun
that make him a fierce com-
petitor. Fun combination of
search mission and shoot the
aliens, as the robot looks for
hisspare parts before he takes
on Babylon. FCI, for NES.

Manhunter, New York is @
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slightly twisted role-playing
game in which the player
works for a race of sinister
alien overlords. An infriguing
blend of quest-adventure
and arcade gamelets, laced
with black humor and a dash
of Orwelliansatire. Great EGA
graphics. Sierra On-Line, for
Apple I, IGS, Mac, PC, ST.

Maniac Mansioninvolvesthe
player in the eccentric world
of Dr. Fred, who is working on
pbrain-sucking experiments.
Choose three characters to
enter his house and rescue a
friend. This complicated
adventure evidences a re-
freshing sense of humor ana
can be solved several differ-
entways. Lucasfilm, for Apple
I, PC, 64.

Mean 18 is a fine golf simula-
tion with 12 famous courses,
plus a provision for you fo
design your own. Options
include: play with up to four
friends; beginner. or expert
level; match or medal play;
and pro or regulation tees.
The game includes realistic
graphics and overhead
views. Accolade, for Amiga,
IGS, Mac, PC.

Metal Gear ouf-Ramidos
Rambo. One of the most
fearsomely challenging ofthe
many super-warrior/secret
mission games for NES. Elabo-
rate maze-like setting and
plenty of room for stfrategy as
well asstamina. Ultra/Konami,
for Amiga, NES, 64.

Metroid is a very popular
Nintendo game in which you
guide space hunter Samus
through the maze-world of
the planet Zebes. Excellent,
fast-paced game play. Nin-
tendo of America, for NES.

Mickey Mousecapade brings
Mickey and Minnie to life as
you lead them through four
dangerous levels to rescue @
missing friend. You start atthe
fun house, gathering freas-
ures and weapons to fight off
(among others) Pegleg Pete
and the evil witch from Snow
White. Great fun forthe young
at heart. Capcom, for NES.

Microsoft Flight Simulatoris the
game that first made enter-

tainment sofftware a best-
seller on PC and compatible
computers. Version 3.0 offers
improved graphics, espe-
cially withEGA or VGA. Micro-
soft, for PC.

MikeTyson’s Punch-Outisone
of the most popularNinfendo
games ever sold. You baftle
your waQy up the ranks of
boxing contenders until you
get a chance to fight the
champ himself. You're Little
Mac and can throw jabs,
uppercuts, and body shofs.
Nintendo of America, for NES.

1943 pits a single valiant flier
against hordes of enemy
planes and ships with more
antiaircraft firepower fthan
the Sixth Fleet. Not realistic,
but action-packed. Vivid
graphics, including nice straf-
ing effect. Capcom, for NES.

Ninja Gaiden promises fo
become one of the most
popular Nintfendo games of
1989. Ninja Gaiden is @
member of a highly frained
secret police force. He can
confront any evil with only his
sword and Shuriken 10 pro-
tect him. During six rounds he
will meet numerous enemy
attacks in 20 areas of play.
Fast and furious action.
Tecmo, for NES.

Ninja Taro is a Nintendo ninja
game with some nice
touches, including an ador-
able little ftitle character,
unusually clever and amus-
ing monsters, and back-
ground art that is startlingly
poetic andlooks to be based
on the woodblock prints of
Hokusai. American Sammy,
for NES.

Nobunaga’s Ambition is G
particularly impressive histori-
cal simulation. It places you
in 16th century Japan as @
powerful daimyo (lord) at-
tempting to unify warring
fiefdoms. An excellent strat-
egy game. Immensely popu-
lar in Japan as well as here.
Koei, for PC (NES version
planned).

Othello is a classic board
game that combines fhe
strategy of chess with the
simplicity of checkers. It's
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played on aé4-square board
and the object is fo capture
your opponent’s pieces be-
tween your own. You can
select a two-player game or
play the computer. There are
four difficulty levels as well.
Acclaim, for NES.

Pete Rose Pennant Feveris a
uniqgue and powerful base-
ball simulation. It's a slick
pitcher-batter game, but it
also boasts excellent graph-
ics and a vivid recreation of
the game via a “camera’s
eye view"” both behind the
batter and, after a ball is hit,
behind the fielder. Challeng-
ing, readlistic, well-thought-
out. Gamestar, for PC, 64.

Pharaoh’s Revenge is a clas-
sic (yet original) addition to
the maze-chase genre. Fully
the match of arcade-style
games on other computers,
Pharaoh’s Revengetakesyou
through a maze of ancient
passages to find the golden
Egyptian ankhs. If you liked
Pac-Man, Lode Runner,
Donkey Kong, or Mario Bros.,
vou'lllove this one. Publishing
International, for Apple ll, PC,
64,

Platoon recreates the dead-
liness and dangers of jungle
combat. Through a complex
jungle maze, a hideous tun-
nel, and a bunker — you
avoidtripwires, hidden mines,
ambushes, tfrapdoors, and
enemy snipers who pop up
everywhere. Don’'t waste
ammo; it’s not unlimited.
Sunsoft, for NES; Data East, for
Amiga, Apple I, PC, 64, ST.

The President Is Missing is G
tough, complex, sophisti-
cated game of infrigue,
deduction, and suspense.
The terrorist plot involves more
than just a few kidnappings
— a lot more. Sift evidence
(including a 30-minute audio
cassefte) and separate disin-
formation from real leads, as
the world nears the brink of
nuclearwar. Don‘t expect to
solve this one in a single
weekend. Cosmi, for PC, 64.

PT-109 gets high marks for
authenticity. It captures the
feel of nighttime actioninfast,
heavily armed patrol boats.

GAME PLAYER’S

Play single operations or
whole campaigns, from the
Philippines to the Adriatic.
Spectrum Holobyte, for IIGS,
Mac, PC, 64.

Rack ‘Em! evokes the ambi-
ance of the almost-extinct

- neighborhood pool hall and

the leisurely pleasures of the
billiardtable. Excellentgame
simulation, along with a fas-
cinating catalog of trick shots
you can practice after the
computer demonstrates.
Accolade, for PC, 64.

Rad Racer is fast and furious
road racing, with eight differ-
ent courses to conquer. Has
a 3-D mode. Quite popular.
Nintendo of America, for NES.

Rambo, the legendary Green
Beret, must rescue American
prisoners deep in a hostile
jungle. You pass through
conversation screens and
action screens, while status
screens update you on your
firepower, energy, and the
time remaining in your mis-
sion. Some of your enemies
are monsters, but you have
the skills to deal with them.
Acclaim, for NES.

Reachforthe Stars, 3rd Edition
IS an expanded update of
the classic conguer-the-gal-
axy strategy program from
the game pros at Strategic
Studies Group. The game uses
SSG’s charts-and-menus sys-
tem, and there’s a wealth of
playing options. SSG (distribo-
uted by Electronic Arts), for
Amiga, Apple ll, IIGS, Mac,
PC, 64.

1< Rocket Ranger makes you
the hero of a 1940°s science
fiction serial. The Nazis will win
World War Il unless you can
rescue a scientist. Don't
worry! You've been sent ajet
pack from the future. Terrific
graphics, great game. Cine-
maware, for Amiga, 64, ST,
PC. IGS.

Romance of the Three King-
doms asks that you under-
take the modestly challeng-
ing job of unifying medieval
China. No Sunday stroll. Start
as a provincial warlord and
end up as emperor. A classy,
sophisticated game that

conveys a rich sense of his-
torical texture and teaches
fascinating lessons about the
redlities of power. Koei, for
PC.

Seicross is nothing more than
a futuristic bike race. None-
theless, you'll enjoy being at
the controls of a space bike,
destroying the many alien
obstacles and bikers that
keep you from rescuing the
Petrapeople. Threezones will
justlead youtothe Ballank, a
deadly armored dinosaur
vehicle. FCI, for NES.

Serve and Volley is a fast,
furious tennis simulation that
requires quick thinking and
even quicker reactions. Ball
placement, timing, and form
will . mean fthe difference
between winning and losing.
Options include: three diffi-
culty levels; a practice ses-
sion; three surfaces; choice
of strengths; and various
servesandreturns. Accolade,
for IIGS, PC, 64; Jaleco, for
NES.

Shadowgate is an excellent
graphic adventure, with ¢
fascinating interactive envi-
ronment and ingenious
puzzles to unravel. Very chal-
lenging and well designed.
Mindscape, for Amiga, Apple
I, Mac, PC, 64, ST.

Shanghai allows you fo play
the ancient game of Mah-
Jongg without having fto
round up other people, al-
though you canplay withone
or more friends. It's simple to
match the stacked files and
remove them fromthe board,
but winning is not that easy.
Engaging, strategic — and
habit forming. Activision, for
Amiga, Apple Il, IIGS, Mac,
PC, Sega, 64, ST.
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Skate or Die brings home the
excitement of “cement surf-
iINg.” There are radicalmoves
and raunchy seffings galore,
including a distinctly punk
atmosphere. Graphics are
good for NES, extra-nice for
PC EGA version. Ultra, for NES;
Electronic Arts, for IIGS, PC,
64.

Solitaire Royale will gradually
absorb all your spare time if
you're any kind of card fan.
Eight different games for
adults and three for children.
The good news is that you
don’thave to shuffle orset up
tableaus; the bad newsisthat
you can’t cheat. Spectrum
Holobyte, for Amiga, Apple
I, IGS, Mac, PC.

v< Star Saga One may be the
biggest PC game around,
weighing four pounds and
packing 800 pages of fext,
plus maps. A huge sprawling
space opera-cum-role-play-
ing game, SS-One keeps
tongue firmly in cheek while
delivering plenty of excite-
ment. Wonderfully clear
documentation forsuch abig
game. MasterPlay, for PC.

Star Trek: The Rebel Universe
is a gripping adventure
among the advanced worlds
and beloved characters of
the famous science fiction
series. The Klingons are up to
their old tricks as they create
a renegade zone, full of re-
belling starships. Using a tele-
pathic amplifier, they
threaten the peace-loving
United Federation of Planets.
Simon and Schuster Soffware,
for PC, ST.

¢ Super Mario Bros. is a clas-
sic, extremely popular Nin-
tendo game in which you
help Mario rescue Princess
Toadstool from the Koopa
turfles so that she can save
the Mushroom people. Adults
and children alike are capti-
vated by Mario and the
challengesin hiswacky world.
Nintendo of America for NES.

Tecmo Baseball is well-
thought-out, offeringroomfor
strategy and a sef-up that
enables you to play an entire
season or a single game.
Animation is crisp and rea-
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sonably lifelike, especially the
pitching. Amust for hardcore
baseballfans. Tecmo, for NES.

v¢ Tecmo Bowl offersarowdy,
colorful, action-packed foot-
ball simulation for the NES.
Teams in the game mirror
strengths and weaknesses of
real-ife NFL teams, giving
ample scope for coaching
strategy. Definitely for adulfs
as well as kids. Tecmo, for
NES.

Tetris, a game developed in
the Soviet Union, is habif-form-
INg. Place the seven shapes
of falling blocks into horizon-
tal rows. When you finish one
row, it falls from the screen
and the next blocks start fall-
ing faster. Simple tolearn, but
always challenging. Equally
good in all formats. Tengen,
for NES; Spectrum Holobyte,
for Amiga, Applell, lIGS, Mac,
PC., 64, SI.

The Three Stooges are more
than willing to assist Ma as Mr.
Fleecem, a no-good banker,
attempts to evict her (and
Mary, Leona, and Cynthia,
her three beautiful daugh-
ters). To raise funds, the
Stoogestake avariety of odd
jobs, similar to some of their
finest shows, such as Hoi Pol-
loi and Punch Drunks. Lotsa
nyucks. Cinemaware, for
Applell, PC, 64; Activision, for
NES.

Thud Ridge — pairt flight simu-
lator and part aerial combat
game — puts you in the skies
above Vietham as you fly
sorties over Hanoi and fight
off swarming Soviet-made
MiIG jets in your own F-1056
Thunderchieffighter-bomber.
An interesting simulation with
great graphics. Three-Sixty, for
P&

v¢ Time Soldiers, adapted
from the arcade hit, is a chal-
lenging. complex game in
which you fight enemies in
the past, present, and future.
Thisgame exercises your brain
as well as your reflexes. A
friend can play along with
you in a cooperative mode.
Sega, for Sega.

Top Gun will give you the
experience, the speed, and

GAME PLAYER'S

the thrill of flying the hot F-14
Tomcat, from takeoff to
touchdown. You'll face en-
emy jets and warships in the
first two levels, ground tar-
gets in the third. In level 4,
they throw everything at you
pbut the kitchen sink — you'’ll
have to be top gun fto sur-
vive! Konami, for NES.

Track and Field Il recalls last
fall’s Olympic fever. Play 15
games of skill, stamina, and
savvy. Challenge an oppo-
nent or the computer in pole
vaulting, archery, gymnas-
tics, fencing, swimming, and
many other exciting contests.
Choose any sport you want,
do well, and listen to the
cheering crowds. Konami,
for NES.

The Train lets you save art
treasures from the Nazis, with
the help of the French Resis-
tance. Intriguing premise, well
thought-out, lots of room for
stfrategy, and plenty of ac-
fion. Based on splendid John
Frankenheimer film of same
name. Accolade, for 64, PC.

v¢ The Twilight Zone com-
bines plots from old episodes
of the television classic in a
text adventure with some
graphics. Explore your neigh-
borhood, but don’t be sur-
prised if you end up on A
desert island or in a baftle
with Death. First Row Software
Publishing, for PC, Amiga, 64,
Apple ll.

v¢ Ultima V is the latest in a
deservedly popular series of
fantasy role-playing games.
Its alternate-universe, Tolkein-
ian world is much better
thought-out and internally
consistent than is usual in this
crowded genre. Charming
tapestry-like graphics and
smooth playability make this
a winner. Origin Systems, for
PE.

Universal Military Simulator
offers armchair generals the
chance to refight actual
battles, refight them as you
think they should have been
fought (orgenerate yourown
maps and armies). New sce-
nario discs are being added
to the basic set, making this a
powerful program indeed.
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Rainbird, for Amiga,Mac, PC,
64, ST.

Wheel of Fortune is the game
show brought to life, com-
plete with your own letter-
turner. The child’s game of
Rangman made glitzy and
glamorous. For solo or mul-
tiple players. Sharedata, for
Applell,PC,64; Gametek, for
NES.

Where in Europe Is Carmen
Sandiego? is a learning ool
that actually manages to
provide hours of fun as well.
You'll be surprised how much
geography you'll learn while
scouring Europe for a band
of art thieves. Broderbund, for
Apple Il, IGS, PC, 64.

Wizardry V: Heart of the Mael-
stromisthe latest gameinthe
acclaimed Wizardry fantasy
role-playing adventure series.
Beginners and experienced
players alike will find plenty to
enjoy in this game. Sir-Tech
Software, for Apple ll, PC, 64.

Wizards and Warriors takes
place in the deadly forest of
Elrond, home o the evil wiz-
ard Malkil. Guide the warrior
Kuros through seven levels of
adventure as he tries to free
the princess from Malkil’s
Castle IronSpire. Use the
magic sword to battle mon-
sters, killer insects, and the
undead (among others).
Acclaim, for NES.

Wood & Water Rage offers @
rad-bad skate boarding and
surfing challenge for Nin-
tendo players. Lots of action,
plus excellent color graphics.
LJN, for NES.

World Class Leaderboard is
world-class golf, played on
actual championship
courses. Exceptional graph-
ics and a “kids” level of play
which dllows parents and
children to play the same
game on two different levels
of difficulty. One of the best
of its type. Access Software,
for Amiga, PC, 64.

Zak McKrackenandthe Alien
Mindbenders allows you to
pecome a top journdalist for
the National Inquisitor. Jour-
ney to Egypt, the Bermuda

Triangle, Mars, and other
exoficlocalesinyourafttempt
tostop aliens from turning the
population into idiots via the
telephone company. Lofs of
puzzles and lots of fun.
Lucasfilm Games, for Apple
I, PC, 64.

Zelda IlI: The Adventures of
Link is the sequel to the super
hit, The Legend of Zelda.
You'll be amazed at the
depth and challenge of this
immense, rich new adven-
ture game. Link once again
fights against the powers of
darknessinthe land of Hyrule.
Roam with him from the North
Castle to Death Moun-
fain...and beyond. Nintendo
of America, for NES.

Zoom! pits your little Zoomer
against a mass of nasty ali-
ens and black holes. Race
around different mazes,
painting the grids. Finish one
and you'’ll blast off to one of
the other 49. Also has a co-
operative/competition
mode for two players. Moves
almost tfoo fast on AT com-
patibles. Discovery Software,
for Amiga, PC, 64.
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Have you ever made it all the way to the end of a difficult game,
or racked up a higher score than anyone you know?

Now's your chance to reveal your prowess fo hundreds of thou-
sands of people — and all of them game players like yourself! In
upcoming issues, the "Gamer’s Hall of Fame” will spotlight a few
lucky gamers who have reached news s of skill and daring.
Their pictures will appear on the pd with some back-
ground information. And every wil ame Player’s 1-
shirt!

If you're an expert game£
of yourself, a picture of you
fion about yourself. Do
and an address wherg
under 18, be sure i«
giving permissiong

S A photo
ainforma-
Kmiber

b 'rc
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SCIENTIFIC TOY
PEOPLE WERE FASCINATED BY THE PET ROCK...
NOW!II!
- THE PET TORNADO™
_ﬂ;":z?;& ) BASEBALL CAPS|| [ 100'S OF TITLES AVAILABLE i ag ekl
YOUR FAVORITE NINTENDO CHARACTERS ATARI A 5200 . + Fun way to learn . Great gift idea...
I " T = o about Mother Nature something different
m ====7% Am 'ga | I . Keeps adults un:' . Glrmﬂ c:nuemiﬂun
& ] chiidren amused for piece. must for shy
Qe SEEA | Hir || | oo
CovecoVision” = T
520-ST PYIWYL] The Pet Tornado seen on
INTEWLIViSION" Macintosh A NBC's Today Show*
JOYSTICKS dC]n[OS 2 I | Send for your Pet Tornado today
& 1 ATARI 2600™
MAIL $.?.DO. plus $1.50 shipping and handling per FOR A COMPLETE CATALOG I HnnT $6.50
E?Hpmt:?‘l, N‘:IIDEBOBTEU Eliz;‘ JEI’EEVBI'::IUE?'I?; ’adr;ng’:’: SEND YOUR NAME, ADDRESS, AND MACHINE TYPE KIMBEHL':CAMPEE
sales tax. Specify "PUNCH OUT", "SUPER MARIO PLUS §1 FOR POSTAGE AND HANDLING TO: | ; o FROpDUCTS
BROS.”, "ZELDA", "NINTENDO™ d size: — :
ﬂ; {Sﬁ rs). BOYS( 4__%}5}* NGLITH ia_fgwsﬁfz; TELEGAMES USA CONVERSE, TX. 78109
- BOX 901  LANCASTER, TEXAS 75146 © (214) 227-7694 ke Lol o
WANTED ADVERTISERS® INDEX
R R ATV PAGE
We buy and sell Cartridges for: ig;\f‘ggggoun? PA%E agréfnsm =49
: ;’:g: ndo Acclaim IBC, @ Melbourne House 1
e Atari. 2600 CSG 11 Sigh'rs & Sounds 35
S P : DE et , Data East BC SNK IFC
end (3) three 25 cent stamps 1o Doc’s Game Busters 29 Superior Business Center 31
receive our buy/sell pricelist of over Eclectic 15 Tenaen 4
500 different titles. Our eighth year. 9
Faxtron 19 Video Replay 25
Play it Again Game Exchange 27 Game Player’'s GameTlapes 13
P.O.Box 6718 Dept. GP Jaleco 6 Game Player’'s Sweepstakes 16,17
Flushing N.Y. 11365 Master Play 23 Game Player’s Subscription 32,33
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Here’s your chance to let other
Nintendo and Sega game players
know your favorite games! Send
us a card or letter listing your top
three Nintendo and/or Sega
games. We'll print Top Ten lists for
both Nintendo and Sega systems
INn an upcoming issue!

Send your Top Ten picks
to Readers’ Poll, Game Player’s,
P.O. Box 29364, Greensboro, NC

27429,

GAME PLAYER'S

(Computer games with
more than 250,000 copies
sold, as certified by the
Software Publishers Associa-
tion; includes only partici-
pating member compa-
nies. Listed in alphabetical
order.)

California Games (Epyx)
Chuck Yeager’s
Advanced Flight Trainer
(Electronic Arts)

Dr. J and Larry Bird Go
One On One

(Electronic Arts)

F-15 Strike Eagle
(MicroProse)

| Gunship (MicroProse)

Hardball (Accolade)
Hitchhiker’s Guide fo
The Galaxy (Infocom)
Karate Champ

(Data East)

Karnov (Data East)
Lode Runner
(Broderbund)

Pinball Construction Set
(Electronic Arts)

Ring King (Data East)
Silent Service (MicroProse)
Skyfox (Electronic Arts)
Summer Games | (Epyx)
Test Drive (Accolade)
Where in the World

is Carmen Sandiego?
(Broderbund)

Winter Games (Epyx)
ZORK | (Infocom)

(Providedbythe Babbage’s
chain of soffware stores.)

1. Pool of Radiance (SSI)

2. Jordan vs. Bird: One
On One (Electronic
Arts)

3. Double Dragon
(Arcadiq)

4. Where in the World is
Carmen Sandiego?
(Broderbund)

S. F-19 Stealth Fighter
(MicroProse)

6. Where in the USA is
Carmen Sandiego?
(Broderbund)

. Test Drive (Accolade)

. Microsoft Flight
Simulator for 3.0
(Microsoft)

9. King’s Quest IV (Sierra)

10. JackNicklaus’ Golf

(Accolade)

0 ~d

(Provided by the Software
Etc. chain of stores. Listed in

alphabetical order.)

Abrams Baftle Tank
(Electronic Arts)

Battle Chess (Interplay)
Chessmaster 2100
(Software Toolworks)
Chuck Yeager’s

Flight Trainer (Elec. Arts)
The Duel: Test Drive |l
(Accolade)

F-19 Stealth Fighter
(MicroProse)

Hostage (Mindscape)
688 Aftack Sub (Elec. Arts)
Space Quest Il (Sierrq)
Where in the World Is
Carmen Sandiego?
(Broderbund)
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THE
POWER
TO MOVE

with the
ACCLAIM REMO'I'E'

bt

Acclaim’s Wireless Remote . v
Controller gives you the power

to really get into the action of

your favorite Nintfendo® games.

With no wires to tie you down, you

can roll and tumble through your

greatest adventures. It's accurate "
from up to 30 feet cway and features
a Rapid-Fire mode that gives you a
shot at super high scores. It even looks
and feels like the Nintendo® controller
you already know. And the Acclaim
Remote carries the Nintendo® Quality
Assurance Seal. Now nothing gets
between you and the action! *
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Acclaim,”™ Masters of the Game ™ and Wireless-Infrared Remote Controller™ are tfrademarks of Acclaim Entertainment, Inc.
Nintendo® and Nintendo Entertainment System® are trademarks of Nintendo of America Inc. © 1989 Acclaim Entertainment, Inc.
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FOR THE COMMODORE 64/128% AMIGAY AND ATARI ST¢

DATA EAST USA, INC., 470 NEEDLES DRIVE, SAN JOSE, CA 95112 (408) 286-7074. © 1988 Data East USA, Inc. Batman, all related
characters, slogans and indicia; ' & © DC Comics Inc. 1988. Game Design: © 1988 Ocean Software Ltd. Manufactured under license
by Data East USA, Inc. Ocean is a registered trademark of Ocean Software Ltd. Commodore is a registered trademark of
Commodore Electronics, Ltd. Atari is a registered trademark of Atari Corp.




