


7 TurboExpress gives
' you 16-bit graphics with
the same brilliant color,
| the same six-channel
sound, the same intense
game play, and best of
all, you can use the same
TurboChip games you use
on the TurboGrafx home
system. Now you can have
the take-it-anywhere con-
venience of the TurboExpress
with all its cool features and your
choice of four great games FREE
when you buy a TurboExpress.
Choose any four of the following
six games: Packland, Victory Run,
Alien Crush, Fantasy Zone,
Vigilante, Power Golf. So wherever
you may
have to “g0”,
make sure you
take along the
TurboExpress

999 OF FREE SOFTWARE

ﬁ‘"‘ Turbo Technologies. Inc

o e Bahhance Flartranice Raiticie The Gond Guve MceDuffe Software Ete . Video Concepts. Walden software and through Sears Catalog.
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Street Fighter I1, Splatterhouse, Altered Beast, Cosmic Fantasy 2 and more.

TURBOTIPS

This issue, our gurus of games have come up with hot codes for such challenging
contests as Bonk's Revenge, Valis I1I, The Addams Family, Turrican and Raiden.
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| have a question about the picture
of Street Fighter Il—The World Warrior
that appeared on the cover of the Febru-
ary/March 1992 issue of TURBOPLAY. Is
this an actual screen from the PC
Engine Duo version of the game or is it
an arcade screen? | was also wondering
if you could show more scenes from
this game, and if you know when it is
coming out. It looks amazing!
—Brian Carley
Livingston, New Jersey

We've received dozens of calls and
letters from readers who are asking the
same questions. Street Fighter Il is cur-
rently the hottest arcade game in the
world, and when we heard the news that
Hudson Soft Co., Ltd. had started to de-
velop the game for the PC Engine Duo in
Japan, we expected to see it in the Unit-
ed States as soon as it was finished.

Unfortunately, the Japanese and
American branches of Nintendo still hold
a fairly strong grip on the video-game
marketplace. Though it's something of a
throwback to the days of the late
'80s—when all of the company’s third-
party licensing agreements pi d
each game from appearing on any other
system for a period of two years—Ninten-
do’s negotiations to bring Street Fighter Il
to the Super NES (and the Super Fami:

:_

was released, this is still an official
Capcom license that includes charac-
ters like Ryu, Ken and Sagat, who
became popular when Street Fighter Il
took off. It's not a very good game,
especially for a CD-ROM title, but it
might keep you busy while you're wait-
ing for the sequel to appear.
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In the August/September 1990 issue
of TurBOPLAY there's a strategy guide for
Splatterhouse that shows Rick with a
white mask, just like at the arcades. But
in the TurboGrafx-16 version, Rick wears
a red mask. Why is that?

Do you happen to have any informa-
tion on the game Altered Beast for the
PC Engine? Also, there’s a little section
on Shadow of the Beast in the Febru-
ary/March 1992 TursoPLAY—will this be
a TurboChip or a CD game?

—Andrew Butt
Sylmar, California

Good questions, Andy. The Splatter-
house strategy guide was prepared with
the Japanese (PC Engine) version of the
game, just before the American version

com in Japan) seem to have di: d
Capcom from licensing the game for play
on any other home system.

The rumor mill continues to grind,
but a source at Capcom maintains that
the SNES Street Fighter Il is the only
home version that has been developed
for official release, at least for now.
Sorry for any confusion that the cover
photo may have caused.

Incidentally, TurBoPLAY readers may
not be aware of the fact that the origi-
nal Street Fighter has been available for
the TurboGrafx-CD in the United States
for two years. Though the game'’s title
was changed to Fighting Street when it

was P D i K at NEC
in the United States changed the main
character’s mask to red in order to
avoid comparisons between Rick and
Jason Voorhees, the killer with the hock-
ey mask in the Friday the 13th series of
slasher movies. There wasn't any threat
of legal action over a possible copyright
infringement, but NEC decided that it
was better to be safe than sorry.

According to our records, NEC
Avenue released two versions of Altered
Beast for the PC Engine in Japan during
September of 1989—a 4-meg HuCard
and a CD-ROM. It's our understanding
that both were pretty poor interpreta-
tions of the original Sega coin-op. Final-
ly, Shadow of the Beast has been
announced as a Super CD-ROM to be
released in November.

£7

In the Coming Soon section of the
April/May 1992 issue of TurRBOPLAY,
Donn Nauert refers to Cosmic Fantasy

oy /

2 as “the number three RPG of all time
for the PC Engine.” Then, just a few
pages later, Victor Ireland calls Far East
of Eden “the number two rated RPG of
all time for the PC Engine.” | love role-
playing games! What, pray tell, is the
number one RPG of all time for the PC
Engine?

—John Torrington

Elmira, New York

You're probably expecting to hear
that the number one RPG is some
obscure adventure that has no chance
of ever appearing in the United States.
Actually, it's been available for the
TurboGrafx-16 in this country for quite a
long time. Based on sales figures from
Japan, the most popular PC Engine RPG
of all time is Ys—Book | & II.

£

Impossamole is awesome and a lot
of fun, but | feel there is something
missing. When | beat the game, Impos-
samole just did his dance like he does
whenever he beats any of the other lev-
els. It went on to show the cast of ene-
mies and the designer credits, but then
it just said “The End.”

What happened to Impossamole?
Did he ever get back to Earth from the
alien planet? What happened to the
aliens that gave him his superpowers?
Did they turn him back into Monty
Mole? Is there going to be a sequel to
continue the story? | understand that
the game is based on a computer title.
Is there an Impossamole 2 for the com-
puter or maybe for the PC Engine?

—Philip Payne
San Diego, California

A quick phone call to Gremlin Graph-
ics Software in the United Kingdom has
confirmed your worst fears, Philip.
Impossamole was originally an Amiga
title that was based on a series of
Monty Mole computer games released
overseas during the mid-'80s. The end-
ing was “left open” for a possible
sequel, but Gremlin has no plans to
develop any new Monty Mole titles for
any computer or game system. 3

Send your mail to:
TuRBOPLAY

9171 Wilshire Blvd., Suite 300
Beverly Hills, CA 90210
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WE HAVE THE HEARL.
YOU HAVE THE BRAIN.
THE GOURAGE IS FREE.

X

©1992 RED

We here at Turbo Technologies, Inc. have quite a heart to be
able to offer you our TG-16 unit for only $6999. If you're using
your brain, that's $30 off our regular price. And now Keith
Courage is included free.

Available at Toys “R" Us, Babbages, Electronics Boutique, McDuffs, The Good Guys, Video Concepts, Walden software and through Sears Catalog
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Lords Of The Rising Sun Valis Il Y's | and

You are the powerful Samurai From the ashes of your ravaged Only you can unlock a 700 year old
general in your fight to conquer homeland, the legendary sword mystery. But beware, the Demon
armies of 12th Century Japan. Valis calls out to you. Boss awaits you!

® T oyt Turbo Technologies, Inc., the Wizard of
Oz-some Video Games, (sorry pun
lovers) brings you a new world of
electronic game play for only

o e $149.99. Our TurboGrafx-16 System
Yuko, princess Vernal and Char must Young Galam looks at a world he and Compact Disc attachment give
overcome the c‘_/ll forces of Ramses will soon control. v

and save Vecanti you superior CD quality graphics and
sound, even through

the worst tornado. In
addition, you'll be
able to listen to your
favorite musical

CD’s on your

TurboGrafx unit. Which is

great news for all music
lovers. Even Toto fans

Monster Lair
Incrediible mutants will boggle your
brain. Worse yet, you have 14 levels
of mountains, oceans and obstacles.

Sherlock Holmes vs i It Came From The Desert

Talk to witnesses, read the Chaos rules as blood-thirsty See live actors try to stay alive as
newspaper, visit suspects, check creatures threaten innocent lives. you battle hideous mutant ants
the crime scene in search of clues. born of atomic testing.

“Our apologies to the residents of Kansas. But we don't think anyone would get our headline if we said: “THIS AINT EXACTLY NORTH DAKOTA ANYMORE, KID".



The Addams Family J.B. Harold Murder Club Fighting Street

Battle ghastly pranks and ghoulish J.B. Harold Murder Club is a full- The Karate-ka "Ryu” must challenge
surprises throughout this sprawling blown murder mystery with over 30, tough street fighters in Japan, the
mansion: characters. U.S., China and England.

With all the options that

our new CD attachment
offers, you'll be a wizard
inyour own living room.
Not only can you play these 16 CD-Rom

g‘agical Dinosaur Tour Jack Nicklaus Golf

ee how historic creatures lived in You'll need a perfect swing, flawless

their habitats or watch the process timing and a pro’s club selection. games, but also the recently released CD +
of evolution. Don't forget to follow through. G(aph\cs discs. This new type of CD allows

you to simultaneously listen

* to music while viewing
various graphic images, all
through your TV screen.

, y - Your CD player will even play

regular music CD's, with the
same great sound quality. But don't forget
about our software library of over 80 exciting
(D and Turbo-chip games to choose from. All
of which will put you in another state of mind,

Or maybe even another state.
i e ‘ - ‘
Fly a chopper, attack and shoot Guy Gazama is a man with super
your way through the enemy and human abilities, fighting against an
capture their weapon system. international arms syndicate. [<2] 1G-16 TG-CD
$149.99 $69.99 $219.98

©1992 RED.

Get your free 20 minute video of TurboGrafx's new TurboDuo and software line-up.
Send your name, addfress, age, sex, and tell us which game system you use now to:

=
Free Video Give-Away / e/
Turbo Technologies, Inc. y_—_—
6701 Center Drive West ste. # 500 Los Angeles, CA 90045 Turbo Technologies. Inc.

vailable at Toys "R” Us, Babbages, Electronics Boutique, The Good Guys, McDuffs, Software Etc., Video Concepts, Walden software and through Sears Catalog.




Has The Addams Fam- 3980080000
ily got the best of you?
Now you can take on this
tough-to-beat CD-ROM
title and have a huge ad-
vantage.

In the graveyard at the
beginning of the game,
you'll hear Gomez say,
“Tully, my good man, how
about playing a round of
golf?” While he's talking,
point the control pad as
follows: Up, Up, Right,
Down, Left, Up. You'll start
the game with 79 lives in
reserve!

Here's a code that
| will give you a behind-
| the-scenes look at this
hack-and-slash epic.
At the title screen,
press I, Il, Left, Right,
Down, Up and RUN.
This brings up the “vi-
| sual debugger” menu,
| which allows you to
| watch any of the
— S e I - game's animated in-
termissions— just choose any act and press the | button.
Press Il and you'll move to the “extra servis” menu, with a
music test and a message test. Our thanks to Jeff Harless of
Lower Burrell, Pennsylvania, for sending in this TurboTip.

THIP'S

BY CHRIS BIENIEK

In our December/January 1992
issue, we told readers how to bring
up a menu to select any of the
game’s bonus stages. Here's a way
to use that code to sneak a peek at
the game's ending.

At the mode select screen, hold
down button Il and press RUN to
enter the bonus stage select menu.
Move the smiley-face cursor to
“EXIT,” then press |l and RUN at the
same time and hold both buttons
down for a moment. You'll get to
watch the computer draw a large pic-
ture of Bonk while it plays the “PC
Genjin Theme Song.” If you're lucky
enough to own the Japanese version
of the game, you'll also see words
on the screen, which are meant to
help you sing along.

continued on page 10
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EACH ISSUE PACKED WITH:
*Game Strategies
*Hot New Information
*Turbo Tips *Reviews
*New Game Previews
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Mail To: TurboPlay, P.O. Box 16928, N. Hollywood, CA 91615

Yes! Sign me
up for 6 blmonthly Address
issues of TurboPlay cv/serzr

. OPayment Enclosed—Charge My ~ OVisa OOMC
f9r the low subscrip- _ -
tion rate of $9.95! T

MONEY BACK ON UNMAILED ISSUES IF NOT SATISFIED. Make checks payable to L.F.P. Inc. Foreign add $10 per year.
Your first issue will arrive in 6-8 weeks. WATCH FOR IT!
CMUWW

California Residents Add 8.25% Sales Tax.




continued from page 8

If you didn’t see last issue's extensive
strategy guide—or if you simply weren't paying
attention—you may have missed a few valu-
able tips that were included in the text.

When you've lost your last ship and the con-
tinue screen appears, wait until the countdown
reaches zero before you press RUN. When the
game continues, you'll receive a handful of
power-up items to help you get started again.
CREDIT 6 There are several points in the game where
you can shoot at bushes or other elements of
the background scenery to find a hidden fairy.
Pick up the fairy, and
the next time you lose a
life she'll appear and
sprinkle all of your
power-up items in front
of you. The one shown
here appears in the first
stage, and there are
others in the fourth and
sixth stages. The fairies
are also worth 10,000
points.

PIEP)

Go to the options
screen in Ballistic's sci-
fi blaster and move the
arrow to “EXIT." Press
the TurboPad buttons in

this order: I, II, 1, Il, 1, I, CORRECTIONS
I, 11, 1, Il, then press A printing error in the
RUN. You'll get a new “Ultimate Turbo Tips
menu screen that al- OPTIONS Guide” in the October/
lows you to select an in- HIGHSTORE November 1991 issue of
vincible “CHEAT” mode. TursoPLAY has only re-

cently come to our atten-
tion. In the code for
World Court Tennis, the
strange triangle-shaped
character appeared as
only a thin underline. The
correct password is as
follows:

JKXNPPPPAAAPAbF

Buy a new racket, shirt
and shoes in Toronto,
then head to the island
north of Toronto.

!
i
|
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rab your TurboPad and hang on

for dear life—a brand-new chap-

ter in the Bonk series of games is
headed for your favorite game system!
TurBOPLAY is proud to present this
sneak preview of a thrill-filled shooter
that’s shaping up to be one of the
hottest TurboGrafx-16 titles yet

Though the official name of this
wild adventure has not yet been de-
termined, Turbo Technologies Inc. has
been referring to it as Bonk’s Thunder
Shooting for the last few months.
Scheduled for American release in
November, the game represents quite
a departure from the run-and-jump
mayhem of Bonk’s Adventure and
Bonk’ Revenge. This time, the star of
the show is a futuristic descendant of
the original Bonk, a flying hero with a
bold, yellow lightning bolt plastered
to the front of his bald head.

Only a few of the game’s many lev-
els were complete at press time, along
with a rough version of the final bat-
tle against the King Drool of the fu-
ture. Please be aware that many of the
game’s elements are sure to be
changed by the time the TurboGrafx-
16 version of Bonk’s Thunder Shooting
hits the shelves—character names
may be different, and there are certain
bits of animation that must be re-

12

moved for the American market—but
the eye-catching colors, dynamic mu-
sical score and addicting game play
will surely be intact. Take a look at
the next-generation Bonk—we think
you'll like what you see.

DD (eSO

Elye-

BY CHRIS BIENIEK

he futuristic “cyborg” Bonk can

power-up with many different

(and unlikely) types of weaponry.
Don't be surprised to see him dispatch
his enemies with boomerangs, light-
ning, a huge iron fist, giant bear-trap
dentures or even a deck of cards!

ne of the neatest features of the
new Bonk shoot-"em-up is our
hero’s ability to take one of his

TureoPLAY ¢ June/JuLy 1992



his sharp-toothed “madball” can

change you into a nuclear

knuckleballer, complete with
major-league spikes and pinstripes.

ten closest friends out on the battle-
field with him. If you choose this op-
tion, you can start each level with a
special character who flies along with
you and fires missiles.

' ith the dog character as your
sidekick, you can transform
into a beast whose bark is defi-
nitely worse than his bite.

he mechanical “Dump” allows
you to plow through any adver-
sary like a Bonk-ified bulldozer.

ach of the “friend” characters
in Bonk’ Thunder Shooting can

be used as a special power-up
to grant temporary invincibility and
give you a special weapon for a short
period of time. You can only use this
option once with each character, and
your “friend” will be gone as soon as
the effects wear off. But it’s worth
trying, because it actually combines
the futuristic Bonk with the chosen
character to form a strange, new
creature.

This little guy is called Yamashiro
in the prototype Japanese version of
the game. Pressing the SELECT but-
ton causes an explosive metamorpho- nosed missile that can join
sis that turns the Bonk cyborg into a forces to create a bizarre bat-
samurai warrior. tering ram.

ocketon” is a huge, red-

TurgoPLAY ¢ June/Juty 1992 13




It's not an easy task to piece together a his-
tory of the Bonk family. Due to the differences
between the Japanese and American versions
of the games he has appeared in, a definitive

“biography” of the character is not
available...but we'll do our best.

Bonk first appeared in 1989 in the pages of
a Japanese video-game magazine called PC
Engine Monthly. Though it rarely happens |n

ere’s a collection of “boss”
characters that appear in the
preliminary version of the
game. Several of these creatures will
appear to be beaten after you blast
them for a few moments, but will
then come back stronger in an even
uglier guise!
Don't be fooled by the beautiful

colors and cartoonish looks of your

30NK

u ;tf;// A,

comic strips that run for several months before
a game is released. After a few months of intro-
ductory features, the four-panel strip on the
last page of PC Engine Monthly was officially
turned over to PC Genjin, a computer-drawn
comic based on a new character created by the
Red Company. The name was a pun that poked
fun at the name of the game system that the
magazine covers exclusively.

Genjin means “caveman,” although the
name will ionally appear as “PC Kid”

this country, Japanese gamers are
given the opportunity to familiarize themselves
with new video-game characters through

14

when it's translated into English. As the popu-
larity of the PC Genjin comic strip gained mo-

enemies. The new Bonk shoot-em-up
requires fast-fingered reflexes and

nerves of steel. And, if you don't take

the challenge seriously..

QOO B0E

ou'll be shot down and re-
duced to a smoking heap
of scrap metal!

Z fx{//,%,

®)

mentum, Hudson Soft and Red worked with
Atlus to develop a game that would combine
the caveman character with the brightly colored
“tropical island” settings of Hudson’s Adven-
ture Island titles. Though the programmers at
Atlus were forced to pull the entire project to-
gether in just three short months, they found
ways to relieve the stress of late-night overtime
work and marathon weekend code-writing
Many people in the industry are still unaware
that the enemy characters in the original Bonk
game are caricatures of Atlus and Hudson Soft
executives!

TursoPLAY ¢ June/Juty 1992



Tentatively titled Bonk 3, the caveman’s
newest adventure is the first Bonk game
with a two-player cooperative option.

TurgoPLaY ¢ June/Juty 1992

In December of 1989, PC Genjin was re-
leased as a HuCard for the PC Engine. The
game was a natural. The computer-drawn
comic always looked like screen shots from a
video game anyway—in fact, another game
magazine mistook the strip for a real PC En-
gine product in development. Japanese game
players showed their approval by sending the
new title straight to the top of the charts, and
to this day the comic strip still brightens the
back pages of PC Engine Monthly.

By the time PC Genjin made his way to
America in early 1990, his name had been
changed to Bonk and his first adventure had
been titled, appropriately enough, Bonk’s Ad-
venture. Rated an overall 9 on a 1 to 10 scale
in the pages of VIDEOGAMES & COMPUTER ENTER-
TAINMENT Magazine, it quickly became the
hottest-selling TurboGrafx-16 title since the
system was introduced in this country. And
Little Bonk, a comic strip hero in his native
land, became a corporate mascot in America, a
symbol who represents the entire TurboGrafx-
16 line of game products.

Meanwhile, Hudson Soft had plans for a
sequel. Though PC Genjin 2 didn't break any
new ground upon its release in July of 1991,
its sharper graphics and longer, more chal-
lenging scenario solidified the cave-kid's sta-
tus as one of the most popular Japanese
video-game characters. Retitled Bonk’s Re-
venge for the TurboGrafx-16, it has left Ameri-
can gamers starved for more.

As you can see in the accompanying fea-
ture article, Bonk's futuristic descendant is set
to appear on these shores in a shoot-'em-up

adventure that takes the character in an entire-
ly different direction. But what's in store for
the original Bonk, the prehistoric charmer who
has provided gamers around the world with
hundreds of hours of happy head-butting?

Aside from the shoot-"em-up, there are two
other Bonk titles in development at press time.
The first, which is expected to appear during
the second quarter of 1993, is a straightfor-
ward, run-and-jump sequel to the first two ti-
tles. With a working title of Bonk 3, it sounds
like business as usual for the little cave-
guy—but, when you take a peek at Turso-
Puay’s exclusive screen shots, you will under-
stand why Bonk's latest prehistoric adventure
is markedly different from the first two.

In the early version of the game that we
previewed, special “candy” power-ups can
change Bonk into a tiny, pocket-sized mini-
Bonk or an enormous, giant-sized Bonk! Not
since China Warrior has such a large character
appeared in a TG-16 game under the player's
control, and the giant Bonk retains all of the
motions and charisma of the regular-sized
character.

The other exciting news about Bonk 3 is
that it will be the first two-player cooperative
game in the series. That's right—with a Turbo-
Tap and a spare controller you'll be able to
take a friend with you as you head-butt your
way through old and new enemies. And, as
you can see, it's pretty hilarious when both
characters can change size to make some in-
teresting combinations!

Also in development for the PC Engine is a
role-playing adventure based on Bonk and
other characters who have surrounded him in
previous games. Not much information is
available about the role-player, except that it is
expected to appear in Japan and America dur-
ing 1993.

Interestingly, Hudson Soft USA had just re-
cently announced the impending release of
Bonk's Revenge...for the Nintendo Game Boy!
Though the game has been developed for the
Game Boy and the 8-bit NES, both products
had been put on indefinite hold at press time.
Nobody knows for sure how this cross-mar-
keting will affect the sales of the TG-16 Bonk
titles, but it sure would help to increase the
visibility of our prehistoric pal in this country.

Count on future issues of TurBOPLAY to
keep you up-to-date on the exploits of Bonk
and his family, wherever their travels might
take them. Until then, keep your eyes peeled
for the new Bonk shoot-'em-up—it looks like a
hot one.

—C.B.
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TTI LOWERS
TURBOGRAFX-CD
PRICE

TurBOPLAY readers

may be thrilled—or
shocked—to hear tha
the cost of the Turbo-
Grafx-CD has been dras-
tically reduced to
$149.99, half of its origi
nal suggested retail price
Even before the cut was
officially announced to
the press in mid-April, re
tail outlets across the

country had already :
started to sell the unit at :
: ware under the Turbo-

the new price.
“Our decision today
means that a

16

: complete TurboGrafx-16

CD system, including
base unit and CD add-
on, can be delivered for
ess than $250,” said
Naoyuki Tsuiji, president
of Turbo Technologies
Inc. (TTI). As reported in
our February/March
issue, the new company
is a joint venture founded
by NEC Corporation and
Hudson Soft Company
Ltd. that has assumed
the responsibility for
manufacturing and mar-
keting hardware and soft-

Grafx name.

The price cut
means that the Tur-
boGrafx-CD is the
lowest-priced CD-
ROM unit avail-
able anywhere.

Released in 1989, it re-
mains the only CD-ROM
attachment specifically
for use with a home
video-game system.

The announcement is
particularly interesting in
light of the impending re-
lease of the TurboDuo,
TTI's new game system.
See an accompanying
story (TurboDuo Set for
October Release) for
news about compatibility
between the two sys-
tems, as well as informa-
tion on the accessories
you'll need to upgrade to
the new Super-CD con-
figuration.

TURBOGRAFX-16
SYSTEM FOR
$69.99?

During the formalities
¢ of the Summer CES, Nin-
tendo and Sega dropped
the suggested retail
prices of their respec-
tive 16-bit base units
to $99.95. In a late-
breaking story, TTI has
¢ followed suit by lowering
the cost of a TurboGrafx-
16 to just $69.95. While
the competition’s “under

$100” systems will in-
clude only one joystick
and no software, the
newly priced TG-16 will
still include Keith Cour-
age in Alpha Zones.

TURBODUO SET
FOR OCTOBER
RELEASE

Formally unveiled in
May at the Summer Con-
sumer Electronics Show
in Chicago, TTl's new
TurboDuo system is ex-
pected to appear in se-
lected markets on Octo-
ber 10. Released in
Japan as the PC Engine
Duo, the system com-
bines a standard Turbo-
Grafx-16 with a Turbo-
Grafx-CD unit in a single,
slick-looking machine
with a built-in Super-CD
system card that reduces
CD access time.

Though a suggested
retail cost of $299.95 will
establish the TurboDuo
as the second most ex-
pensive home video-
game system the
American market (after
SNK’s Neo+Geo), it re-
mains the only home

in
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pany’s first Super-CD,
which combines Bonk’s
Adventure, Bonk’s Re
venge and Hudson Soft's

video-game system with
CD-ROM capabilities.
The package is expected
to include one TurboPad
controller and $50 worth
of discount coupons to be :
used toward the pur-
chase of game software.

Perhaps most signi
cantly, the TurboDuo will
be bundled with more
software than any other
video-game system, past
or present. The package
announced at the Sum-
mer CES includes a Dun
geon Explorer HuCard
the popular Ys—Book | &

compact disc!

That's five games,
worth  approximately
$250 if purchased sepa-
rately—and
some may ar-
gue that Ys—
Book | & Il'is ac-
ually two games
n one, for a
total of six titles.

If you already

red-hot Gate of Thunder :
shoot-'em-up on a single :

Grafx-16 and the Turbo-
Grafx-CD player, you're
not far from owning a
system with the same ca-
pabilities as the Turbo-
Duo. The only significant
difference between the
original CD-ROM setup
and the new one is the

Super-CD system card,

/I CD-ROM and the com

RN

B e
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which is expected to be
available some time in
the near future. Gate of
Thunder is expected to
appear by itself shortly

¢ thereafter, though it has

been rumored that the
game will be packaged

i with the Super-CD sys-

* tem card. All of the exist-

ing TurboChip and Tur-
boGrafx-CD titles are
compatible with the new
system. 3
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NEUTOPIA Il

ONE PLAYER
TTI—TurboChip
e
ad

30K 3 K K I I K
Cs KOOI M I K K
YOOI NN O I I K

Puavasiury

Overall 33k 3 3k 3 I K K K
Like the Nintendo Zelda games or
the Ys series, the Hudson Soft Neu-
topia games combine exploration and
combat, both in large doses. Neutopia
Il has taken over two years to bring to
market, and, as much as | enjoyed this
game, | wonder what Hudson Soft has
been doing for the past two years that
warrants such a long development peri-
od. The graphics, the interface, the list
of objects to find and use and the puz-
zles are virtually indistinguishable from
the original. Only the villains, the plot
and the layout of |Ss=u—. >
the world seem

O- SUPER CD
e CD

4-MEGABIT CARD
[s|]- 8-MEGABIT CARD

4]=

who went to learn why Evil had returned
to the land of Neutopia. Furei is known
throughout the countryside as the son
of Murdock and the slayer of Rafael, a
multitentacled villain. In the course of
the game, you'll find your father (as well
as a few princesses and a lot of wise
old men), but that's only the tip of the
iceberg. If you're confused, | was too;
the original game had an entirely differ-
ent cast of characters that seems com-
pletely unreferenced in this game.

to have changed
significantly.
The game
starts off as a
search for your
father, Furei,

TII's Neutopia Il is
the long-awaited
sequel to one of

the TurboGrafx-
16’s first
adventure/role-
playing titles.

this v

dredm.

t

There are dozens of subplots to
solve, which keeps the pace brisk. While
the exploration above ground is relatively
simple—you talk to townspeople, buy
equipment, battle beasts and uncover
hidden staircases—solving the many
labyrinths and dungeons is the meat of
the game. Yet, even in the labyrinths,
there’s a limited variety of puzzles. Most
involve pushing blocks around to open
passageways and dropping bombs to
create new openings in walls. There are
certainly enough enemies to battle, and
useful items to be found in treasure
chests, but the strategies rarely deviate.
Slowly, gently, the labyrinths become
more complicated, but your imagination
won't be stretched nearly as much as it
is in Zelda Ill, for example.

vl not

Your tather

O communlcace.




Neutopia Il is graphically dated. The
game sports a few nice special ef-
fects—the underwater village springs to
mind—but, in general, the simplistic car-
toon graphics seem more appropriate to
an 8-bit machine like the NES, rather
than a system with a 16-bit graphics co-
processor. The music was great, howev-
er; in most games of this length the
music doesn’t have nearly enough vari-
ety to last through the adventure. Al-
though Neutopia Il has no battery back-
up, there is a 48-character
password to save your lo-
cation and inventory.

In spite of its lackluster
graphics and amazing sim-
ilarity to the first game in
the series, | had many
long hours of fun with
Neutopia Il | look forward
to the next in the series,
with high hopes for a little
more innovation the next
time 'round.

—1Josh Mandel

FALCON

ONE PLAYER
TTI—TurboChip
4

SOUND/MUSIC 3K K 3¢ ¢ 3¢ 3k 3k K K

GRAPHICS

...

2202 8. 8.0.0.3

PLAYABILITY

NI I

OveraLL

The Falcon series of flight/combat
simulators has long been popular on
various brands of home computers.
Now, owners of the TurboGrafx-16 or
TurboExpress game systems can get in
on the battle and do their part to rid the
planet of those who would take over the
free world.

Obviously, when translating a flight-
simulator program to a video-game
console, some sacrifices have to be
made. There aren’t enough buttons on
a control pad to operate all the con-
trols of a jet aircraft. So, the TG-16 ver-
sion of Falcon is stripped down in the
options department—more of a com-
bat video game than a flight simulator.
still, all of the basic aircraft controls
are available, such as airspeed, alti-
tude and the directional and targeting
indicators.

The game's heads-up display shows
most of the important readouts, while
the lower part of the screen is domi-
nated by a large radar display that
helps you in locating and catching up
with the enemy. The exact

details of the display vary
with the mode you
choose. As you switch be-
tween weapons systems,
the display changes to
the appropriate type, pro-

Though it's essentially a one-
player game, Falcon features
a special head-to-head
combat option for owners of
the TurboExpress only.
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soundtrack’s biggest surprises come and arrow as
from another source. Like many CD- they climb over
ROM titles, there are several spots in the walls that
the game where the background music surround your
is being generated by the computer's  fortress.
sound chip, not by a laser picking up If you're look-
digital tunes from the spinning disc. ing for a color-
The results are much better than the ful, lighthearted
average TG-16 tunes. TurboPad exer-
The narration and voice tracks are cise, save your
also very well done. Certain speech se- money for future
quences do appear to be slightly “off” TurboGrafx-16
from the characters’ lip movements on releases like
the screen—despite having been based  Splash Lake or
on a Cinemaware title, this is, in fact, a  Buster Bros. But
Japanese game that's been dubbed in if you've been
English—but | have to give credit to the waiting for a
voice actors, who don't appear to be in-  large-scale chal-
timidated by the game’s subject matter.  lenge of strate- HERE ARE JUST A FEW EXAMPLES
Of course, | couldn’t help wondering gic decision- Night Creatures $54.95 TG-16 CD Player $149.95
how many “takes” were done before making and in- | DarkWing Duck $54.95 LastAlert (cp) $ 2995
the actors became comfortable with tense drama, | Valis 2 (cp) $29.95 It Came (cp) $ 54.95
reciting names like “Yoshitsume” and the wait is over. | Over20 Titles At $19.95 TV Sport Baseball$ 47.95
“Minamotono Yoritomo.” Lords of the Ris- For a complete catalog, send your name,
The inclusion of these monster ing Sunis a real crsss end S1 or sy 8 eiod o
monikers is another reason why Lords ~ workout. Tjgﬁg5y§ USA D
of the Rising Sun is not going to ap- —Chris BOX 901T ¢ LANCASTER, TEXAS 75146
peal to everyone. The fact is, it can be Bieniek
pretty tough to follow along when the <
narrator explains the rift between the U Itl mate G ame C I u b
Genji and Heike clans, or to keep track “M;::f:m |Iggol 2%:5;;:2?50“ l;gaadae(s)lgflagrgok 2<(:);' 32;4(;!0584 ;«ry;w::f’r-_'"x;z«_-y
L WHEh froans 81 following the or- [ Sy o P(C Engine G;mre(Sp)ecuaI - Onliya;é'l 9)9 Each! boos evan res
ders of a particular warlord. Personally, Buy | PC Engine game & get a FREE PC Adapter OR Buy § PC Engine games & get e PC Engine gamo FREE!
| wouldn't have it any other way. Ameri- | 1o _smowex  vaces co NINA GADEN soraL wavE
canizing the character names would | Abmes.supe crarx e ORLATIONWOLE v
X N Aice ) STRANGE ZONE
severely compromise the game’s in- RRI
tegrity. The current setup guarantees
hours of entertainment to anyone 5
it spee EW ZEALAND STORY
who's willing to concentrate and pay AN 0T SupeR GRaFx UNDER BLADE
HATRS TIGER HELI

i il § HEAVY
attention to such details. If you're at Ay TMECRUSR2
HELLFIRE - CO TovSHop oY
o

ER DARIUS -
& LDNGNUSE coun
ER

all interested in the story line, it's fair- w,‘?«womo o HONEY IN THE SKY
g i CARMEN R

ly easy to lose yourself in the game's — : TAGE PGHT

4 = T oA VATIOR

rich atmosphere and everchanging en- | ¢ B

HARO!
ey ErChuone o ;:j;;:i:jw
Of course, the patient gamer will be e
handsomely rewarded by some of the
more instinctive scenarios in Lords of
the Rising Sun. Yes, there are arcade-
style sequences buried in the course
of your adventure. A beautifully drawn,

s.lde-scrollmg chase. on .hovseback BuyA TurboE: For Only $299.99 And Gec4
picks up the pace quite nicely, as do | Games,A Carry Bag And A PC Engine Adapter For Free!

the scenes when your army attempts o ' .
to conquer cities by slicing through This Month's Specnal

their inhabitants and knocking down Wanderers From Ys lll
doors. My favorite is a first-person Only $59.99

“shooting gallery” sequence in which
you can pick off soldiers with a bow




goldiet
ptas™ T L
\' 5% ‘a This prequ_el to the pop}ﬂar \{alls series is, wm_mut a
“a \ doubt, the best in the series! Loaded with animation—and not just in
the intermissions—the game is so good, it's almost a crime to lump it in with
the rest of the Valis series!
VFS rises above the standard “run, jump, balance, slide” format of the rest of the
D series by adding lots of opponents that are animated nicely. From the flying, ax-wielding

GAMES

birds, to the nicely dressed pirate skeletons that fly into pieces when you hit them, you
can see the work that went into this effort!

Also, bosses in this version have more to do (thanks to the extra memory provid-
ed by the Super System Card)! The first boss you encounter stomps the ground,
causing it to buckle in waves that move toward you! Other bosses include a bird
woman, a fire lion (like in Ghouls 'n Ghosts) and a gigantic multiheaded dragon that
shoots electricity.

b v. t I I d Another final change from the other Valis games worth noting is that, since this is a

y Victor frelan prequel, there is only one character in the whole game. To add abilities, the designers
gave her different kinds of magic. There is a sphere at the bottom of the screen that
shows what kind of magic is selected. Ice storms, earthquakes and lightning storms
are just some of the magic attacks you acquire during the game, but you have to
amass enough magic power to use them.

LAseRsOFT (NiHON TELENET)—SuPER CD-ROM

b

GAME OVER

ConTINUE
NEw GaME

The same company that published
awesome hits like Devil’s Crush and Sprig-
&an in Japan came up with this shooter that boasts
an incredible amount of cartoony graphics.

The first thing you'll notice as you pilot your
cute—yes, this is a cute alert! Coryoon is very
cute—baby dragon into each level is the excellent
depth achieved by using two, three, four or more
planes of scrolling. This incredible visual appeal of
each level is complemented by a hilarious assortment
of foes and bosses that are bent on wiping you out.
Every character you shoot yields fruit of different
sizes that you can lurch for and try to grab before it
falls off the screen, taking care not to run into the as-
yet undestroyed enemies that stand in your way. The
temptation to score points by grabbing the falling/fly-
ing fruit each enemy gives off is matched perfectly
against the danger of being hit by the enemies re-
maining as you rush to score big.

Flicker is minimal to nonexistent, depending on
what difficulty (easy, normal or hard) you select. My
- only real complaint is that the game is way too liberal
oi12a5624 5 with extra lives. It is not uncommon to have ten or

. : enid - more at times. Aside from that small complaint, this
g J \ ! is a top-drawer shooter. We should expect no less

RO - from these guys.

Naxat—Four-mec HuCarp
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One of the first adventure games to appear for oY 0] UITE (—
the Super CD-ROM format is a great example of the dif- STovY
ference between it and “regular” CD-ROM for the PC-Engine. i

As Conan (a wiry boy, not a built barbarian), you seek to save your

friends from the clutches of evil foes. The game is a side-scrolling action/ad-

venture that breaks up the action with huge close-ups of characters you

meet, who will either converse with you via dialogue boxes or straight off the

CD, depending on the situation. The first time this happens, it is very impres-

sive, as their is no wait—a marked improvement over the regular CDs of days
gone by.

Unfortunately, beyond that, there isn’t much of a game. Game play is fairly
simple—no prizes here. You can either kick opponents or throw the spears you TR Ty —
gather at them. As you progress, enemies require multiple hits to be knocked oz VDD
off the screen.

The huge likenesses of the people you talk to and the story line are definite-
ly the highlight of this game. Take that away, and you're left with a very basic
action game and downright poor play mechanics.

RIOT (NinwoN TELENET)—SUPER (D-I.OM
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Wow! The graphics in this game

will blow you away! The first thing you

notice about this game is the incredible multi-

plane scrolling and weird, abstract creatures you en-

counter. The premise of the game appears to be that you

are exploring a planet that is being terraformed from a

barren wasteland into a thriving ecosystem capable of
supporting many diverse (and hostile) life-forms.

The game play is very solid, and there is an assort-
ment of enemies to blow away. The only real problem |
noted was that there’s not much you can do with your
ship. Aside from a few power-ups you can trade around or
build up, it's basically just a blast-a-thon.

Bosses in the game are disappointingly uninspired,
especially in light of the tremendous amount of work that
had to go into the “look” of everything else. By the time
you get to the end of a level, you'll expect more than you
get. The final boss is also uninspired. It is a nearly exact
rip-off of the huge battleship you encounter partway into
R-Type. The Terraforming version of the battleship is bet-
ter (less flicker), but ugh with the copycatting already!

All in all, though, it is an impressive debut from Right
Stuff, and, if this first game is an accurate barometer,
once it gets a handle on end bosses and a decent com-
poser for its soundtrack music, it'll be a force to be reck-
oned with!

RicHT STUFF—SuPeErR CD-ROM

Coe cocoriio -
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This is one of

the first games in Ko-

nami’s second batch of games

for the PC Engine. While the first

batch was just retreads of old

games like Lifeforce, the games

in the second batch are much
more original and fun to play.

Twin Bee leads the way wi
two-player-simultaneous shooting
in a cartoony world where shoot-
ing the right clouds will yield
bonus bells, bombing ground tar-
gets will make bonus fruit appear
and flying ambulances can repair
the damaged appendages on
your ship.

Like Parodius, Twin Bee fea-
tures huge, well-done bosses and
charming game play. Unlike Paro-
dius, however, Twin Bee gives
you the option of having a friend
join in on the action, which is al-
ways more fun.

Konami—
Four-mec HuCaro
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This is one of the

most interesting sports

games to be released for the

PC Engine. It is the school favorite dodge-

ball, rewed up with snazzy graphics and neat teams

with names like “Aliens,” “Eliminators,” “Barbarians”

and “Shadow Warriors.” The game consists of three

modes of play: one-player, two-player and one-player

tournament. Once the teams are chosen, players can

choose from six different locations to have their con-

test. Each location has a different look and different

music. The leader of each team possesses a special

attack, and each team has special armor. One of the

most hilarious effects is when you jump-siam the ball

onto a Shadow Warrior (skeleton) and knock his head

off—for the remainder of the game, he runs around
without it!

TonkiN House—Four-mec HuCaRrD
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Robotech
fans have been waiting
anxiously for this shooter to hit
the shelves in Japan. The game
features an in-depth, animated
story line and levels with pro-
gressively more and more (and
more!) levels of scrolling. This
game is also unique in that you
can play it without the Super Sys-
tem Card 3.0; it seems that all
that is affected is the load time
from the CD.

Each level is divided into two
sections, the first being played
as a fighter ship in standard hori-
zontal shooter fashion, and the
“boss” encounter being fought
after you've transformed into a
robot. The player control during
the boss encounters can best be
compared to Forgotten Worlds,
where buttons I and Il turn your
character left and right, and the
bullets fire automatically.

As was mentioned before,
this game has lots of multiplane
scrolling—so much so that, on
some of the levels, the scrolling.
is so seamless you can't even
tell where the “planes” are!
Also, there is one level where
you're out in an asteroid field
with spinning rocks that break
apart in different directions,
with the respective pieces spin-
ning too. Unbelievable.

NCS—Super CD-ROM




RIOT decided to try something different in this

contemporary-style RPG. The interface is different,

the monsters are different and the story is different

than just about any RPG out in Japan right now. Unfortunately,
it's not different in a good way—just, well, in a different way.

The game comes with the standard opening animation se-
quence, and in this particular case it's pretty low-grade. The in-
terface is, maybe, one-quarter-overhead perspective once the
game starts. In standard RPG fashion, you can walk up to differ-
ent characters to gather clues. And, in another unique feature,
when there’s action going on that’s audio only (from the CD), an
icon appears in the lower right-hand corner of the screen to tell
you. This is a nice feature if you've turned down your stereo be-
cause you're tired of hearing the same music repeatedly!

The combat interface is totally different from anything Te-
lenet has done before. A list of the enemies (soldiers, worms,
lizards, birds are all pretty realistic) in the current encounter
comes up on the left, and a picture of the first one on the list
comes up on the right. The first character in your party appears
in the bottom half of the screen. Each movement you select

j -

-, m

(shoot, slash, etc.) has an piece of ion that
plays out when the round of combat starts, but there is an an-
noying pause before each action.

Al in all, a nice try by RIOT. It's not easy to try something dif-
ferent in a business where everyone copies everyone else—ex-
cept differently—especially when what you try doesn’t quite work.
But RPG fans are better off taking a look at Tenshi No Uta, a
much nicer effort from RIOT. We'll look forward to its next title!

RIOT (NinoN TELENET)—SuPER CD-ROM

26

This 8-meg HuCard is a parody of the Gra-
dius series of video games. It is truly a feast of an-
imation for PC Engine owners. From the opening scenes, it
is obvious that the extra memory makes a difference in the game.
This cart even has software-based scaling that looks every bit as
good as machines that have it built-in! The intro sequence has
more going on than some games, as most of the characters you

make an and do crazy for your
amusement.

Players have a choice of four different ships, each complete
with different power-ups. There also is a difficulty select (easy, nor-
mal, hard) and a selector for the power-up engage (auto, manual).

Once the game starts, Gradius fans will recognize the method
used to gain the desired power-ups, as each power-up icon you
grab advances the box highlighting the available power-ups. If you
want the fifth power-up listed, simply grab five power-up coins,
then press Il to activate it.

As most fans have heard by now, however, the big attraction in
Parodius are the huge comical bosses. Cat-ships that meow pitifully
when you toast them; a penguin with eyes that bulge when you
blast 'em; a gigantic Las Vegas-type showgirl you must avoid; and
a giant bald eagle wearing an Uncle Sam hat that loses all his
feathers when you blast him are just some of the giant creatures
you must battle in this hilarious game.

Konami—EiGHT-mec HuCarp
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Jason Irving Ehrin Meijer Danny McNeely Damien Lehman Peter Stubbs

Morrison, Fresno, Vs
Colorado California Indiana

“Anyone tempted “I knew I would “Do you take “As the band “Pll give you a
besides me?” regret smashing requests?” played on, concussion with

my tuba in the
third grade!”

Bobby’s foot got
a sudden urge to
do its job.”

my percussion.”

words from the word
list in the puzzle grid at
right. The words can b.
found horizont:

tically; disgonaily -nu
backwards on the grid.
The twist is the bonus
word, which we haven’t
given you directly on
the word list—instead,
we have given you a
clue to the final word
that will complete the
puzzie. How you deter-
mine the final word is
up to you, but it will be

4 something from a Tur-

boGrafx-16 game. It

will also be a word that

you can find in a back
of TursoPLAY.

name, address and
age, and send
TureoPLaY Word

OFFICIAL CONTEST RUL|

Turgol
All materi
e TURBC

not responsible for late o lost mail. Employ
submitted, including without limitation.

1

entry per envelope will
be accepted. No pur-
chase necessary.
pull six
from all the entr
and, if they are fille
out correctly, they will
be our winners. One
grand-prize winner, the
first correctly com-
pl-ml entry drawn, will
P

each win a TurboChip
game of our choosing.
All six winners will
have their names
printed in the Septem-
ber/October 1992 issue
of TursoPLay.

Grab a pencil, get
out your back issues of
TursoPLay, pull out all
TurboGrafx-16
 and luck!

A &

1
|

sue’s contest Contest, c/o TurRBOPLAY - TURBOGRAFX = SINISTRON =~ SPLATTERHOUSE

is fairly simple, but Magazine, 9171 Wil- —BONK = DARKWING -~ ORDYNE

with a little twist. shire Blvd., Suite 300, - NEUTOPIA = BALLISTIX ~ LEGENDARY AXE
Certainly, everyone has Beverly Hills, CA -BLAZING LAZERS—KING DROOL ~=TALESPIN
completed word search 90210. Entries must be — CADASH —= LAST ALERT — PACLAND
puzzles before; w received by August 10, —~VALIS ~ NINJA SPIRIT —TAKIN IT TO THE
this time your job is to 1992. Multiple entries - TV SPORTS -~ KLAX ~HOOP
find and circle all the are okay, but only one — J B HAROLD ~ GALAGA

Clue for final word: What is the real first name of “Doc”
in It Came From the Desert? (Hint: It's six letters long.)
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pdate: One of the tough-

est things for a game

magazine to coordinate

is a release schedule of

upcoming products.

Here at TursoPLAY, we knew we’d be

going out on a limb by publishing a

of ing T 16

titles in our April/May issue, but we

thought it would be unfair to with-

hold this information from our read-

ers, most of whom have been waiting

patiently for some good news about
their favorite game system!

Now that Turbo Technologies Inc.
has settled into its new offices in Los
Angeles, we have received an updated
software release schedule. As you can
see, a number of changes have been
made from last issue’s list. Again, we

for any Just
be aware that this new list is subject
to eleventh-hour revision, too.

Lords of the
Rising Sun
(CD-ROM)
Cosmic Fantasy 2
(CD-ROM)

TURBOCHIP)

AUGUST

Jackie Chan’s
Action Kung Fu
(TurBOCHIP)

Neutopia 11
(TurBOCHIP)

Splash Lake
(CD-ROM)

SEPTEMBER

New
Adventure Island
(TrrBOCHIP)

Dead Moon
(TurBoCuir)

TV Sports: Baseball
(TurBOCHIP)
Order of the Griffon
(TurBOCHIP)

®e0ccc0cscccccse

9

CHRIS

BY

Shape Shifter
(CD-ROM)

s Book

(CD-ROM)

D

OCTOBER

Super Star Soldier II
(TurBOCHIP)
Super Sagaia
(CD-ROM)
Ghost Manor
(TurBOCHIP)
Legend of
Hero Tonma
(TurRBOCHIP)
Prince of Persia
(Surer CD-ROM)

Shadow of the Beast
(Surer CD-ROM)
Dragon Slayer
(StrER CD-ROM)

Bonk’s Thunder
Shooting
(TurBOCHIP)

Magical Chase
(TvrBOoCHIP)

DECEMBER

Darkwing Duck
(TurBoCHIP)
Camp California
(Surer CD-ROM)
L.oom

(SurEr CD-ROM)

%))

ubibinman
(TurBOCHIP)

Mesopotamia
(TurRBOCHIP)

'xanber IIT
(Svrer CD-ROM)

®eececccsccccse

JANUARY
1993
F-1 Circus
(TurBOCHIP)
Ninja Warriors
(TurBOCHIP)

Dynastic Hero
(SurEr CD-ROM)

FUTURE
Super CD-ROM
System Card
Gate of Thunder
(SurPER CD-ROM)
Buster Bros.
(CD-ROM)
Dungeon Explorer II
(SurEr CD-ROM)

Genpei Tourmaden 2
(TurBOCHIP)

Dead Moon

Though it's been available in Japan
since February of 1991, the American
release of this red-hot shoot-'em-up has
been delayed several times. A side-
scrolling space adventure with more
power-ups and enemies than you can
shake a stick at, Dead Moon features
truly outstanding graphics. The layered
backgrounds make extensive use of
multiplane scrolling for a great 3-D
effect; we counted at least nine inde-
pendently scrolling layers of scenery in
the background of the first level alone!
Look for this TurboChip in September.
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Jackie Chan’s
Action Kung Fu

A veritable clone of Hudson's NES
title, this colorful TurboChip details
the exploits of the popular martial-
arts superstar as he runs, jumps,
punches and kicks his way through
the henchmen of the evil sorcerer
who kidnapped his twin sister,
Josephine. Released in Japan in Jan-
uary 1991, Jackie Chan's Action
Kung Fu is a clean Bonk-style romp
with cartoon-quality “boss” charac-

©000000000000000000000000000000000000000000000000000000000000000000000000000000000000000

good beat-'em-up. Scheduled for
release in August.
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TV Sports:
Baseball

This is one HuCard that’s long
overdue—TureoPLAY featured a full-
length review of TV Sports: Baseball
back in our February/March 1992
issue. The fourth TV Sports title to hit
the TurboGrafx-16, this game's
appearance has been pushed back to
September as a result of several
changes having been made to the pro-
gram. We'll evaluate the final version
to determine if any changes need to
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be made in the number ratings that
were assigned to the game in the orig-
inal review. If there are significant dif-
ferences between the old and new
versions, you can expect a revised
review in these pages.

*f

anaNNY Bann weda 24 04

CHBOSE TERMS

I ERSTERN MWESTERN

CHICADD

NI ST HRY

New
Adventure
Island

Pity the brave jungle adventurer
Master Higgins. His loved ones have
been kidnapped by an evil spectre,
and now he has no choice but to trav-
el down that old familiar .path on yet
another rescue mission. Like the
NES-related Adventure Island series,
this one’s a smooth-handling “guy
game” with wild colors and nicely ani-
mated characters. It also stands up

to comparisons with the Super NES's
Super Adventure Island, the only
other 16-bit representation of Hud-
son’s hearty hero. It's a TurboChip,
due in September.

Order of
the Griffon

Developed by Westwood Associ-
ates, this four-megabit TurboChip is
an officially licensed Dungeons &
Dragons product. Expect a lot of RPG-
style menus and organized step-by-
step combat scenarios, as well as an
easy-to-use interface that allows you
to work within the boundaries of the
standard D&D rule book and still pro-
ceed at a fairly quick pace. Choose a
party of four adventurers from seven
different classes to do battle against
an army of evil creatures in a series
of involving quests. A September
release.




4

T AV L

TuRBOPLAY # June/Juty 1992 3



Beyond Reality.
Beyond Imagination.
Beyond Belief.

. An immense RPG only
for the Turbografx-CD.
Believe it. |

“is a registered trademark of Telenet Japan Co.., LTD. Licensed

Technologies, Tne
Creel 17 ext. 190,
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