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You are holding in your hands the hottest, most i i ine on the
16 system in the whole world. Have you ever wondered how video games are created?
We've got the answers. Have you wondered how to get sound tests and invincibility on
games? We've got that too. And don’t ask about the latest TG-16 software, either,
because we'll tell you. Don’t waste another second. Turn that page and enjoy.

THE MAKING OF THE ADDAMS FAMILY

ICOM Simulations, the maker of Sherlock Holmes: Consulting Detective, is
working on the TG-16 version of The Addams Family. Donn Nauert recently went
behind the scenes with the developers to give you a peek at how this involved game
was created.

CLOSERLOOK

1 0 Lots of new games under the reviewers’ microscope this issue: We look at
Champions Forever Boxing, Silent Debuggers, Cadash, Impossamole,
Ys I11:Wanderers From Ys and Parasol Stars.

16 TURBOTIPS
THE ULTIMATE TURBO TIPS GUIDE
If you've missed previous issues of TUrBOPLAY, Donn Nauert's compendium of hints

and tips for various TurboGrafx-16 games will tickle your fancy.

GAMES AROUND THE WORLD

24 There’s a ton of stuff that our overseas counterparts are playing. Take a look at
what we could see soon—and in English!

COMING SOON

2 8 As if the Closer Look section didn't give your wallet enough to worry about, here’s
some stuff that’s just around the corner.
CONTEST WINNERS
9 The response to our crossword puzzle contest filled box after box. Did you win?
We're not telling here—yow'll have to read ahead to find out. Also, don’t forget to
enter our next contest, which could win you some free games.
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TurboGrafx-16 introduces the three most
realistic games you can play outside of the pro
leagues.

With TV Sports Hockey, the ferocious pawer
of the puck is in your hands. Slam home a slap
shot, or get into a brawl.

On the TV Sports Basketball court, shoot a

3-pointer with one second left on the clock, or

call offensive or defensive plays.
With TV Sports Football, you'll lead a team's

brutal defense and punishing offense. Your

A victory on this one will make you feel ten
feet tall, even if you're only 5'2"

SPORITS]

BASKETBALL

audibles, quarterback options, and shotgun for-
mations will win or lose this one!

Theyre the only sports games five of your
best pals (or worst enemies) can play at once.

Try-outs are this fall, so get your thumb
ready to scrimmage!

Look for upcoming sports games from
TurboGrafx-16: Davis Cup Tennis, Andre Panza
Rick Boxing, TV Sports Baseball and Champions
Forever Boxing.

©1991 NEC e.
call. Get your perents’ permission first.

. I’fﬂllﬂ a4 ‘

As real as you can get, without buying
collision insurance.

SRORTISE

FOOTBALL

Available at: Toys R Us, Babbage's, Electronics Boutique,
Montgomery Ward, Software Etc., McDuff Electronics,
VideoConcepts, Sears Catalog, and other leading retailers.

. call he TurboTearm et 1-900-FUN-TG1B. The first 30 seconds are free, S8¢ per minute theresfter, maximum S5 per
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The
Addam
Family

DONN NAUERT

ICOM Simulations has the pleasure
of developing the TurboGrafx-16
game The Addams Family for NEC,
which will tie in with the Paramount
release in November. The movie will
star Raul Julia and Angelica Huston.

We decided that instead of looking
at ICOM_from a marketing standpoint,
we would talk with the people directly
responsible for making the game.

M A K 1 N G

O F

n making a game, there’s usually a development team

that has been broken into three parts: art, which han-

dles the characters, background and foreground; pro-
gramming; and sound and music. From there you can
have any number of people working on a segment, de-
pending on how big or involved the game is. For 7he Ad-
dams Family ICOM used one person each to create the
“good” guys, the enemies, sound and music and program-
ming, and one more person did the foreground and back-
ground graphics. This, of course, did not include the peo-
ple required to handle the administrative duties that also
come with each project.

ICOM, as a rule, tries to be as democratic as possible, so
if some team members like an idea or a certain
part of a game while others don't, a game advi-
sory committee that is made up of senior staff
members not directly associated with the project
will make a decision.

Once ICOM got the developing team together,
they sat down and read over the script from the
movie. This gave them the ideas they needed for

creating the game and helped them decide where to make
the breaks or divide the action into levels. The first deci-
sion was that Tully Alford, the family lawyer, would be the
game’s main character. He's the only one that really comes
into contact with all the different characters in the movie,
and most of the jokes and gags are directed toward hint.

Next, the design specs (pencil

sketches of characters, back-
grounds, weapons, as well as a
narrative that describes each
scene) were created. These were
submitted to NEC and the licens-
ing agent (in this case, Paramount
Pictures) so that both groups
could approve the initial design [
of the game. Paramount also de-
cided what was appropriate for
the image of 7he Addams Family.

Once the approvals were

given on the design specs, the
computer work began. Members
of the design team at ICOM were
nice enough to take part of their
day to discuss the different roles
each one played in making this
game. While we have split the
steps up a bit, all members
worked on the project at the
same time.

KEN TAROLLA
PRODUCER
After being contracted by NEC and receiving the script
from Paramount Pictures, the producer helped decide what
scenes, characters and actions would be used in the game,
as well as what type of game it would be. The plot line of
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The Addams Family
lent itself to more of an
arcade/adventure
game, as opposed to an
RPG or level-based
contest. Instead of
finding an object or
being forced down a
certain path, the play-
field is wide open, al-
lowing the player to do
various things in no
particular order each
time he or she plays.
Once this was set, the
producer assigned the responsibilities to the various artists
and programmers and defined the schedules for their work
with “milestones” (stages of completion).

The producer also acted as a conduit between the con-
tracting company and the design team—in this case, NEC
and ICOM. In charge of getting the correct people in the cor-
rect situations, as well as the right equipment for them to
use, the producer was responsible for handling the budget
and administrative problems. He headed off any problems
that might have occurred so that the artists and program-
mers could work with as few worries as possible. The pro-
ducer also headed up a weekly review of the product and
will give final approval before the game goes out the door.

MIKE GARBER

PROGRAMMER

v
Ken Tarolla, as producer, headed
The Addams Family team.

Outside of brain-
storming ideas with
the team, Garber's
main job was to re-
mind the artists of
the limitations of the
platform they were
programming on.
Sometimes artists at-
tempt to get too ad-
vanced and create
something that the
particular platform
can’t do or that’s too
much for the mem-
ory size the game is
designated to be.

Once Garber got
the characters and
backgrounds from
the artists, he com-
bined the two and

The Addams Family team, from left

b to give th
0 right, includes Kathy Tootelian,  poan 0 o0 ¢ 7€
characters their intel
Toby Papaleo, Michael Pole, Darin li Usi
Klatt, Mike Garber and Joe Gaucher, dscuce. (ootns all

IBM PC hooked up to
a TG-16 emulator,
which allowed him to debug the game program without ac-
tually creating a cartridge or disk, he programmed when
the characters would appear in the game and what would

Jr. (Ken Tarolla is not shown.)
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happen to them if they were hit by an object. These “colli-
sion” points indicate, for example, that if Tully walks into
a rock, he can’t walk over it until the player presses the
jump button. Similarly, if contact is made between Tully
and another character, the programming determines what
will happen; whether a message will appear or a unit of
health will come off Tully’s life bar, depending on whether
it’s a friend or foe.

The programmer also set the point values for the char-
acters and determined how many times they have to be hit
before they are defeated, in addition to other specifics like
level timers and the function of each button. However,
there is a program code or object manager that is common
to most games, a set program that automatically tells the
characters that when the joystick is pressed to the left they
walk to the left, or if the jump button is pressed they are
supposed to jump. This takes some of the duties off of the
programmer’s
back, but he
must tell the
character
(through the
program) to
keep “polling”
or checking to
make sure it is
doing what
the player is
telling it to do.
Some char-
acters (mainly
enemies) have
very limited motions and are easy to program, but other,
more important, characters, such as Tully in this case,
have a lot of motions and are therefore more complicated
and time-consuming to program.

TOBY PAPALEO

LEAD ARTIST

DARIN KLATT

ARTIST

As lead artist, Papaleo helped in the conception of all
characters as well as backgrounds, passing along ideas to
the other artists. Together, Papaleo and Klatt were respon-
sible for creating the characters, weapons and other objects
of this type.
While Papaleo
handled the
main character

Mike Garber takes individual characters and
backgrounds and combines them.

(Tully) and the

other “good” Qqﬁvﬁ 3
guys, Klatt was ]
busy working v,
on the ene- i

mies—all 150
to 200 of them.
To accomplish
this, they used
a special draw-
ing program on

xa.&l

The different stages of Morticia as she
creates magic.




‘While Toby
creates the
“good guys”
like Morticia,
Darin handles
the bad guys
like this
samurai above.

the IBM that, essentially, has a drawing board on-screen.
Using a mouse attachment and the paint program, they
drew the characters on the right-hand side, which enlarged
the figure to show all details. The figures drawn also ap-
peared on the left-hand side at their normal size, which
gave the artist a good idea of what it would look like to the
player under normal playing conditions.

To create the animation for each character, the artist
drew each character’s movement for that action over a se-
ries of “frames.” While most characters’ walking anima-
tion covers three to four frames (to conserve memory), our
main character Tully’s stride took seven frames to better
articulate his movement. If you figure that each of the 200
characters can make at least seven moves (walk, run,
jump, duck, shoot, throw something and dle) that means

image of an object (such as a rock or part of a
wall) and copied it as many times as necessary
to create the desired background. Objects like a
door frame might look like one piece, but actu-
ally might be made up of five or six different
segments.

Once an object was made, she transferred it
to a cel-based image, similar to a film-animation
process. ICOM has created a special software
program that takes bit-mapped graphics created
on the Mac and converts them to images that
can be used by the TG-16, which is a cel-based
system. This allows the artist to work on any
brand of computer he or she feels comfortable
with and easily converts that work to the TG-16.

One of the problems Tootelian found in doing
The Addams Family for the TG-16 was that
most of the colors in the movie are dark and dreary, while
the palette for the TG-16 contains brighter colors. To help
in the design of the backgrounds, she used photos from
the movie, reference books and her own imagination. As a
scene was fin- - - —s]
ished, she’d
give it to Mike
Garber and wait i
for the inevit-
able changes.
These some-
times would
involve minor
points  like
door knobs
being too high
in relation to a
character’s height.

MIKE POLE
Sounp/Music
After discussing the script with the producer and project
team, the person responsible for the sound and music
would get a list of 500 to 1,000 different sound effects to be
created. As each segment of the game was completed, he’d
also use the script and the on-screen action to help set a

roughly 5,800 individual frames were
drawn—and that’s just the bad guys.

KATHY
TOOTELIAN
ARTIST

After discussing ideas with Papa-
leo, Tootelian drew and was respon-
sible for all background and fore-
ground art, such as sewers, caverns
and the mansion. Once the story-
boards were pencil-drawn and ap-
proved, she moved to the computer.
Using a drawing program called Stu-
dio &8 for the Macintosh, in a manner
similar to the character-creation pro-
cess, she created an 8 x 8-pixel

Kathy Tootelian handles the
foreground and background. She
creates the computer images after
first drawing images on paper.

tempo and mood for that particular segment
of the game. When you walk Tully through a
graveyard, appropriate eerie music will come
from the speaker, or if the pace is fast, you'll
hear music with a quick tempo. This is where
the latest generation of games is starting to
resemble movies and TV shows in the cre-
ation of a soundtrack. One of the benefits of
using the CD format for a game is the fact
that you can have more varied music created
for different scenes, rather than having the
same music throughout the entire game.
There are a few different ways that the
music can be formatted into the game. Com-
pact disc digital audio (CDDA) is what's
found in most music CDs. Adaptive delta
pulse-coded modulation (ADPCM) is when
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you take a sample version of CDDA to a smaller bandwidth
(which takes up less memory). ADPCM also allows the
sound and music data to be placed “under” the rest of the
game data, allowing the TG-16 to read both at the same

finished, they're given to the programmer so that he can
work in as much as he can based on the amount of mem-
ory he has left to play with.

time, and thus more
quickly. Finally, there’s
the use of sound genera-
tors, which are what are
generally used in making
the sound and music for
cartridge games.

ICOM has also devel-
oped their own system
that allows them to take
sound and music created
with a MIDI (musical in-
strument digital interface)
device, then transfer that
information into a pro-
gram code that can be
used with the TG-16. This
allows the ician more

3

JOSEPH
GAUCHER,
IR.

TECHNICAL DESIGNER

Part of Gaucher's job with
ICOM, as director of technical
development, is to explore
and develop new ways in
which to bring you, the con-
sumer, the entertainment we
call video games. The Ad-
dams Family will be the first
to use the results of one such
technology that ICOM has de-

veloped, called real-time
scrolling, which allows the
information on the CD to be
read in real time.

freedom to be as creative
as possible. At the start,
the programmer sets
aside a certain amount of
memory for the sound
and music. Once they are

When Kathy Tootelian
finishes each scene, like
this outdoor scene and the
room, she then sends it to
Mike Pole so that he can
add other elements of the

Normally, when
you change scenes,
the new informa-
tion on the CD
must first be
loaded into the TG-
16, causing breaks
or pauses in the
action. With this
new technology the
information is read
“on the fly,” elimi-
nating the pauses
and resulting in
smoother game
play. The new
Super System Card

game.

that was developed

TureoPLaY # Ocroser/Novemser 1991

in Japan allows much of the same process,
except that it is hardware-oriented. The real-
time scrolling technology ICOM has created
is software-oriented, which means you won’t
need a Super System Card to get the same
effects.

hroughout the entire process of mak-

ing the game, each step is checked

and rechecked, tested and retested to
make sure that everyone on the project de-
sign team is happy with the work. Also, dur-
ing this time the marketing team at NEC is
busy writing the manuals, commissioning
box art—and keeping the editors and writers
happy with prototypes of the game so it can
be reviewed. When all of these elements are
in place to everyone’s satisfaction, the game
is finally sent to your local store. Of course,
before that point, you'll get to read about it
in an issue of TURBOPLAY. &




CHAMPIONS FOREVER
BOXING

ONE OR TWO PLAYERS
NEC—Turbochip
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“How hard can you hit?” asks
the scratchy voice of an East Coast
rapper at the opening of Champions
Forever Boxing. It's a valid question,
but it's not the only one that needs
an answer. Before you can snatch
the heavyweight crown from the
likes of Muhammad Ali, Joe Frazier
and Larry Holmes, you'll
have to find out how
quickly you can dodge,
how well you can block
and how many punches
you can take.

It must have been
quite a task for Distinc-
tive Software (Test Drive)
to design a challenging,
entertaining boxing video
game that pays proper
respect to five legendary athletes
who held the heavyweight title for
the better part of 21 years (Ken
Norton and George Foreman are the
other featured fighters). Champions
Forever does it with style—first with
a crisply digitized montage of pho-
tos that shows each boxer in his
prime, then by presenting a game
that takes the strategic elements of
boxing as seriously as any game
I've ever seen.

GHT HOOK

IREMAN

This is much more than a brain-
less slugfest. You can't just flip the
rapid-fire switches on your TurboPad
and expect to jackhammer a guy like
Holmes with a flurry of jabs. To beat
any computer-controlled oppo-
nent—even the generic boxers who
can be given any name you
wish—you’ll need precise timing,
careful aim and the ability to make
quick decisions about how you will
spend the 30 seconds between
each round. If you're not too injured
or fatigued, you can choose a menu
that lets you build your skills and in-
crease the power of certain punches
during the breaks in the action. Oth-

erwise, you'll have to
rest and wait for your
strength and stamina
meters to fill up before
the bell signals the start
of the next round.
Another nice feature
is the one-player ca-
reer mode, which al-
lows you to start out as
a fifth-ranked heavy-
weight in 1968 and




chart your progress over the next
15 years. Career stats can be
saved in the battery-backed memo-
ry of the Turbo-CD or TurboBooster
Plus, or there's a password system
for those who don’t own either of
these peripherals.

Even with the wide variety of
available options, Champions Forev-
er Boxing still suffers from a touch
of monotony. There's a limit to how
long you can dance around the ring
and still feel the same excitement
you felt the first time you played the
game. And though NEC and Distinc-
tive are to be commended for the
game'’s faithful depictions of a
group of truly memorable fight-
ers, that’s the very reason
why your opponents lack the
exaggerated appearances and
fun-to-find weak spots that
gave games like Punch-Out a
lot of repeat play value.

Still, many players won’t
notice any flaws—and if you
have a TurboTap and a spare
controller, you'll find that the
two-player mode is worth the
price of the game by itself.
The detailed graphics and
well-done hip-hop background
tunes are the icing on the
cake. Boxing fans won't be
disappointed.

—Chris Bieniek
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SILENT DEBUGGERS

ONE PLAYER
NEC—TurboChip
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Got a few hours to kill and feel
like doing some serious exterminat-
ing? Can you handle the dirty job of

mpy T

IS OHME S

BULLET ROOM.

cleaning out enemy
mutants one by one
the hard way—creep-
ing through a cargo
bay and tracking down
each monster before
I el Dlasting it into space
mucus? Then Silent
Debuggers may be
just the game for you.
As one member of

a two-member team,
your job as a debug-

ger is to clean out undesirable
alien life-forms whenever needed.
You and your partner, Leon, have
taken on your most recent assign-
ment of investigating a space-cargo
station that has apparently been
overrun with aliens. Several other
debugger teams have been sent in
to no avail—none ever returned,
and nothing is known of their fate.
There are more incentives for
doing the job other than just the
pay. Leon has heard rumors of great
wealth hidden in the lower levels of
the station, but there is only one
way to find out if these rumors are
fact or fiction: He must clean
out the station level by level
until all the monsters are
wiped out. Once you're in the
station, the action picks up
quickly. You must travel from
the communications center
into the cargo areas of each
of six levels and wipe out all

MEGA
BEAMER

LIPP
SHOOT

the monsters before you'll be able
to proceed to the next. As the ac-
tion progresses, the monsters be-
come more aggressive and move
into the main hallways of the com-
plex, invading and attempting to
drain power from different parts of
the complex where extra ammo, bat-
tery power and other essential ele-
ments are stored.

Your view is from a 3-D vantage
point, and the hallways and doors
scroll forward and backward as you

.move and turn throughout the com-

plex. You have six weapons to




choose from, as well as a few other
devices that Leon will present you
with to help in your job. Your main
objective is simply to wipe out all
the monsters, but doing this and
preventing the station from being
overrun by the occasional stray
monster is no easy task.

There are two skill levels to
choose from in this one-player game
and, apparently, unlimited continues
to keep the action moving. The
graphics are crisp and smoothly ani-
mated, and the sound effects are
very effective in setting the right
mood for the game. Game play is
good; good shooting reflexes and
some strategy are a must for suc-
cess. Silent Debuggers is a good
action game that most players will
find somewhat challenging, but that
all will enjoy.

—Brent Walker

CADASH

ONE OR TWO PLAYERS
Working
Designs—TurboChip
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Princess Sarasa, the king’s only
daughter, has been kidnapped by
the vicious Baarogue the Destroyer,
who has only one thing in
mind—universal domination.

In Cadash, by Working Designs,
you take the role of one of four
brave warriors that have set out to
save Princess Sarasa. You can

choose a one- or two-player game
(with the use of the TurboTap), and
each player has a choice of four
characters: There's a fighter, mage,
priest and a ninja to choose from.
Each character has its own weapons
and magical abilities. The game is
set up as an action-adventure, and
you must com-
plete certain
tasks in order
to continue fur-
ther into the 4
game. Items ‘
you receive in-
clude scales
that allow you [
to move through
the water with-
out taking dam-
age and a flow-
er that turns
into a shrinking
potion.

For those of
you who are fa- [SEEEALEE
miliar with the W8

THE GIANT
APPEARED !

ARAA_ 1

OHNLY GHNOMES CAN ENT

THESE HOUSES.

AAAA L 6
HP!
MP

NO PLF

arcade game, | don't think you'll be
disappointed. Much of the same
great game play can be found in this
version, and little was changed in
the translation. Something that you
might spot right off is the fact that
there’s no timer to speed the game
along. This allows you to build your
character’s
level up fairly
early in the
game and col-
lect lots of
money, which
allows you to
buy healing po-
tions and herbs
and rest up in
the inns.
Overall,
Cadash keeps
the integrity of
the arcade game
intact by featur-
ing superb
graphics,
sound/music
and game play. The only
negative thing about the
game is the fact that
when you get hit by an
enemy, you're thrown
helplessly backward
rather than simply hav-
ing the damage taken
off—you lose some
control over your char-
acter’s movement.
However, this was the
number-one, most re-
quested game, not only
from the readers of Tur-
BoPLAY, but also on the
TurboGrafx-16 Hotline.
As the saying goes,
“Good things come to
those who wait.” Fortu-
nately, the wait is over.
—Donn Nauert
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IMPOSSAMOLE

ONE PLAYER
NEC—Turbochip
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British software developer Grem-
lin had a hit with this game in Eu-
rope, and now the TurboGrafx-16
version is here to test the U.S. wa-
ters. It's a fast, funny
succession of mock-
heroic battles between
one furry adventurer and
a stockpile of Disney-
esque villains.

Impossamole’s tongue-
incheek sense of humor
is the game’s strongest
suit. Check out the intro-
ductory sequence, a
panel-by-panel comic-
book tale that explains
how beachcombing
Monty Mole was abduct- [§
ed by a flying saucer and
endowed with powers far L
beyond those of mortal
moles. He may not be ;
faster than a speeding
bullet—heck, he can’t
even dig a hole the way [
his kind is supposed
to—but he’s got a cooler
costume than most other
video-game heroes!

The game is also blessed with de-
licious graphics and a throbbing
Giorgio-Moroder-meets-the-Ventures-
in-outer-space soundtrack. There are
no multiplane scrolling effects like
those that appear in a growing num-

816700

015950

003900

———

THREE SCROLLS

RENAINL

-
ber of 16-bit titles, but the charac-
ters and backgrounds are colorful
and well-animated, as is Monty him-
self. He doesn’t quite fit in with the
stereotypical “superhero” mold; in
fact, he’s a little on the chunky side,
a characteristic that only makes it

easier to identify with the
fuzzy little guy.
Unfortunately, several
quirks in the control
scheme have undermined
the impact of Impossa-
mole’s audio-visual excel-
lence. For one thing,
when a weaponless Monty kicks an
opponent, the range of his attack is
poorly defined. Enemies who are
standing right next to him are unaf-
fected, but others who are a good
distance away from the extent of his
stubby, little leg's thrust are sent
flying! Other areas feature blocks or
other obstacles that fall from above.
That’s fine, but why should Monty
recoil in pain and take damage from
such an object when he tries to
walk past it after it has already fall-
en to the ground?

Then there are the reminder no-
tices that flash right in the middle of
the screen during play. Hey, | need
all the help | can get, but | don’t
need the words, “Find the scroll,
Monty” obscuring the action when
I'm trying to dispatch a particularly
tricky opponent.

These rough points aside, Impos-
samole is a decent Mario-style “guy
game” with graphics and sounds
that really take advantage of the
power of the TurboGrafx-16. If the
thought of an invincible insectivore
in tights and a cape makes you
chuckle, give this game a try—you’ll
believe a mole can fly!

—C. B.




YS lil:
WANDERERS FROM YS

ONE PLAYER
NEC—CD-ROM
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With his new companion, Dogi,
Adol has been traveling for three
long years since his last adven-
ture. However, rumors of evil do-
ings have lured him to Dogi’s birth-
place, Sarina, for it seems that
monsters have moved into the land
and are spreading darkness as
they destroy crops and villages. As
a favor to his friend, Adol sets off
to unravel the mysterious events

NG 255 GO

and locations that lie ahead.

Ys lll is different from the brevi—
ous CD (Ys—Book | & Il) in that
this one is more of a horizontal ac-
tion-adventure as opposed to the
overhead RPG. That means it's
more linear than its predecessor.
You have to follow a certain order
rather than bounce between varying
locations.

Your ultimate quest is to locate
four statues that are hidden in the
various areas. These four statues
have the power to defeat Demani-
cus, who is terrorizing the land. Ys
Il consists of one town (Sarina)
and five areas where you actually
do battle. There are the usual
weapons that you come across in
games of this type, such as the
flame sword and battle shield, as
well as some new items and rings
that replace magic. One of the
nicest features is the fact that
when you defeat a boss in an area

or just want to go to an-
other, you can work your
way back to the begin-
ning of the area you're

in and automatically be taken to
Sarina. From here, you can exit Sa-
rina and be taken to a large map
where you can select the location
you want to go to, as long as
you've played up to that point previ-
ously.

The graphics found in Ys /Il are
superb. This is one CD game where
the graphics found in the game ac-
tually compare to the graphics in
the intermission scenes. The sound
and music are also incredible. If you
thought the music was great in
Ys—Book | & Il, wait until you hear
the music from this one—it’s in-
tense.

Usually a sequel will have a simi-
lar look, weapons, game play and
storyline, but Ys /Il is different.
While Ys /Il may have a similar sto-
ryline and weapons (defeat the evil
being to save the land), it does
have a different look as well as f
game play. Instead of having an
overhead view of the action, Ys /Il
gives you a view from the side,
which means instead of just run-
ning into the enemies, you now

can fight them with a
sword that you control.
Instead of walking
into a building and hav-
ing a still picture ap-
pear, you can now
walk around the house
and see the person
you're talking to. Ys /Il
also uses actors to do
the voices for the char-
acters. Virtually all the
main characters have a
speaking part, except
Adol that is.

Overall, Ys Il is a
great game and a wor-
thy continuation in the
Ys series of games.

—D. N.




PARASOL STARS

ONE OR TWO PLAYERS
Working
Designs—TurboChip
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Though it bills itself as the sec-
ond sequel to Bubble Bobble, Para-
sol Stars is only similar in play to
the Taito original. The principal dif-
ference is in the characterizations
of the two protagonists and the
game’s overall scenario. Instead of
bubble-blowing dinosaurs Bub and
Bob, the stars of Parasol Stars are
boys who catch and fling water bub-
bles at their enemies with handy
umbrellas—or parasols.

Bubby and Bobby answer inter-
planetary SOS calls and go from one
distressed planet to another using
their umbrellas, Mary Poppins-style,
to liberate them from armies of cute
animals and musical instruments
that have gone bad. Each planet rep-
resents a typical video-game level
that, in itself, contains a series of
screens populated with enemies to
eliminate. The last screen on every
planet level is an end-boss charac-
ter, which Bubby and
Bobby have to defeat in
order to advance to the
next planet requiring
their salvation.

Bubby and Bobby’'s
umbrellas serve in sev-
eral helpful ways. They
are principally used to
catch falling water
drops, which the boys
can hold on to and then

fling right at an enemy animal or
musical instrument. Their parasols
can also be used as parachutes, or
the lads can faze enemies by simply
thunking them with their umbrellas.
Catching several water drops
causes a giant bubble ball to form
that will break into a mini-flood de-
stroying anything in its rapid path
-

once it is thrown. Electrolytic water
drops burst into sparks when Bubby
and Bobby catch and throw them.
These electric drops develop into
large lightning bolts when many are
gathered. Naturally, electrified water
drops are more powerful and de-
structive to Bubby and Bobby’s ene-
mies than the normal, de-ionized
versions. As the game progresses,
you will discover a few varieties of
these drops.

Hitting an enemy fazes it at first,
and Bubby and Bobby must fling the
creature fast before it becomes a
more aggressive adversary. It then
transforms into a dessert treat once
it is thrown, and Bubby or Bobby can
eat it for points. Clearing away all of
the creatures on a given screen
takes the parasol lads to the next in-
fested one. Bonus items randomly
appear, granting Bubby or Bobby
with perks like faster movement,
free lives or instant flooding of the
game screen to knock out enemies.

Parasol Stars has simple play
with moderate gaming difficulty. You
can play by yourself as Bubby or,
with the addition of a TurboTap, as
Bobby. Yet solo gaming isn’t any-
where near as exciting and interest-
ing as gaming between two people.
Bubby and Bobby can cooperate or
even compete by flinging one anoth-
er across the screen. Though still a
bit light, Parasol Stars, neverthe-
less, makes a nice two-player ar-
cade game.

—Howard H. Wen 3
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Icome to a special. edition of TurboTips. This_list
includes almost all: the Known codes:for.games
out on.the TG-16 to date. There are Some games
not mentioned that do-have’ Godes or other tricks,
and we'll- try to finclidé them in future issuessof
TurBOPLAY; If you have a'cotle not listed here, please feel
free torsend it to us at TurboTips,' 9171 Wilshire Blvd:,
Stite:300, Beverly Hills, €A 90210 If-we use your tipina
future issue of TursoPLAY, you'll.réceive $10.

AiR0 Bristens

eevesscsvsie

ol

EXTRA CREDIT MODE: During the title screen, press.R, SE-
LECT! R, SELECT, 'R, SELECT. Press U-or D to select the
number of continues, from zero to nine.

Sounp-TEST: Perform the above code, pbut-hit SELECT
one moretime at theend:

LeveL: seLecT: During the title screens press R; - SELECT;
R,'SELECT, R, SELECT, then. l"ten times;'SELECT, SELECT
and ‘RUN for Phase:2. Epterthg same; code, except press |
11 times for Phase 3,12 mﬁ? o Phase 4, .andso-on.

Baraos Rovase

essescscdocs

REENTER CODE: When you are-outside the ring, press |, U,

D, LR, 8, U, Dk, Ry ULD, I R, -Your wristbands will--

turn green, and you will reappear in' the center of the ring:

SouND MODE: Oni the wrestler central screen; press'L, D,
R and-U.:Repeat this four times.

CHAMPIONSHIP- REMATCH: O the: screen that.tells you the
next match is the-championship match, press SELECT, U,
U, R, Ryl L, 1L Thisswill allow-you'to ‘continue in_the;
championship match if you lose:

Brazine me

CoNTINUES: »Shut off your Turbo switches, then during
thetitie: screen; .press and hold SELECT. Press RUN and

16

hold both buttons down: untit=“AREA LI on-the screen.
This will give you 30-continue!

MobE seLect: With“the Turl}o g‘MIIChes on,“during the
title” screen’press ‘and -hold 1l and SELECT:. When'the
mode appears, continte, to hold for five secondssYou.can
then chooséthe:mode you:wish to'play.

Sounp MobE;During the opening sequence; not the title
screen, press and hold-SELECT ‘while .rocking the thumb
pad back-and-forth from left'to right’very fast. The words
“solnd test” should appear on the screen. Z

Stage setecTiiWith the Turbo switches:off, enter the
sound:-mode;-Rre; < ‘then hit SELECT 241 times . If this
3 u should be abfe to.move 1000 then
FF: Choose from 0010’09 for tifferent stages.

Broony Worr

cesseseses

(Make' sure’your Turbo:switches are off.)
StAcEe seLeCT:On the titlésereen, pressdl 1, 1 U, 1 154G
capdithen press the thumb:pad.inthe direction of the-levet
youwant to play,-as.shown, befow.

40
8 2
7 5 3
6 4
5
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SOUND MODE:
On the title

and holdl it
and SELECT,

H o ViR
0DE:. On ;the,

parachutmg down in the game,
press and hold-U, |, Il and then hit
RUN: This will give you 50 rounds of
_ammunition.on the flate thrower.

/= Throughout Bloedy Wolf, Special’icons can be. pl?ta]ned

/ . to enhance your player. If.you stioot in cenain’1odét¥on's irp/

Stages 2 and’7, a'séal-will appear, which will give:you'9:

oal )bear willappear (see photos f¢
tage 8 you mustclimb the first pvﬂqr Yyou come o, after
“You have fought Eagle (when he’s in the: srance)

Bonaov

(RS R

UNLIMITED CONTINUES: First:you need a'score f 10 OQO
points. Whea you have it, let the game: end
screen, after’ “Press Run” appears pressu
SELECT, II, SELchthen RUN. You will'hear a lone tﬁ i
is done carrectly.

Note: The high score cannot be higher than ten: 1hou
sand pomts 3

TurBoPLAY# Ocvos:n/ﬁov:uasa 1991

screen, press

- 40, 000 points, you must dig 255’
f‘worth' 20.000 points, yoq mus
If you elimb certain obstacles. in Stages 5 a;lf’s B

from the beglnnmg of the vasgég
DeBUE: Turn. the-power on Whil

BONUS POINTS ICONS: To get
gran, NEC icon
\gﬂ‘the treasure

stones,

SUPER WEAPON: Pick up the metamorphosis ?s in
this orde red blue green, green, yellow, red.f you
haven'’t ived damage while getting these items,
you'll have“full . Once you have lost all:your
shield, you! 4] obt weapon ‘that is ‘a combination of
all weapons. For the trick to work; you can’t pick up

. -anymore metamorphosis items. If.you pick up the items
in a different order or more‘t'han.'the ones listed, the
~ “trick will not-worl
* item andthe invin

You, can, however, pickiup a shield

‘Iity~item without ‘affecting the

trick. 5 A
“UNLIMITED  CONTINUES: When “Game Over” appears on
he screen, press and hold I, Il\and SELECT and then

17
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W;%shas are-

can execute the
he. following directions
V'

it you. Using the TurboStick, use
onents can't hit you.

céive a épecial bonus, sit
Dot hot tolich the

fe 15 bushes i fr
.code-entered,

ship (the pod above the §bip should now:be red), ‘and
2 O "will jeave 'a.red pod for

ss and hold |, Il and D and then

warp,can, be found in Level 1-4,
ke you to Rounds 2, 3 and 4.
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SELECT NEW FIELD

The''second one can be found in: Level 3-3 and will
take you to 6-4. You'll-have to jump on top of the rats to
get to'the special ledge. Once you’re’on the ledge, Jump
straight up.

ExTRA-MEN: Ifyou're at least five blocklengths away from
a lamp:post, jump while kicking and hit.the post.petfectly.
Don't worry. if it doesn't work:the firsttime, because the
procedure takes some pragtice:

Kerh Gounscrm Aune fons

(Make sure your Turbo.switches are off.)
Desue. cobe: Reset the game: Press and hold I, 1l and

SELECT, wait until “start”-appears . on the screen,. then

press U eight times:

KING 0F Casvo

80000000000
SPECIAL GAME: Input O OKI NGof CASI“NOE O as the

password.y(For our code, the O symbol'is a space in the;
password.)

GAME OpTIans? On the title screen, press SELECT to get
1o the ‘optionsiscreen.

Look AT LEVELS:“From-the optiofs/sereenypress and hold
SELECT while pressing RUN. Use‘Wland’ b on-the thumb
padtodook through all the levels.

Souinp moDExFrom the “Look at Levels” ‘screens; press’
and hold.l'then press RUN-

LSt Augar

(NN ES N E &2
VisuAL besuG cope Hold SELECT while pressing L1l 1L,
U, D, RUN. You can only access this code once you have
finished the game:

mem el

seevccses

CONTINUE' cobE: With: the Turbo switches .off, when your
last man collapses hold‘down [I"and/RUN.Tap Lon the
thumb pad quickly and as many times as possible. Keep.
tapping untif the: amount of credits appear. Press RUN be-
fore this screen‘dis gppears

Miririny MADxEss

9000000000000

SWITCHING SIDES: Before‘choosing 1R CONTINUE,”. hold
SELECT and push RUN ‘untilithe password screen ap-
pears;

COMPUTER VERSUS ‘COMPUTER: Do’ the same as_above bt
on the “2P CONTINUE" screen: :

Sounp MoDE: Input ONGAKU as. the pa word

LEVEL PASSWORDS: >

REVOLT. 17, MILTON:

1:
2. ICARUS. 18. IRAGAN.
3. BYRANO: 19. LIPTUS.
4. RAMSEY. 20. INAKKA.
5. NEWTON. 21, TETROS.
6. SENECA. 22./ARBINE.
7. SABINE; 23, RECTOS:
8. ARATUS: 24 ;YEANTA.
9.:GALIOS. 25. MONOGA:
10. DARWIN. 26. ATTAYA.
11.¢PASCAL. 27 DESHTA:
12, HALLEY. 28, NEKOSE,
13: BORMAN. 29! ERATIN.
14. APOLEO. 30: SOLCIS.
15. KAISER. 31 SAGINE.
16. NECTOR. 32-WINNER.
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SR Itimate Game

Old Saybrook, CT. 06475

copsearat 1-800-Buy-At-Game-Club|

(203)388-0084  rXmiast  -800-289-2842
Call 1-900-TIP-LINE Specials This Month Expires 11/30/91

| For the latest Hints, Tips, Strategis, Passcodes. 2 Free | Buy 2 PC Engine games & get the PC Converter free!
| Membership, New Games, Now Release Dates and more By 2 Mega Drive games & get the converter freel
(/3| information to make your gaming experience complete! 3 Buy a Turbo Exress & get a free carry case! i
4 Buy a TurboGralx 16 at 99.99 & get a free carry case!
— s %;s&percrlx&ga;hes:wcnb(mi'
1 . intendo games & get a free cartridge case!
& 1’ Wellmatch any prce any time on in stock meschandse. 5 Geneis s stems only $149.99 wiSonkc!
P oy pome R | Turbo CD Rom now only $299.99!
7
el . i The New Lynx $99.99!
8 Buy any 2 Genesis games & get the Ukimate Hint

00,000 customers.
4. Ifyour order i over $50you won't pay more for UPS Ground or
US Mail shipping than your local sales tax.

Book Free! (¢
9 Free Ultimate Hint Book with every order over $100!
5. 1fyou buy 20% 10Everything you see in this magazine we sel inchuding
2&, discount on UGC products, free shipping & a free Uttimate Hint ~ Gameboy, Lynx, Neo-Geo, Super-NES, Super
Book Famicom, Genesis, MegaDrive, TurboGrafx, PC
30%  Engine, CD Rom, and Nintendo. New and used
games avaikble.

| 8. We sell only authorized licensed legal products.

i This Months

for only G you ploy

Engine games on your Turbo Graf for only $69.99. Our Game | | Nintendo Special

Gear adapter converts Master System games to play on the Game 3 kD0 i
American

| Gear only $49.99.
Gladiators
Only $39.99
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Yep, that's
right, another ar-
cade translation. This
time it's that great Sega
game Columns. Instead
of lining up blocks in a
row, you must match uf
Jjewels of a like color.

LaserSoFT—Hu-CaRD

ychoDiver. The politi-
miniaturize him and
send him into the cir-
| cuits of the hacker's
computer to retrieve the

nstallment of this
shooter series has been
placed on CD, offering —— " e —
some great graphics as
~well as some intense
game play.

NEC AvEnue—
CD-ROM
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HERE ARE JUST A FEW EXAMPLES

TurboExpress ~ $289.95 TurboGrafx CD $279.95
A/C Adaptor $29.95 Addams Family $54.95
Yo' Bro $54.95 Ysli $54.95
TV Sports Hockey $ 47.95 Bonk’s Revenge $ 44.95

For a complete catalog, send your name,
address and $1 for shipping and handiing to:

( TELEGAMES USA_

BOX 901T » LANCASTER, TEXAS 75146
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the controls of
a twin-seat rocket plane
called Spriggan as you
battle the evil Braibazra
Empire, which is now
trying to conquer and
rule various lands on
the planet. To help in
the cause, two brave
souls, Jega and Ricart,

1P 000001330 é762 & 4 £.03

ject of this puzzle
game is to eliminate all
the enemies from the
platforms. To do so, you
must guide your ostrich
over the blocks, then
peck and crack all the
connecting blocks to the
post, causing everything
to fall in the water. The

have taken the helm of ‘game features 120-plus
the ship and are ready levels of game play.

to do battle. This CD i
game comes with a reg- < NEC AvENUE—
ular game as well as CD-ROM
two contest modes. In o/
one you race against
the clock to score as
many points as possi-
ble. In the other it's a
competition to see how
quickly you can score
1,000,000 points.

NAXAT—CD-ROM

1P 0DODDDO0C 883 E 5 & 04 1P (20005700 6853 £ 5 £.02

BRERa

: This two-
player motorcycle
racing game includes
eight tracks, pit stops
and varying weather
conditions, plus a split
screen for simultaneous
play in the two-player
mode. Its play mode
features the Nippon
Grand Prix, an en-
durance race and a test
course. If you happen to
pick the Suzuka Circuit
(the site of the real
Japanese World Grand
Prix), you can actually
race in its eighthour en-
durance race.

IREM—Hu-Carp
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Andre Panza Kick Boxing

NEC
TurboChip

The French programmers at Loriciel
have created a kick-boxing game for NEC
that has been endorsed by fellow French-
man Andre Panza, four-time kick-boxing
world champion. This is a fantastic game
that allows your player to train and work
his way through the ranks to the final
match against Andre Panza himself.

Darkwing Duck

NEC

TurboChip
The evil organization FOWL has stolen a priceless
painting. The map that will lead you to the painting has
been split up BRLUL
JRIETRIRRTRIRTATS

(IR EIEIEIEIRIR}

and scattered
across the city
St. Canard. It's
up to the great
super-hero
Darkwing Duck
to fit the map
pieces back to-
gether, capture
the bad guys
and get the
painting back.
The whole gang
from the hit
Disney cartoon
series is fea-
tured in the
game, including
Muddlefoot,
Gosalyn, Tufk-
erninni, Mega-
volt and Steel
Beak.
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Our first crossword puzzle, the Great TuRBOPLAY Crossword Puzzle Quest in the June/July 1991 issue, was a big success,
and you must have enjoyed yourselves, because we got a ton of entries. In the end, though, we learned a few things: If you
make a mistake, people will call you a lot (the clues for 4 down and 28 across should have been plurdls, to yield KETTLES and
NETS); it would help to include an address where people can send their entries; and we should make sure we set a date for the
contest to close. Oh, well—most everyone figured it out, even if our phone never stopped ringing.

Through all the misteaks, we came up with one winner and ten runner-ups:

Firs® Prize (wins ten TurboChip games)

Mark Burke
Holden, Massachusetts
R Ups ( h wins TuerboChip game)

Joe Pierce Tim Landis Kevin St. Cyr
Schenectady, New York St. Joseph, lllinois Berlin, New Hampshire

Steve Ludwig Nate Craves James Sinisi
Chilton, Wisconsin Fremont, California Woodhaven, New York

Adam Rebeske Ryan Davis Troy Malik

Scottsdale, Arizona Loomis, California Arlington Heights, lllinois

Anthony Brisson
Naples, Florida

Everyone did a great job. Congratulations to all.

ugain for another fry
All you have to do is

big.We'll be picking ¢

mentions from each

and the honorable m:
" Chip of our chaice. Be sure

entries become the Pproperty of Tursol
Just send yaur emruss 1o

~“ithe ones that. ’i\ow the best drawing, imag
:Nﬂll Judges decisions are ﬁnal
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The ultimate headbanger’s back. Bigger,

badder, and bolder than ever. And this time Bonk's

got a score to settle. The evil King Drool III has

Those pesky creatures are back. And this
time they're riding mutants. Giddyup.

If the giant tortoise boss turns his back on you,
watch out. He's ready to fire volcanic rocks.

retaken control of the kingdom with lightning fast
speed. And it's up to Bonk to swim, fly, and battle
deadly piranhas to avenge this travesty. Brace
yourself for serious cranial impact: The head-

banging cave dude has returned.

If your new game had 7 levels, and more than 7
secret bonus games, you'd be walking on air, too.

©1881 NEC Technologies, Inc. For information on this game, call the TusboTeam at 1-800-FUN-TG18. The first 30 seconds are free, 89¢ per minute theresfter, meximum S5 per call. Get
your parents’ permission first. Bonk's Revenge is & trademark of NEC Technologies. Inc. ©1891 Hudson Soft. ©1889, 1991 Red,
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