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ITRODUCING KONAMIS NFLFOOTBALL
 THEALL PRO GAME THAT PUTS YOU INAPOSTTION
"TO CALL ALL THE SIGNALS. '

Heres your ¢hance to prove once and for all whether you ve
got the agility, strength and brain power to play in the NIFL.

Sanctloned by the National Football League, all 28 of your
favonte teams are here for you to captain, incliding the Forty-
Niners, Bears and Dolphins. And 13 of the most famous
pro-style plays are here for you to call—from the shotgun
attack on offense, to the goal line stand on defense.

First downs, four quarters, kickoffs, punts, field goals, extra points, team
stats...everything's here but the bruises. You can even run the Video Link ™

KONAMI

leam names and logos are the registered trademarks of the NFL and teams

S0 take on Konami’'s Game Boy® game
breaker And take CEﬂter Stage In a DUFHShlng Ieague that’” depicted NFL™ lx;rvgm:t*n?nlzga:iernfa;k of the F‘~.Ia1mm|Fn}::~l;Lr~:r'l League

' . e MNintendog, Game _L1:1,-.‘.-r_-{1[."u=_' '.l.’f.l_'.'ﬂl_{'.ilhldrr_-‘[.’1I.I:’r1l.-:|'r|-.'5.T: intendo
test your athletic skills and play calling prowess. gitmentline, TR0 ingnc ofAmen s i

Konami® is a reqistered trademark of Konamiindustry Co,, Lid
< 1990 Konanu Ing,
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Bionic Commando.

Expernience the Power

of

d

Get set for rapid fire action as you're
transformed into the Bionic Com-
mando. This best-seller from Capcom is
a dynamic adaptation of the original
arcade classic.

Expect an onslaught of challenges and
extraordinary graphics when you battle
enemy forces in their futuristic lands.

Y our powerful extending bionic arm
and incredible arsenal of weapons gives
you all you need to become an unstop-
pable one-man army.

To the most daring soldiers, this might

e =
o,

seem an impossible test, but they've
never experienced the power of
Bionic Commando!

 Bionic arm extends, providing unbe-
lievable power and strength.

e Earn the weapons necessary to battle
enemy forces.

 Bionic Commando offers some of the
best high resolution graphics available.

e This is a challenge for even the best
video game players!

3303 Scott Blvd. Santa Clara, CA 95054 (408) 727-0400

Bionic Commando is a trademark of Capcom U.S.A., Inc. Capcom is a registered trademark of Capcom U.S.A., Inc.
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‘ You r 9 ut to strafe the stratosphere obsessed with endmg
the long bl dy reign of King Nemesis. Suddenly, that heap of

rancnd ro ty’s horde of henchmen swoops down out of a nebula,
W spraying Jou with lethal molecular bursts. You grit your teeth,

B "i 1ench the coritrols of your pressure-cooking starfighter, the
Proteus 911, and power up its arsenal of land-blasting lasers and

- dual devices of destruction.

But wait! A barrage of enertron bullets streaks toward you.

With lightning reflexes you fire your mauling missiles as you're hurled
into yet another level of terror. Your last hope is to double your
firepower and create a duplicate starfighter with the ship-cloning

option. What will be your fate ? rreg .y 5

Bonus levels...or oblivion? & 7u =
G A M E 5
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Cover: Carolco Pictures and Acclaim

have banded together to bring one of

1990°’s most-anticipated films, Total

Recall, to the NES. Turn to page 30

for a look at the game and how it

evolved from script to video game.

Cover art: Jim Auckland . ’
© 1990 Carolco Pictures Inc. (U.S. s

and Canada); Carolco International _

N.V. (All other countries). Al Rights "’ - J
Reserved. W e
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FEATURES REVIEWS
TOTAL RECALL: ACCLAIM IN SEARCH OF THE EVIL VIDEO-GAME REVIEWS
BRINGS ARNOLD PLACE: A PLAYER’S GUIDE TO .
SCHWARZENEGGER’S FILM FAXANADU, PART 2 G'?:fmﬂfthﬂ Lance, Astyanax, Ninja
ROLE TO VIDEO-GAME SCREENS hy Clu‘ytun Wulnum alden ll, SIH]'Shlp HECtﬂl’. S“p'Er C, Pat

Riley’s Slammin’ Jammin’ Basketball,

by Andy Eddy, with Donn Navert Neutopia, Slap Shot and Ghostbusters.

This month we conclude our in-depth

What do you get when you put Arnold strategy guide to this medieval adven- Biin mE
Schwarzenegger, the director of RoboCop ture for the NES. Don’t worry—we’ll get %
and a futuristic sci-fi thriller together? you to the Evil Place yet! g T
You get a hot film that develops into one of « PlESE e
the hottest video games of 1990. Lﬁe&:%f §l mt L5
COMPUTER COUNTRY CLUB ﬁ,ﬁ_ﬁ iR R
by Bill Kunkel and Joyce Worley s
Baseball, football and basketball games o | - L annosga
have always been popular for computer- 1 1 6
ists, but golf, tennis and miniature golf
are catching on. This month we survey COMPUTER-GAME REVIEWS

the best of the country club set. Tank, Hoyle’s Book of Games, License to

Kill, Sword of the Samurai, The Third

Courier, Space Rogue, It Came From the
3 4 1 3 6 Desert, Sands of Fire and Trivial
COMPUTER-GAME STRATEGIES Pursuit.

BEHIND THE SCENES AT THE
NINTENDO WORLD
CHAMPIONSHIPS IN DALLAS Join our disk jockey as he lectures the

by Howard H. Wen finer points of Double Dragon II,
Populous and Space Harrier.

by Frank Tetro, Jr.

Nintendo has launched a tournament and
video-game show that will hit over 30 cities.
Our correspondent reports how the first
stop of the massive tour came together.

62

BATMAN STRATEGY GUIDE,
PART |

by Andy Eddy, Donn Navert and
Bissy Eddy

Having a hard time getting past the Joker’s
minions? Our crack staff of strategists will
put you on the right track to victory in the
first half of this exciting game.
™ & © 1964 DC Comics Inc. . OAMmME PDOLI

™ & © 1989 DC Comics Inc. S

VIDEOGAMES & COMPUTER ENTERTAINMENT is published monthly by L.F.P. Inc., 9171 Wilshire Bivd., Suite 300, Beverly Hills, CA 90210. Copyright ©1990. All
nghts l'ESEF‘fEd. Nothing may be reproduced in whole or in part without written permission from the publisher. Return postage must accompany all manuscripts, drawings,
disks, etc., if they are to be returned, and no responsibility can be assumed for unsolicited materials. All rights reserved on entire contents. U.S. subscription: $19.95
for 12 issues. Foreign subscription: Add $10-per year. Single copy $2.95. Change of address: six weeks advance notice and both old and new address are needed.
POSTMASTER: Send change of address to VG&CE Magazine, PO. Box 16927, North Hollywood, CA 91615. Address all advertising materials to: Paula Thornton—
VIDEOGAMES & COMPUTER ENTERTAINMENT Magazine, 9171 Wilshire Blvd., Suite 300, Beverly Hills, CA 90210; (213) 858-7155. Nintendo is a Registered Trademark
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ost of
us love
movies and television
shows for the same reason we love
video games. It's the old “Cowboys
and Indians” thing: You relate to
others who are living a more excit-
ing life than yourself. We all have
dreams of being a secret agent or
being able to fly without a plane.
Movies, TV and video games give
us that freedom, though in a some-
what detached sense.

movie or TV
show’s develop-
ment. For example, the RoboCop
NES game faced many delays in the
course of its lifetime and didn't
appear on shelves until more than
two years after the movie first
appeared.The Total Recall project,
which you can read about starting
on page 30, was begun shortly after

the movie’'s shooting started.
In the coming months, you'll also
be seeing more media

With that in mind, there
have been quite a few
conversions of movie and
TV subjects into the for-
mat of an electronic game.
Look back over the years
at the likes of Batman,
RoboCop (who graced our June
1989 cover), all the various Star
Trek, Indiana Jones and Star Wars
translations and many, many more.

Add to those ranks Arnold
Schwarzenegger, previously seen in
computer and video games in
Activision’s Predator, who this
month appears on VG&CE’'s cover for
his upcoming movie, Total Recall.
This exciting film by Carolco Pic-
tures is quickly making its way to
the game realm, thanks to Acclaim.

It's odd for a game to appear at
almost the same time as the TV
show or film. Usually the game ver-
sion comes out well after the media
release, which not only allows the
public to be more aware of the sub-
ject, but also gives plenty of time for
development of the game program.
After all, most licensed products
aren’t licensed until later in the

subjects on the cover of
VG&CE and within its
pages. These include tons
of licenses from Sega,
who is being aggressive
in getting licenses from
all corners of the enter-
tainment field. Later this year, Sega
will be bringing out games based
on Spiderman and Dick Tracy, the
latter based on the soon-to-be-
released film by Warren Beatty.

Not to be left out, the Nintendo
community will also see both old
and new characters popping up on
their favorite game system. These
include such veterans as Gremlins
and Mad Max as well as Who
Framed Roger Rabbit? and Califor-
nia Raisins fromm more recent history.

Perhaps the most exciting
celebrity appearance will be detailed
in the next issue of VIDEOGAMES &
COMPUTER ENTERTAINMENT. We don't
want to give away too much, but we
will say one thing: This Sega Gene-
sis game will be a Thriller!

Talk to you next month.

—Andy Eddy, Executive Editor

VG&CE * JUNE 1990
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TANK SIMULA

SEE YOUR LOC
RECRUITER. ;

Central Europe. The Middle  army of up to 24 vehicles, to Compu- W, o T
East. Fort Knox. including tanks, artillery and  Serve® the =4 ;‘5_' Rl T
Welcome to the battlefield,  aircraft. world'’s % . G
You are now in com- Experience the largest X
mand of 60 tons of action as commander, personal ot
high-tech firepower: gunner or driver information ﬁ
The M1 Abrams™ while crushing system. 47
Main Battle Tank. through rugged land-

N
Check the battle scapes at 50 mph. SORTEE iy '.; _

lans and topographi- Peer through the your helmet
Ic:’::ll maps——ca]ijl t%r i darkness with the aid  and be all
reconnaissance... TANK™ of thermal imaging. Pound at thfﬂt you can be—
brings you all the action you  the armor of a Soviet T-30 with TANK, from

can handle. It's the only tank tank with your sophisticated Spectrum HoloByte'

simulation that lets you con- ~ Weaponry. __ —
trol an individual tank, And for a limited e
or lead a small time, you can order a
free TANK VHS video
tape (small handling
fee applies) when
you purchase TANK.
You'll see actual
footage of the M1
Abrams in action.

Plus you '11 have Our exdusive 3-D :nluurntl terrain makes the real-
hmu ndiun uf TﬁHH ultrn-mulisti:

the option of a
free introductory
membership

Avoid enemy fire with evasive maneuvers. One hit in
the wrong place and you’re scrap metal!

Sper:tmmHakﬂm

2061 Challenger Dr., Alameda, CA 94501
(415) 522-0107

& Available for IBM AT, PS/2 and compatibles. Requires EGA.

S TANK and Spectrum HoloByte are trademarks of SPHERE, Inc. Abrams is
AL relgs'stered trademark of the U.S. Army. All other pmﬁucts are trade-
' of their respective holders.
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. The Future Is Now. The Challer

The future in gaming has arrived! At last, a space (A W A
adventure with loads of action, dynamite graphics, {1 .10 [0 10
and fantastic challenges at every level. B The . * 0

year's 2777. A time of terror. XEXYZ, a peaceful
~ world kingdom, is attacked from deepest space by
" bizarre and bloodthirsty mechanical beasts out to conquer
the earth! B Yet there's still hope! And you're it. You are the
one Star Warrior who dares to battle the robotic monsters and
their empire. Only you can save the planet!




e Is Real. The Game Is XEXYZ.
But be careful. You'll need all your courage and cunning to e
succeed. Otherwise, the entire human race is doomed to extinction!

So get ready, Star Warrior. Play XEXYZ, live XEXYZ. Look for it '
today at your favorite video store. |

LICENSED BY NINTEMDCO)
FOR PLAY WITH THE

The future is now. r——

HUDSON GROUP |
\ R)
e ” W / y

,Hﬁ,iwmmm;r— Hudson Soft USA, Inc., 400 Oyster Point Blvd., S-515
. \ South San Francisco, CA 94080 e Tel: 415-495-HINT

\ P S ‘ : _/ Hudson Soft* is a trademark of Hudson Soft Co., Ltd. XEXYZ" is a trademark of Hudson Soft USA,
s Inc. Nintendo” and Nintendo Entertainment System” are trademarks of Nintendo of America Inc.
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READERS SPEAK OUT ON
NES SITUATION

Dear VG&CE:

Reading your March editorial about Nin-
tendo’s bad business practices reminded
me of the day | went into my local toy store
to buy some games and saw a sign they
had posted stating: “We will not be carry-
ing any Tengen games for the NES.”

| use to own an NES, but after getting
burned once too often by games not nearly
worth what | paid for them, | sold the sys-
tem. There is no doubt about it, Nintendo
has a lot of really good software for its sys-
tem, but | feel the company isn’t giving its
all to make sure the gaming fans are satis-
fied. If you ask me, it's just after the money.

—Dan Walimaq
Birmingham, Michigan

Dear VG&CE:
| do feel that Nintendo is restricting fair
competition in its manufacture of software.
| commend Representative Eckart for scru-
tinizing Nintendo's business activity as far
as its game cartridge costs and availability
in the U.S. It does have a monopoly as far
as I'm concerned. | would like to see com-
patible software available [from other
sources].
—John P. Stodolka
Omaha, Nebraska

Dear VG&CE:

| was waiting to see what vG&ce would
say about the antitrust suit against Ninten-
do. | am not against Nintendo and don't
want to make this a negative letter but.....

People have to speak out against unfair
practices in order to preserve the dignity of
video games and entertainment value for
the masses.

There definitely had to be a hyped-up
chip shortage to drum up business and to
get the attention of the video-game buyers.

10

I

Cartridges were hard to get in Mas-
sachusetts and still are. And the prices are
not regulated in all stores. Some stores get
so many more games,while the little guy
can't keep them on the shelves.

There is not, in my opinion, any control
on prices. | don't think any video game is
worth over $40. Washington has to set a
standard for the video-game industry and
regulate prices before they go through the
roof. Old games that are two and three
years old are at the same high price.

In many stores | see Nintendo every-
where, but where is Sega, Atari, NEC or
anyone else who should have the right of
free enterprise to sell its wares? The figures
for Nintendo speak for themselves, and it's
no secret we are talking in the billions.

—Anthony Castiello
Everett, Massachusetts

Dear VG&CE:

We saw your Editor’s Letter in the March
1990 issue of vGca&ce and want to take you
up on your invitation to voice an opinion.
We have been involved in the
video-game design business
since 1982. We do not agree
with the proposition that Nin-
tendo’s policies have resulted in
higher prices and fewer games for video-
game players. Quite the contrary, our
observation in Toys “R” Us and other
stores that sell video games is that Ninten-
do’s policies have led to more and better
games coming to market than would have
been possible without Nintendo’s policies.

We have not seen any honest evidence
that retail prices are higher as a direct
result of Nintendo’s policies. We do not
believe changing the system would result
in lower prices, but only in more bad
games coming to market. And too many
bad games is what killed the first video-

game business in the mid-1980s.

As an NES-licensee company, | can state
categorically that Nintendo has no control
over, nor even input into, our pricing.
Prices are set by each licensee/publisher,
based on many factors, including, but not
limited to, the amount of time and money it
took to develop a game, the cartridge con-
figuration, overhead and marketing costs
and competitive pressures. Even though
Tengen manufactures its own games and
is outside the Nintendo licensee universe,
Tengen’s games are not less expensive
than Nintendo's licensees’ games. Sega
Genesis games are more expensive than
NES games, as are many NEC TurboGrafx-
16 games.

In your editorial, you report that
because Nintendo games are import items,
this drives up their price. As a licensee with
experience in importing Nintendo product,
| can report that the cost of shipping one
cartridge by sea from Japan to the port of
Oakland, California, is less than five cents
(depending on the value of the yen to the
dollar at the time of shipment). This adds
approximately twenty cents to the retail
price of a game. In contrast, the U.S. gov-
ernment has imposed an import duty of
nearly 8 percent on video games. Payment
of this tax adds around $3-$4 to the retail
price of the games. If Congressman Eckart
is truly concerned about the price of NES
games, he might do well to sponsor legisla-
tion lifting the import duty.

Our view of Congressman Eckart and
his findings is that his is misdirected politi-
cal grandstanding without much substance.
His entire investigation process was funda-
mentally unfair. Although he conducted
extensive hearings into Nintendo's trade
practices that resulted in recommendations
being made that the Justice Department

Letters to be considered for publication
should be addressed to Reader Mail, VG&CE,
9171 Wilshire Blvd., Suite 300, Beverly Hills,
CA 90210. Letters may be edited for style,
clarity and space considerations. We regret

that we cannot respond to all mail received.

VG&CE » JUNE 1990
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investigate, only Nintendo’s market oppo-
nents were allowed to testify. Congress-
man Eckart did not give Nintendo an
opportunity to appear on its own behalf.
This was despite a request by Nintendo
that it be given the opportunity to testify. In
our view, finding Nintendo guilty without
giving it a chance to defend itself is decid-
edly un-American and smacks of tactics
used by Senator Joe McCarthy in the
1950s. The Senator from Wisconsin is not
generally regarded as a shining role model
for U.S. Representatives.

We believe modern video games repre-
sent good entertainment value. Develop-
ment costs of modern games are extremely
high. The time and “person power” it takes
to design and program a modern video
game is staggering.

Because of our desire to attract and
hold onto the most creative and resource-
ful people, we must compete with the toy
companies, television producers, motion-
picture “special effects” houses, business-
software companies (like Lotus and others)
and Wall Street brokerage firms for top
technical and creative talent. If the best
people can’t earn a competitive
income designing video
games, they will move into
other fields. If the most talent-
ed people move out of video-
game design, the quality of the
games will drop and the video-game player
will lose out.

Nintendo’s policies have resulted in a
large supply of quality games for its sys-
tem. Nintendo doesn’t need Absolute
Entertainment to speak on its behalf. How-
ever, we felt positions stated in your Edi-
tor’s Letter were inaccurate and warranted
this response.

—James Charne

Vice President, Legal & Business Affairs
Absolute Entertainment

Glen Rock, New Jersey

- Well, there’s no doubt that discussing
this issue raises blood pressure all around
the country. And while we’ve made some
statements in the past about Nintendo'’s
practices, it’s impossible to make a full
report on the situation without certain
answers, answers that require inside
knowledge. Here are some concerns that
we have:

® As it's rumored that some of the com-
panies in Nintendo’s licensee program are
restricted in their output (on a yearly

12

basis), which companies are allowed to
produce more games and why?

How much do licensees pay to Nin-
tendo, per game, as a licensing fee?
(Rumors have put this at somewhere in the
area of $10 per cartridge.)

Are rumors of intimidating retailers
true? (Again, rumors state that many retail-
ers have been pressured against carrying
Tengen, Color Dreams, Sega and NEC
products.)

Why can’t Nintendo, given its wealth,
start a U.S. manufacturing plant? Certainly
there are lots of reasons why this should
be a reality.

We don’t deny that today’s games rep-
resent a growth from the early days of
video games and that they are high in

entertainment value. It’s just that there

have been far too many rumblings of
unfair practices for us to shrug off and
ignore. And Congressman Eckart’s find-
ings, whether they are political grand-
standing or not, seem to indicate a prob-
lem does exist.

While calls to Nintendo’s offices went
unreturned, we spoke to Congressman
Eckart’s subcommittee counsel, who
faxed us a copy of a letter that was sent
to Howard Lincoln, Nintendo’s executive
vice president, in December 19889.
Though Nintendo claimed, as Charne’s
letter does, it didn’t have an adequate
chance to tell its story to Eckart's sub-
committee, Eckart’s letter notes that the
subcommittee was willing to work with
Nintendo and spent time on the phone
and in person with Nintendo representa-
tives—Hill & Knowilton, its public-rela-
tions firm in Washington, D.C.—regard-
ing the concerns that were being raised.
According to the letter, one meeting last-
ed over two hours.

As an update, the investigation has
been turned over to the Federal Trade
Commission, which started a committee
to follow through on Eckart’s claims. No
further news has come from this investi-
gation at press time.

Given the information at hand, we
stand by our statements and welcome
Nintendo’s comments on this issue.

AND FURTHERMORE...

Dear VG&CE:
| have an important question to ask, but
first I'd like to compliment you on a fine

magazine. The first few issues were sort of
generic and unfocused, and | was ready to
give up on VG&CE but you’'ve evolved into a
first-rate publication.

Anyway, here's the situation. | own
three game systems: an Apple 1l, a Sega
Master System and a Nintendo Entertain-
ment System. As game systems evolve and
become more complex and efficient, their
forefathers are relegated to second-class
status. Already the Apple Il and SMS are
practically dead in the water, and
NES—depending on the performance of
the new 16-bit machines—could be finished
in a few years. |I've sunk a small fortune in
these machines, and | refuse to give up on
them.

Do the makers of these machines realize
that they are betraying the public? How can
they expect me (and other gamers) to com-
mit to newer, more expensive machines if
they plan on yanking the rug out from
under us when new products come out?
And don't tell me about converters (such as
the Genesis and its Power Base Converter).
Why on Earth would anyone buy a 16-bit
console to play 8-bit games?

Personally, the NES is the final straw. If
these guys pull a fast one and go to a 16-bit
while abandoning the NES, then | refuse to
buy another game system.

—Randall Bodine
Gaithersburg, Maryland

We understand your plight, Randall.
Unfortunately, the video-game market has
been one of the fastest-moving segments
in consumer entertainment. Just as the
vinyl record is leaning toward extinction in
favor of the CD, progress is moving the
video-game world toward 16-bit machines.

Even with that evolution, however, there
is no reason that you can’t enjoy the sys-
tems you have. And we see the Power
Base Converter, which allows you to play
SMS games on the Genesis, as a viable
method of combining the old and the new.
If you buy a Genesis, you’'ll be able to keep
and enjoy your current SMS library-in addi-
tion to tasting what the new technology
has to offer. In fact, the rumors abound that
the Super Famicom will be backward com-
patible with the current library of Famicom
games—and we expect the same to be true
when this machine comes to the U.S.

We don’t think that this unfortunate
obsolescence is planned, but given the
state of consumer electronics, it seems
inevitable. &
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Golgo 13 is back in The Mafat Conspiracy! Top Secret Episode
knocked the wind out of you; this one will blow you away!
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The editors and
staff of VibEoGAMES
AND COMPUTER
ENTERTAINMENT would
like to welcome you
to a new section, Tip
Sheet. This section
is designed to give
you answers to
question such as,
“How do | defeat the
end boss on this
level?” or “Pve
looked everywhere,
but I can’t find the
blue vase.” So if
you’re having a
problem on a game,
write to us, and our

group of experts will

do everything théy

can to solve it. Send
your letters to
VG&CE,

9171 Wilshire Bivd.,
Suite 300,
Beverly Hills, CA
90210, Attn: Tip
Sheet.

16

Donn

To kick off this new section
we're going to take a look at
Kunsg-Fu Heroes by Culture
Brain. Theres a contest in
progress (see News Bits on
page 24|, and we thought
we would pass along some
tips and strategies that might
help you become the winner
of the $10,000 grand prize.

Basic Strategies

To be able to advance to
the high levels, you'll need to
master a few of these moves:

To increase your
punching ability you'll need
to collect a “punch-up” (a
closed fist). After collecting
two punch-ups, you'll be
able to throw an iron punch.
This punch is good for some
of the stronger enemies,
such as bison commandos. If

Navert

you collect a third punch-up,
you obtain the speed punch.
This Is the strongest punch
both characters can have. It
would be a good idea to get
this as quickly as possible by

357887058 7 e oB01icBs
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collectmg the treasure boxes.
. © At the beginning of the
game you start off with the
moonsault kick. To use the
kick, hold the control pad in
the desired direction and
press the B button. This is the
weakest of kicks and should
be used to defeat weak
enemies or escape from the
slower enemies.

- The ultimate kick, the

mrracle Kick, gives you more
Rower and allows you to kick
farther across the screen.
After collecting the “K” to
“perform the move, get as
many treasure boxes as you
can. Each one will add to the
- number of kicks available to
- you, which is shown at the

top of the screen. To use the

Kick, press the “B” button and
immediately press the control
pad in the direction you
want to.go. The key to
success here is timing.

Special
Techniques

The easiest method of
defeatmg the various
enemies is to attack from the
‘back or side. Enemies such
as kung-fu commandos and
Spear Man are difficult to
defeat in frontal attacks,
~ especially when you use
punches or the moonsault
kKick. Hide behind the
different rocks that can be
found on the rounds, and
when the enemy appears,
unleash a deadly barrage of
punches and kicks. | don't
~use kicks against kicks or
punches against punches. If
an enemy throws a punch at
you, you should counter

18

~ with a kick. Conversely, if the
enemy kicks you, just throw a

series of punches.

Teamwork is an
important element in this
game. Since all obtained
items—yes, even “1-
Ups"—will be distributed to
both players, one player
should collect the items while
the other fights. Be sure to
protect each other against
the enemies. If you see that
your partner is out of

3600%208m
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position for a fight, rush over
and help out. You might
assign one player to fight
and one to concentrate on
smashing rocks to find
hidden items. It would be a
good idea to let the more
skilled player be the fighter,
SO both players can advance
more smoothly.

After one player obtains
the key, both players should
go to the door leading to the

Iiiiiliiilliiiii fow. REBS

bonus stage. The stairs will
remain open briefly, so be
quick. Once both are in the
bonus stage, collect as many
“E” balls as possible. Collect
five “E” balls and both players
will gain an extra man.

Be on the lookout for
“G" balls. The player that
collects one of these will
have the ability to shoot the
enemy with gun balls. In the
Z-player mode only the
player that collects this
weapon can use It.
Each shot that hits an
| enemy will weaken It,

player to move in for an
easier kill. Be sure to
take advantage of the
gun balls whenever you
can, because the
enemy can't use beam
weapons when you
have this firepower.

To get an invincibility
of sorts, collect six
money bags hidden
under rocks and blocks
that you've smashed.
Then press the “A” and
“B” buttons at the same
time and a "P” ball (or
power ball) will appear.
Collect this ball, and
every enemy on the
screen will turn pale. SImply
touch the pale enemies once
to get rid of them for good.

If you're playing Kuns-Fu
Heroes for the first time, be
sure to read the instruction
booklet. It might give you
some additional tips.

Remember, even though
one players game may be
over, the remaining player
can still play and add to his
overall score. 4
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QS-123
IBM PC/XT/AT
ANALOG

QS-127
DUAL-PLAYER
REMOTE

QS-128
UNIVERSAL
ARCADE-STYLE

4

QuickShot offers the most
complete selection of video
game controllers in the market.
Models are available to suit all
the most popular video game
machines and just about any
playing style. And no matter
which model you choose,
you can be sure you're getting
the kind of performance and
value for the money that have
made QuickShot the biggest
name in the business.

QS-129N/F*
SPACEAGE CONTROL

Quick§hot *
20,000,000

JOYSTICKS SOLD WORLDWIDE

QS-130N/F*
DELUXE DIGITAL

QS-131
NEW BASIC

US SALES OFFICE: Bondwell Industrial Co., Inc. 47485 Seabridge Drive, Fremont, CA 94538, U.S.A. Tel: (415) 490-4300 Telefax: (415) 490-5897

CANADIAN SALES OFFICE: Bondwell Canada Ltd., Unit 26, Midway Industrial Centre, 171-173 Advance Blvd., Brampton, Ontario, L6T 427, Canada. Tel: (416) 793-2363 Telefax: (416) 793-9286
EUROPEAN SALES OFFICE: Bondwell United Kingdom Ltd., Bondwell House, Unit D1, Tarrif Road, Tottenham, N17 OEH, UK. Tel: 01-365-1993 FAX 01-808-7553

ASIAN SALES OFFICE: Bondwell Trading Ltd., 15A Hing Yip Street, Kwun Tong, Kowloon, Hong Kong. Tel: 3-419371 Tix: 3-51439 BITL HX Fax: 3-797807

* N for Nintendo Entertainment System and F for Sega, Atari, Amstrad and Commodore game systems.

=20 Bondwell Global Ltd. QuickShot is a registered trademark and QS5-123, SQ-127, Q5-128, QS-129N/F, QS-130N/F and Q5-131 tradenames of Bondwell Global Ltd. Nintendo and Nintendo Entertainment

System are trademarks of Nintendo of America, Inc. All other product names are registered trademarks and trademarks of their respective companies.
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Montana Siws Video-
Game Deal With Sega

Joe Montana, quarterback
for the 1989 World
fhampion San Francisco
#9ers football team, has
signed a multi-million dollar
ggreement with Sega to
gdevelop “the ultimate
football video game.” The
¢deal, announced at a San
Francisco press conference
¢n March 22, 1990, holds the
distinctions of being
Montana’s largest licensing
¢ontract as well as the
heftiest celebrity
endorsement for a video
game ever signed.

“Sega was my first choice
in creating the greatest
football video game,”
Montana was quoted as
- ¢aying. “Genesis has the
gdvanced graphics and

ower to accurately create
he real look, moves and

xcitement of professional
ruutbail."

“This agreement will

*end a clear message to

ame players everywhere:
tﬂu can’t do Joe Montana on
Nintendo,” Michael Katz,

ega’s Consumer Products
Eivisic}n president noted.
YWe are honored to create a
16-bit video game worthy of
his name.”

Actually, the arrangement

oes beyond video games to
z‘lCIUdE the Montana name
being added to arcade
games, computer software
gnd portable games. No
further details, other than
the planned Genesis game,
yvere announced.

The Montana
¢ndorsement is yet another
.ﬁgn of Sega's aggressive
licensing strategy, which has
included the signing of deals

20

with Mlchael Jackstm (for a”
Mﬂaﬁwalker video game)
and Walt Disney Films
““(games based on the
upcoming Dick Tracy movie,
Fantasia and Mickey and
Minnie Mouse).

Tank Killer Gets
Add-On Module

Dynamix has readied an
add-on campaign module for
A-10: Tank Killer. The one-
disk add-on, Simulation
Module #1, adds seven new
missions to the original
program.

The module will
not be available
through retail stores;
it can be ordered
direct from Dynamix

Hnﬁiﬁmsﬁn for a trip back in

time to the days of Imperial
_“|“Rome. The result is

Centurion: Defender of
Rome (EA).

Centurion: Defender of
Rome is available for IBM PC
and compatibles, from
Electronic Arts.

Atari Opens Line
for Product Orders

Atari has started up a toll-
free number for consumers
to order Lynx and Portfolio
(Atari’s pocket-sized IBM PC-
compatible computer)
products. The number is
(800) 443-8020, and it
prompts you to enter codes
from your touch-tone phone
to get information or place
an order for Atari products.

Since its introduction
in November 1989 new
software releases for the
Lynx have been sparse,
but a spokesperson for

#8 Atari claims that by the

~4 end of 1990, there will
be a total of 25 games
| available for the high-
& powered color portable

e 8 game system.

for $12.95 (call them y

at [603] 687-8690) or
can be downloaded
from the Dynamix
Bulletin Board for no
cost. Modem owners :
can reach the BBS at (503)
687-8497.

Defender Creuior Turns
to Rome
Kellyn Beeck, creator of
the mega-hit Defender of the
Crown (Cinemaware) has
joined with Evan and Nicky

v g U gt G st et X - R R

The game requires
diplomatic skills—as the
player negotiates with
tribes— and battlefield
leadership when
negotiations fail. Seafaring
skills include catapults, ship

ramming and deckside hand-

to-hand combat. The player
aunches ships and raises
egions, builds stadiums and
nolds gladiatorial games.
These games include chariot

races and fights to the death.

New Program Saves
Games, Scores

North Shore Systems’
Stay Around loads into a PC,
then makes it possible to
suspend programs and
automatically return to them
at the exact point where you
left off. The product makes it
possible to suspend up to 16
applications at one time and
even power-down before
returning. When the
computerist returns to the
program, it remembers
where you were and holds
the score and other factors
in memory. It works equally
well for spreadsheets and
other applications, as well as
gaming programs.

Stay Around is available
from many retailers or direct
from North Shore Systems,
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THE POWER

IN A LAND OF IMPOSSIBLE EVILS ...

the classic struggle between good and evil )
comes to life. Mixed with magic and the latest R ‘ ALL
computer technology, a spell-binding game SK T

for your Nintendo Entertainment System® With cunning and skill you wield the

is born! ancient and broken Demon Sword." To defeat
As the hero warrior Victar, you will battle the evil forces ruling the land, you must

Wizards, Troglodytes, and Undead Souls. recover the Sword's missing pieces and restore

Master 7 levels and 3 worlds in your quest its mystical power. The journey is long and

to conquer the demons of the Dark Lord. the way is hard. Gather your courage, grasp

Traverse chasms of fire and mountains of your blade, and release the power that is

doom to confront the fiendish Gatekeeper. yours to control!

Actual Nintendo Entertainment System Screens
|
b

" |
i

|
|
I i
|
l
l

S rRih i} Ay
> IR oo 2ismr i '
d¢ . J

i’iﬁfﬁ%ﬁ%ﬁmﬁ ﬁﬁ‘éﬁ"i

EH!untgru

;=01 [H'[ uuu&&u LIFE '::Ln_ﬁ.l.‘;-_r.umlnu LIFE
11"'5- H i ‘ J._;__ Enu ER g [ﬁ ":L,i_'f huuﬁu
Beware the wrath of the Old Wizard Brave the broken bridges and terrify- The magic of the Phoenix can save
of Cedar Mountain. ing chasms of Bamboo Forest. your life!

TAITO

has evaluated the quality of this product. Licensed by Nintendo® for play on the Nintendo Entertainment System &
Nintendo® and Nintendo Entertainment System® are trademarks of Nintendo of America Inc. Taito® and Demon Sword ™ are trademarks of Taito America Corporation.
Copyright ©1989 Taito America Corporation. All Rights Reserved.
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which can be reached at
(818) 248-1711.

Top Coin-Ops of
February 1990
Figures courtesy of
Replay magazine, based on
an earnings-opinion poll of
operators.

Best Upright Videos
1. TMNT (Turtles) by
Konami
. Cyberball 2072 by Atari
. Hard Drivin’ by Atari
. All American Football
by Leland
. Off Road by Leland
. Team Quarterback by
Leland
7. Midnight Resistance by
Data East
8. S.T.U.N. Runner by
Atari
9. Operation Thunderbolt
by Taito
10. S.C.I. by Taito

= W N

o O

Best Coin-Op Software
1. U. N. Squadron by
Capcom
WWHF Superstars by
American Technos
. Buster Bros. by Capcom
. Caliber-50 by Romstar
. Golden Axe by Sega
Toki by Fabtek
. Tecmo World Cup 90 by
Tecmo
. AmeriDarts by
AmeriCorp.
9. Vs. Crime Fighters by
Konami
10. Task Force by American
Sammy

N~Nooosrw N

0

Best New Uprights
1. Final Fight by Capcom
. Beast Busters by SNK
Galaxy Force by Sega

w N

Coin Groups Go to
Washingion

At press time (early
March), members of AMOA
and AAMA (professional
trade groups for the coin-op
industry) are planning visits
to the nation’s capitol on
May 1 to lobby congressmen
on behalf of the dollar coin.
The coin-op groups will
sponsor a congressional
reception for lawmakers and
their families to play games,

22

listen to jukeboxes and
participate in tournaments of
electronic pinball, basketball
and dart games. A vote is
expected later this year in
congress on the subject of
the new dollar coin.

Ishido Stones Accolade

Publishing International’s
Ishido Stones, the creation
of designer Michael
Feinberg, programmer lan
Gilman and producer Brad
Fregger, will soon be
available under the Accolade
label. Until now, the stone-
matching contest was only
commercially available
through a 1,000-copy
autographed limited edition
of the Macintosh version,
packed in a handmade,
customized wooden box.

A mass-market version of
Ishido Stones was delayed in
getting to the public. The
game was first slated for
publication by Epyx, but
after its reorganization, a
new publisher had to be
found. Accolade expects to
release the Macintosh
version immediately, with
IBM and Amiga versions to
follow shortly.

Ishido features beautifully
drawn playing stones—
strategically placed on a
board—plus graphic editors
for creating new game
pieces and backgrounds. It
also contains a divination
technique called Oracle of
the Stones, based on the |-
Ching.

Nintendo Opens
German Branch
Nintendo will open a
subsidiary in West Germany
this year, to assume
responsibility for marketing,
sales and distribution of NES
and Game Boy products.
Nintendo plans to
develop the West German
market for its products. In
addition to the NES and its
line of game cartridges,
Nintendo will also introduce
the Game Boy portable
system to Germany.
The company has not yet
established the location for

the West German offices, but
expects to open in midyear.

Tund Brittanica Join
xD Encyclopedia

Tandy Corp. and
Brittanica Software will soon
join together to release a
computerized encyclopedia

Looknofurthe. for use on

i e o its new

2500 XL
' computer.
-:;' The new
~ machine

features a
built-in CD

i '{ i £ o o I |
e _
“”' drive. The

Compton

Encyclopedia, published by
Brittanica for school-age
children, will be contained
on a single 5.25" CD disk.

The new encyclopedia
will contain the full 26
volumes of Comptons,
which include 15,000
photographs, 5,800 maps
and charts and 60 minutes of
music. The programmers
estimate that the data
contained on the CD disk
would fill 18,000 floppies.

The Compton disk will
display pictures and sounds
related to the subject, such
as composers’ music and
notable speeches. It will also
contain a full atlas, history
time line plus a browser’s
picture file.

Hints for Gamers Lost
in Las Vegas

Mindscape has just the
thing for any gamer stuck in
Déja Vu Il: Lost in Las Vegas.
The hint book provides
guidance for all the locations
in the game, in three levels.
Each hint contains three
answers, each more
explicit than the last, so
that gamers can use
only the tips they
actually need without
getting so much
information that it
destroys their enjoyment of
the adventure.

The hint book was
prepared by lcom
Simulations, creators of the
game. It's available direct
from Mindscape for $5.

Konami Features Coin-
Ops in Handhelds
Konami’s new line of
handheld games feature
titles made famous in coin-
op arcades and in Konami'’s
and Ultra’s NES games.
Games reduced to fist size

are housed in Konami'’s
casing, which features four
push-button controllers and
direction rosettes.

Titles currently featured in
the handheld line are Double
Dribble, Top Gun, Gradius,
Contra, Teenage Mutant
Ninja Turtles, Skate or Die,
and this year’s newest
games, Bayou Billy and
Bottom of the Ninth.
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Only you and your P-40 Tiger Shark stand between
your buddies and oblivion. Trapped behind enemy lines,
the enemy is trying to nail you with everything they've
got —fighters, tanks, battleships, anti-aircraft guns. ..
But you can handle it. You're the best stick man in
the sky. So check your six o’clock and man your guns.
The Sky Shark’s got the moves if you've got the guts.

“Sky Shark. . . moves so fast, the enemy targets are
so numerous, and the graphics so vivid. . .
— Game Players Guide to Nintendo Games

(44

...a scrolling shoot-’em-up that combines furious
action with good graphics to provide an exciting
gaming ﬂxperiencﬂ."

— Video Games and Computer Entertainment

Actual Nintendo Entertainment System Screens
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Battleships track you and lay Danger below! Watch out for Company at 12 o'clock. Get Keep an eye out for heavy flak
down a carpet of deadly fire! a sudden ambush! them before they get you! from camouflaged guns. ..

TAITO

(Nintendo) ~ has evaluated the quality of this product. Licensed by Nintendo™ for play &n the Nintendo Entertainment System:
Nintendo and Nintendo Entertainment System™ are trademarks of Nintendo of America Inc. Taito and Sky Shark are registered trademarks of Taito America Corporation.
Copyright © 1989 Taito America Corporation. All rights reserved.
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Newsletter for
Amiga Gamers

TGFM Publishing, located
on Maui island, Hawaii, has
started a newsletter for
Amiga users. Amiga Games
Guide contains reviews,
news, rumors and game tips
for American and European
Amiga games and is
published on a bimonthly
schedule.

Amigans can get a
sample issue for $3 or a six-
issue subscription for $15
from Amiga Games Guide,
P.O. Box 11945, Lahaina, HI
96761.

Culture Brain Seeks
Kung Fu Heroes

Culture Brain is
sponsoring a tournament
this summer to find high
scorers on their NES-
compatible game, Kung Fu
Heroes. The contest
promotes team play; two
gamers must work to reach
the highest score, then send
a photograph of the game
screen to the company.

There are two categories
for the competition, family
and general. In the family
category, one or both
players must be 13 or under
as of March 31, 1990. In the
general category, both
players must be over 13.

The first-place team in
each group will receive
$10,000; second place is
$3,000 and third and
fourth places each win
$1,000. The top four
teams in each category
will win an overnight,
expense-paid trip to
Disneyland to compete in
the finals.

To enter, teams must
select their proper entry
category, then submit
their names, addresses,
ages, birthdates and

Video Ofter for
Crusaders

Lucasfilm has a special
offer for gamers. Customers
who purchase an Indiana
Jones game are entitled to
buy a copy of the VHS
videotape of Indiana Jones

and the Last Crusade for $10.

Customers who buy two
Indy games will receive the
video free.

Customers who purchase
one or more Indiana Jones
and the Last Crusade games,
either Indy—The Graphic
Adventure or Indy—The
Action Game, are eligible as
long as the purchases were
made between February 1,
1990, and June 30, 1990.
Details are available at
participating retailers.

Tengen Gifts Hospitals
With Video Games

Tengen has instituted a
charity program called
“Miles of Smiles” that is
certain to put big grins on
the faces of many sick
children. The software
company donated gift
packages to 12 pediatric

oncology/hematology clinics.

The company targeted
children’s cancer treatment
units in Atlanta, Boston,
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telephone numbers, together
with a photograph of the
game screen showing the
high score. Send the
information to Culture Brain
Champions Tournament,
15315 NE 90th, Redmond,
WA 98052: Entries must be
received before August 31.
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Chicago, Dallas, Houston,
Los Angeles, Miami,
Minneapolis, New York,
Pittsburgh, San Francisco
and Washington, D.C. Each
location received a Nintendo
Entertainment System and
all 11 of Tengen'’s video-
game titles.

All of the hospitals that
received the gaming
equipment and NES-
compatible cartridges have a
minimum of 20 patients, and
the equipment will be
available for use by both
hospitalized and out-
patients.

Dan Van Elderen,
executive vice president and
chief operating officer of
Tengen, explained the
company’s reason for the
giveaway: “These children
must spend long hours at
the hospital while they
undergo treatment. It was
our desire to provide an
enjoyable diversion for these
children....”

A big VG&CE salute: Way
to go, Tengen!

InfoMaster Provides
In-Store Sales Aids
Sellectek, Inc., has

installed InfoMaster systems
in over 400 Software Etc.
stores, Electronics Boutiques
and Waldensoft stores, to
make software shopping
easier for both purchaser
and vendors. The new
system, consisting of a ‘386
computer with hard disk,
VGA graphics, modem and
printer, provides information

R

on-screen about products for
customers to examine at
their leisure.

Software shopping has
never been easier than with
this new system. Users
search for product
information by name, by
publisher or by category of

software, through a series of
menus. Once the
computerist chooses the
product, InfoMaster presents
a comprehensive listing,
which includes a product
summary that completely
describes the software, any
awards or endorsements it
may have received, main
features, specs, level of
difficulty, add-ons,
compatible programs and
other relevant information.
These summaries can be
printed out for the customer
to take home. Screen shots
are also included to depict
the look and feel of the
software.

A billboard feature
functions as an attract mode
and presents in-store
advertising or information
about promotions and
discounts. Sellectek
upgrades the information in
the system each month, via
modem, to keep all the data
current.

According to Sellectek,
the system gained great
acceptance in December
1989, its first month of
operation. During that
month each InfoMaster
station received over 2,000
accesses per store.

Commodore to Market
Amiga Game Machine

According to VG&CE's
sources, Commodore will
market an Amiga-based
game machine before the
end of the year. Although the
company is tight-lipped
about the new system,
inside sources relate that the
machine will be based on
the Amiga 500
microprocessor. It will be
sold without a keyboard
(though the keyboard can be
purchased separately) and
with a 3.5 disk drive,
auxiliary CD-player and
Amiga monitor.

No word yet on what the
computer game machine will
cost nor when Commodore
plans to release it to market,
but VG&CE will keep readers
informed as soon as further
details are available. &
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You are Ryuhi, a dedicated student of the ancient art of Kung-Fu. But your
wise master has been kidnapped, and with him, the Secret Scrolls, which

REALISTIC KUNG-F

| hold the key to awesome fighting skills. Now, set out to defeat the evil Tusk
ACTION RETURNS. Soldiers and regain the scrolls. Your goal: The World Tournament of Contact
SUPER REAL KUNG-FUG_

E. Sports, where you wull seek out the evil |warriors of darkness.

You'll face the toughest challengers from six
different styles of fighting, at the World Tournament
of Contact Sports.

The gong has sounded. Now it's up to you to
become the World Champion.

sophisticated action will leave you
breathless with excitement. When it comes to

realistic kung-fu games, there’s only one champion—
FLYING DRAGON.
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CONGRATULATIONS!
YOU ARE A HEROD,
E
I

E‘H’U I DESTROYED
E EVIL EHEPE.

1. MANY SECRETS AWAIT YOU !

Set forth on a journey to regain the
Secret Scrolls and the hidden techniques
they hold.

2. THE POWER OF JUSTICE

Only by completing the mandara seal
can you gain its mystical powers and
defeat Dargon, the lord of the Tusk
Soldiers.

3. TRAINING SESSION

Start your training at Shorinji, the
legendary birthplace of Kung-Fu.

Culture Brain U.S.A.. Inc.

Culture Brain™ and Flying Dragon ™

are trademarks of Culture Brain USA. Inc
15315 N.E. 90th Redmond WA 98052 TM and C 1988 Culture Brain US A.. Inc

All rights reserved

4. DEFEAT THE SOLDIERS FROM
DARKNESS

It's Dargon, and he’s transformed into a

deadly opponent! You'll need the ulti -

mate move, the Hiryu-no-Ken kick, to

knock him down!

5.YOU WILL BE A HERO!'!

Fight your way through the World
Tournament of Contact Sports.
Victory will be in your hands.

m LICENSED BY MINTENDO® FOR PLAY ON THE
: ENTERTRAINMENT SYSTEM:*
NINTENDO®*AND Nintendo ENTER TAINMENT SYSTEM*
ARE TRADEMARKS OF NINTENDO OF AMERICA INC.

L 'r\[ BIRAIN
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YOU COULD BE THE CHAN

A BIG CHANCE FOR THE
WHOLE FAMILY!

Enter Culture Brains Kung-Fu
Heroes nationwide tourna-
“ment and win the grand prize.

Even those who aren’t as skilled will have a
chance to win. This tournament is not only for
the game maniacs but for any family members.
The champions will be selected from two
categories:family and general groups. [ il

You are th;a turchbearers‘ hf them

video game culture which is to be transmitted to the
next generation.

1.Please enter one of two categones. In the event of a te, there will be o playoff to determine who will proceed

Seml [:llltlli'e B_fai“ a_ A. Family Category to the finals.

If your team includes at least one person who is 12 years or under, enter this category.  5AIl the finalists will stay overnight in Los Angeles and will be taken to Disney Land as
SEI'EEI'I Sl'lllt Bf thB It 1s not necessary that you are family members. an extra prize.

h- h e st s c or Bs u" r B. General Category 6. % The seientgd teams for the finals will be directly notified by Culture Brain.
Ig y If both of you are 13 years or over, you must enter this category. % To enter either category, one adult or guardian must accompany the minor to the finals.
te a m [: 3“ g at 2.Play Kung-Fu Herues_with the 2 player mnm.a. | The date for the finals will be announced by Culture Brain.
3 Send a screen shot picture of your team’s highest scores to Culture Brain, If a team can not make it to the finals, it will be disqualified.

In the screen shot, both scores must be visible.  Air fare and hotel expenses for the finals will be provided by Culture Brain,
3.There will be four teams from each category. for a total of eight teams. Sixteen people 7.4 otk roaok: the: 106 il mark

in all will be selected for the finals in the order of their scores. JThe highesi score you can get with this game is
4 The top sight teams will be invited to the finals in Los Angeles, T

Thi: finals will h: perl‘t_:rmm:.l by th&.ﬁlmhs. Pt;z:s ;:n[r] E;Lhﬂ;a::gnnes r::" pe aw.arded JeWhen you get near 90,000,000 paints, play carelull o that you don't reset the score by
as follows: the first-pnze winners will be awarde LU0OU, the second-prize winners exceeding 99.999.900.

will receive-$3,000.00, the third and fourth-prize winners will receive $1,000.00.

o 5 ) SN Please print your names,
0 N g | Pleasa write down the following information on |C RN X addresses, phone

7 'S ; .. ;I' a piece of paper and send it aong with a screen i o iahare oh:tho Rack
£ | of the screen shot,

also.

3 + (B ---n- st a0
Nintendo LIGENSED BY RNTENOO ® FOR PLAY ON THE CULTURE BRAIN™ and KUNG-F H\ frademarks
SA'INC

ENTERTAINMENT SYSTEM*
X i » ENTERTAINMENT SYSTEM*" of CULTURE BRAIN USA INC.
NINTENDO"AND Nintendo ENTERTAINME SYSTE Al righ rgsgrug
1/ e e _:""_"":_".

(VAVAVAVAVAVAVAVAVAVAVAVAVA /|/|/|/|/|/|/|/

E
A

i

ARE TRADEMA rﬂnﬂﬂmuu!r;l.um..u:na'r_-u_-nL;,_ A INC. TM and © 1988 CULTURE BRAIN U

Wu—-mm :

Send to:

Culture Brain

Champions Tournament Dept.

15315 N.E. 0th Redmond WA 98052

Tournament period , | * During the contest period, you can enter the tournament as many times as you want. * Any screen shots under the following n;m_itl':uns will be disqualified:
l * We are not hable for unreceived mail. ~Screen shots that have been tampered with.
Mail received hefore August 31 155 % Teams who enter for the family category must include a person who is under |2 years old as -Screen shots that are not readable.

wili be valid. — of March 311990 —Screen shots that do not have the scores visible.
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The first-prize winners > NG
from each category b, TR i
will be awarded $10,000.00. DA\ &

. The second-prize winners from each class will be
' \ awarded $3,000.00.

.. The third and fourth-prize winners from each 2
K\:i category will be awarded $1,000.00. B

. If one or both of you are 12 \
years or under, enter the | &
family category. e
If hoth of you are 13.years or

over, enter the gent;ry.

Y

Entry details are available
on the hoard game, which

participating retail stores. <Y

ooV “-._I.'..
The campaign is sponsored by Culture Brain.
For more details, please inguire only through our ads in most game magazines or display posters a

give away board games at participating retail stores.
Please no inquiries by phones.

Mm, | will enter the
tournament, too!

US.
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will be given away at ([ [ [

The tournament is planned for
the entire family to enjoy. So
= m Come and join the challenge!

.~ INADDITION TO THE TOURNAMENT,

~ THERE IS MORE!

. Receive a board game and win
more prizes!

Everyone has another chance to
win even if you don’t enter the
tcurnament.

STEP 1 GIVE AWAYS.

s ﬁii* > The limited edition of the Kung-Fu

Heroes board games and
buttons will be given
away at the partici-
pating retail stores.
Look display

¥ posters.

for

STEP 2 WIN PRIZES.
Answer the quiz on the board
game and send it to Culture Brain,
you could win the deluxe prize by
a random drawing!

-
'\-..______._._...-'

Anything and
everything about
this campaign notice.
is great! For further

mation, please look
for details on give
away board games.

Prizes are subject to
change without any

infor-

= Give aways are limited in
. quantity at each store.
Ask for more details at the

’, 3T :-_.:' ] ety . ®
2N e participating retail stores
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Only Bas

you play ball any way you want it. ©
It's fully programmable baseball _ —
unlike any other game. Sl

Complete Editing

Start with a full team of 12 batters and
six pitchers. Then, you decide what kind
of team to make. Enter the exact stats
you want for a winning team. Use the
latest major league stats, make an all-
star team, even enter yourself as the
star. With six programmable teams, you'll
have a whole league of your own.

Intense and Realistic Action

Make a team of quick runners for a fast-
paced game. Create players with awesome
power for an all-out Home Run Derby. Or
give your team the hottest hurlers for an
intense pitching game. No matter what
kind of game you want to play, it's all
possible.

Televised Season Simulation

With the Full-Auto Season, you can play
out a continuous season and watch your
team from game to game. Even individual
players can be tracked with full stats and
top-10 rankings. Go for the triple crown!

nUFRAL I

G ] L

LECEMSED DY PaNTERGGY FOR PLay ON THE
Nintendo) grrerTan -

......

(D FULL EDITING FOR UP TO SIX TEAMS. () FULLY AUTOMATIC SIMULATION.
Play ball with your favorite major league stars, Simulate a full season based on statistics. The season can be
heroes from the past, fantasy leagues-even enter played automatically, while you can enjoy following a team

yourself as the star! Enter team and player names, through its games. And by editing team and player abilities,
and all the important stats for your very own team. it’s a full-auto simulation game.

(@ A COMPLETE, SIX-TEAM, 165- GAME (3) THE HILARIOUS FEATURES OF ULTRA PLAY.
PENNANT RACE. Add a whole new dimension of fun to baseball with the
Play a full length season with six teams, for 5, 30, wacky Ultra Plays. Throw pitches that disappear or speed up
60, or even 165 games. Follow the teams and in mid-air. Fight back with hitsthat explode or knock out the
players through the season-monitor their stats, fielders. And catch them by leaping hundreds of feet in the
even get top-10 rankings in batting and pitching. air. With the six teams of the Ultra League, you’ll play base-

ball like it’s never been played before!

Culture Brain™ and Baseball Simulator 1.000™ Nintend ) USENSED BY NINTENDO FOR PLAY ON THE

are trademarks of Culture Brain U.S.A., Inc. ENTERTAINMENT SYSTEM'
IM and C 1989 Culture Brain US.A.. Inc. NINTENDOAND Nintendo ENTERTAINMENT SYSTEM*
All rights reservead ARE TRADEMARKS OF NINTENDO OF AMERICA INC.




An action adventure from the Arabian Nights.
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SCHEHERAZADE

Sophisticated
Action
Adventure

T he ancient land of Arabia
bas fallen into despair. The
evil magician Sabaron has
released his demons from the
underground, and now they
are about to take over a
once-beautiful land.

You have lost your memory,
but you are the descendant
of the legendary magician,
Isfa. Now it is time to return
to Arabia. You must fight to
defend peace and unravel
puzzling mysteries to save the
kidnapped princess Scheber-
azade.

You and your allies will
travel throughout the beau-
tiful and mysterious land of
Arabia, through the future
and the past, and to worlds
of water, deserts, forests and
flowers. It's a grand adven-
ture waiting to be fulfilled.

Raise your strength with an assortment
of swords, magical rods, and special
items.
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in winds of fire and storms of electricity. challenge you to battle. a battle formation with your allies,

\\\L Magical spells come to life on the screen Giant enemies fill the screen and An encounter with the enemy! Create
then fight it out with powerful magic!

i ﬁ/Mz wrmwm

Li (AN ugﬂlb\.‘

FIVE CHAPTERS OF MAGIC AND MYSTERY, 3 MAGICAL BATTLES WITH ELEVEN
OVER 750 DAZZLING SCREENS. ALLIES!

Unprecedented scale, challenging puzzles, and Seek out your trusty companions and invoke
intense combat, unlike anything else. And a an astonishing variety of magical spells.
finale full of awe and wonder. The world of Through the past and the future, you are the
Scheherazade is an adventure full of glory. hero, battling the sinister forces of evil.

ARTIFICIAL INTELLIGENCE ENHANCES GRAPHICS AND SOUND FROM A
THE GAME EVEN MORE! WORLD OF FANTASY!

With the support of the Artificial Intelligence With stunningly beautiful visuals and a musical
programming, even beginning players can soundtrack that will captivate your i{naginatl'cun;

enter the magical world of Scheherazade and The Magic of Scheherazade is a gaming
behold its wonders. experience that'll leave you spellbound!

a.”. Culture Brain US.A.. Inc.
: 15315 N.E. 90th Redmond WA 98052

ek ot Chaslity

CULTUIRE BRAIN o Culture Brain'™ and Scheherazade ™ e et e Y e RO T
are trademarks of l"ultuw Brain US.A.. Inc
T™M and C 1989 Culture Brain US.A.. Inc C LU’{B’WN

All rights reserved
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French philosopher René
Descartes, who some consider the
father of modern philosophy, believed
there were only two substances that
made up a person: the mind and the
body. Descartes also felt that
everything touching our senses is

Imagine: You
wake up one day
to find that your
whole life, as you
know it, is just a dream. A dream
implanted in your brain by a Martian
government agency for whom you
previously worked. Later,

nothing more than the mind’s
perception of the object, thus his
theory that “I think, therefore I am.”
Color, odors, temperature and pain are
simply examples of things that exist in
our minds for the sake of our bodies.

It’s conceivable, then, to think that
dreams represent a great deal more
than just what takes place when you
sleep. What if a dream could become
reality, given that reality is nothing
more than what your mind feeds to
your body?

wr bF s '
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© 1990 Carolco Pictures Inc. (U.S. and Canada);
Carolco International N.V. (all other countries). All
Rights Reserved.
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you discover that you were,
in fact, fighting for the bad
guys. As you try to discover
exactly who and what you
were—and are—you’re being
chased by wave after wave of
government agents. Even
your beautiful wife turns out
to be an agent whose
assignment is to make sure
you've forgotten everything of
your past. T'he agency is just being
careful, because it can’t take any
chances that you’ll talk about what’s
going on back on Mars.

‘This 1s the premise for the futuristic
movie thriller, 7ota/ Recall, starring
Arnold Schwarzenegger, Ronny Cox,
Michael Ironside and Sharon Stone and
directed by Paul Verhoeven (RodoCop).
"T'his special-effects bonanza, set in the
year 2084, will thrill fans of fast-paced
action. The exciting news is that this
film, which will debut in theaters June
15, will also be released shortly by
Acclaim, for the Nintendo
Entertainment System. The cartridge,
programmed by veteran Brian Fargo
and his Interplay Productions (Baztle
Chess), features all of the excitement
that’s destined to appear in the silver-
screen version.

VG&CE had the opportunity to
sneak a peek at both the NES game
and the script for the film, and we

Acclaim Brings Arnold Schwarzenegger’s
Film Role to Video-Game Screens

promise you will not be disappointed.
The ten levels encompassing 7oza/
Recall will test any gamer’s mettle.

Following Arnie

'T'he Acclaim version of 7otal/ Recall
follows the movie fairly accurately.
Here’s a rundown of what we saw
(though this wasn’t the final version;
therefore, the completed game may be
different):

Your character, Quaid, played by
Schwarzenegger in the movie, first hits
the street, where he faces various lethal
adversaries. Here Quaid will find,

among other dangers, gunmen popping
out of trash cans, agents jumping out of
windows and midgets pulling him into
dark alleys.

Though Richter, the lead agent in
the quest for Quaid, 1s hot on the trail,
Quaid turns to the sanctuary of his
apartment. 'To his surprise, his wife
Lori turns a gun on him. If Quaid can
subdue her betfore Richter appears at
the doorway, he’ll have the opportunity
to hightail it out.

Quaid heads out for the subway, but
before he arrives, he has to get through

VG&CE *» JUNE 1990



the X-ray scanner that searches for
weapons. Forgetting that he’s carrying
the gun he took from his double-
crossing wife in the apartment, alarms
go off, and gunmen and bullet-firing
globes must be defeated before he
blasts through the glass and runs for
the subway.

Like New York’s often perilous
subway, this underground isn’t a scene
of tranquility. More machine-gun
toting agents as well as guard dogs
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await our man. Power canisters, which
boost Quaid’s life line, sit atop the idle
subway train, but they certainly aren’t
there for the taking: Soldiers trained in
martial arts will leap out to stop any
potential rebels.

When you finally defeat all
opponents in the subway station, you
hop the train that transports you to the
cement factory. While in search of the
suitcase that will enable him to
discover more about his quest, Quaid
encounters some tough rail-riding
hobos and wrecking balls dropping
from the ceiling. Reaching his goal,
Quaid will have to defeat the main

VG&CE * JUNE 1990

by Andy Eddy,
-wil'h'Don_n Nau_e_rl'- |

hobo, who tosses a mean boomerang
hat, before receiving his suitcase.

The suitcase contains, among other
things, a shuttle ticket for Mars, where
his hectic adventure continues. At the
spaceport, he meets more guards and
hovering robot-bomber
drones, both out for blood.

At this point, the
perspective changes from
scrolling arcade action to an
overhead driving scenario.
The narrow streets are
filled with other
threatening vehicles and
dangerous marksmen.

We’re nearly there, but
some of the hardest battles are yet to
be faced. On the Martian streets,
Quaid is confronted by boomerang-
throwing characters, weird animals
and shuriken-tossing women.

Now off the streets and into the
mines, Quaid must deal with a slew of
strange underground creatures, such as
animated skeletons and gigantic
leaping frogs. 'T'he scene requires some
sharp shooting by Quaid, but also
careful jumps to small platforms.

‘Traveling deeper into the planet,
Quaid 1s accosted by a squad of soldiers
as well as a hovering laser gunman.
The section’s finale pits Quaid against
Benny, who has taken the wheel of a
mechanical mole drill.

Finally, Quaid has reached his
destination: the ancient reactor under
the planet’s surface. "lo activate it
though, he has to defeat his former

boss, Cohaagan, and the end could
very well be near.

Behind the Scenes

As with most major motion pictures,
the video-game project has been in the
works for quite a while. Carolco, the
company behind Rambo, another movie
that Acclaim turned into a video game,
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offered Acclaim a shot at the 7osa/
Recall project. “We first were attracted
to the project not just because of
Schwarzenegger,” Sam Goldberg,
Acclaim’s vice-president of marketing
informed us, “but for the screenplay as
well. After we read the script, we
realized that it was an exciting product,
one that we felt would be well-

received because of its strong science-
fiction storyline, as well as its
action/adventure aspects. This type of
movie, with lots of special effects and
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scenes on other worlds, appeals to the
NES core audience.

“We are releasing this game
overseas as well.” Goldberg continued,
“And because Arnold Schwarzenegger
has worldwide appeal, we felt that this
product would be a success in Europe
and Japan as well.”

As previously noted, Interplay
Productions was commissioned to
create the NES version of 7ota/ Recall,
even though Interplay had no prior
experience with an NES project. The
question was put to Goldberg: Why
would Acclaim turn to a rookze to
develop such a critical project,
particularly after having a high level of
success with other development
groups, such as England’s Rare
(Wizards and Warriors, Iron Sword,
NARC and other prominent NES
games, including some of Nintendo’s
own games) and Australia’s Beam
Software (Big Foot, Air Wolf and all
NES conversions of Cinemaware
games, such as Defender of the Crown).
“We had tremendous confidence in
Brian [Fargo], and felt that [Interplay]
had an understanding of what we

32

wanted 1n the
property. He’s done
other things in the
past that have been
well respected.

“It’s a matter of
supply and demand.
As the number of
games produced
increases, we have
greater need for
programming
resources. And, in certain types of
games, [using an American developer]
can make for a cleaner translation of a
product.” Obviously
the partnership
worked out because
Interplay i1s working
on Swords & Serpents,
a fantasy role-playing
game for Acclaim
due to be released
this fall.

“It was good
working with
Acclaim,” Fargo
related. “We were
initially concerned
because [Interplay
programs] only four or
five computer games
a year. But after
reading the script—it
was Just a dynamite
script—I felt we just couldn’t pass it up.”

From the start, 7otal/ Recall took
Interplay about 2,000 hours of
development and required two
programmers, two artists, one sound
and music technician and about six
game testers. “And
we listen to
everybody,” Fargo
stated. “If a beta
tester doesn’t like a
game section, we'll
trash 1t and rework it.

“Total Recall was
challenging,” Fargo
noted to us, “because
the discipline used to
make video games is
different than the
discipline making
computer games. The
age of the [video-
game] audience is

younger, so you have to balance
certain features. And things are more
graphically rewarding in video games.
For the most part, you don’t want to
see statistics—you want to see [the
game] happen.

“In computer games you can throw
lots of rules in,” Fargo continued,
“while on the NES you have to provide
basics. If you want more depth and
more 1intensity, you have to layer on
extra strategies. By the end of the
game, the player’s an expert and has all
the nuances of the play system down,
but 1t has to come slowly.”

Interplay’s Total Recall team (from left to right): Michael Quarles, Bruce
Schlickbernd, Alan Pavlish, Eric Margolis, Brian Fargo, Scoft Bieser, Todd Camasta

Judging by the time VG&CE spent
talking to all the parties involved,

there’s no doubt that Acclaim and
Interplay are both excited about 7oza/
Recall. Playing through the game
revealed the dedication to quality that
both companies strive for. We’ll leave

the final decision up to you, but we
think that 702/ Recall is a hit.
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Not doing your homework could be a mistake.
Every move you make could jeopardize your
fellow rescuers, and those held captive.

RESCUE: The Embassy Mission. The
action comes fast and furious. Itchy- -
fingered enemy gunmen. A perilous rappel
down the sheer face of the Embassy. If you
survive that, don’t get cocky. You've still got to out-
maneuver and out-think your opponents inside and
mastermind the escape.

There are 15 levels of difficulty, from “Training
Mission” to wickedly-fast “Jupiter Mission” Thrills are
delivered in bold strokes, with super high quality /
graphics and animation.

With RESCUE: The Embassy Mission, bfainpower
IS as important as firepower. 4

KEMCO A SEIKA |

i
L
""!-

Exclusively distributed by SEIKA CORPORATION, USA. NINTENDO*® and
NINTENDO ENTERTAINMENT SYSTEM® are trademarks of Nintendo of
America. Game-Pak (NES-GP) RESCUE™ is published under license from
Infogrames, ©1988-1989. Infogrames™ is a trademark of Infogrames. Used
with permission. All rights reserved. Licensed in conjunction with JP
International. ©1989 KEMCO.
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DO NOT ATTEMPT YOUR MISSION UNTIL THE
CHOPPERS ARE OVERHEAD, SNIPERS ARE IN
POSITION, AND YOUR HOMEWORK'S DONE.

This official seal is your assurance that Nintendo™® has approved the
quality of this product. Always look for this seal when buying games
and accessories to ensure complete compatibility with your
Nintendo Entertainment System:
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emember The Wizard? The film
that premiered last year,
starring Fred Savage of T4e
Wonder Years? The Wizard had
everything—great stars (besides
Savage, there was Beau Bridges and
Christian Slater), great lines like “Keep
your Power Glove off my girl,” not to
mention excellent product placement
(Nintendo galore). In fact, had there
been an Oscar category for “Best
Product Placement in a Theatrical
Film,” T4e Wizard would have won
hands down.

T'he movie’s plot centered around
Fred Savage’s character
running off with his little
brother to compete in a
nationwide Nintendo
competition. It turned out that
his quiet sibling was not only
an excellent Nintendo player
but the best in the world. Of
course, all this stuff about a
Nintendo tournament was
purely fictional.

Or was 1t Earlier this year,
Nintendo of America
announced the Nintendo
World Championships, a
nationwide tour encompassing
30 major cities in the U.S. and Canada.
At every stop, the bcét Nintendo
players would cnmpctc in a specially
developed triathlon game pak. Local
area winners would then be sent to
Orlando, Florida, to compete in the
finals championship to be held and
-televised at Universal Studios (the
company that financed and marketed
The Eﬁmrd) |

The premiere of the Nintendo
World Championships (NWC) was held
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by Howard H. Wen

in Dallas, Texas, March 8-11. Naturally,
since this was the first city to play host
for the tour, there was a lot of local area
hoopla and publicity about it. And thﬂY
were determined to make sure that
nnthtng would go wrong.

‘A good time was had I:ry all.
Everybody came out
happy—Nmtcndu, the kids and their

* parents. Well, most of their parents.

As the VG&CE writer who lives i 1_:1‘

the northern region of Dallas, it was my

assignment to cover the event. My
intention was to cover all four days of
the event from several angles—to

provide a glimpse of what it was
actually like to be there. Armed with
copies of the latest issue of VG&CE, I _‘
wasn'’t just ready to fulfill my
assignment—I was preparcd for
Nintendo Armageddﬂn. i

THURSDAY, MARCH 8

This gargantuan eveﬂt requires th&
largest convention fﬂClllt}’ each host c:ty
can provide. Dallas’ Fair Park’s
Automobile Building fits that ﬂrderv |

- and then there’s Nintendo 1ts¢lf mrh

the building with Game Boys to play. ﬁ:_

Located diagonally across fromthe = £
ggwer_Wal_}g, these Game Boy displays *‘E

‘are the same in retail stores—except o

S there are 200 of them arranged in o
i . . ; 2
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Thc building covers the area of two
ft){)tb&ll fields. This fact is pretty
ubvmu&—-an inflatable Mario, looming
thrcc-stnrlcs tall, greets everything at
the bulldmg s entrance.

The firstthing I see—well, run
into—is the “Power Walk”:a .+
cnng!nrm:ratmn of NES game bﬂnths

-dlspiay_mg some of the newest, yet-to-

be-released titles, including Rescue

Rﬂ#gm, Aﬂyﬂrmx, Rocket Raﬂgﬁr and .
¢ V'Ball. Recently IEIEﬂSﬂd
tltlﬂs llkc RoboCop, Batman and B
Baseball Simulator 1.000 and sa:qucls

lie Double Dragon I, Bases Laadm‘!! f“‘

 Ninja Gaiden I, Gﬂfi@ﬁmﬂ 'HI“ |
- and Sﬂp.erMﬂm Bros. 3are
, "avallable fnr ﬂverybndy to. : ': :i* ‘
sample S P
| Ovcrhead Jhuga blﬁwup y dhig
| ﬁgurf:s fill the sk? An mﬂatablﬁ o
Bat logo hangs over Sunsc)fl}s
ﬁectlﬂnﬁf “tr_'-'f’fﬂ'?f’{}war Wallk,' Ve
'-"whcrc tli&g e appmpnai:éfjlisﬁgﬁi?i‘e‘ s
showing off their newest NES
 title, Barman. Jaleco has a Bases s
 Loaded Il emblem; Data E} "éﬂ 3
 suspends a blowup Rﬂ&ﬂ@‘ﬁﬁ {
~ who looks ]lkt': he’s been hﬁﬁght
| j{thc gallnws, Seika hras Bugs
 Bunny; Tecmo pruudIY dmplays
a ninja that resembles Dnnkcjr Kﬁng,

= -" ..uu' &
R A e T,
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Marm and Luigi. It was the i mvasmn of
“the Nintendo inflatables. s

As if these 130 NES game statluns
aren’t enough, there’s another se:ctmn m
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Can you outwit and overcome the Slav a dragon, crossa river of tire.
thoroughly-evil Warlock Lord? His But be careful. A wrong move could
mysterious spell holds Castle Shadowgate bring your quest to an untimely end.
captive. Dozens of hidden pittalls and A whole world of options are at
nastyv entities lurk in every corner. yvour command with

Probe along menacing stone dyvnamic graphics to bring
corridors looking for hidden the dark mysteries of the
passageways. Discover Middle Ages to lite.
mysterious artifacts in dark ¥ >4 The question is...are
chambers. Clues are there -/ you up to the challenge
for those bold enough, E £ 7 i 5 ot Castle Shadowgate?
and wise enough. __ S g A :
Torches. Keys. h R L KEMCOASEIKA

Gemstones.

RRED GEW
SUHLVESEN

WNRT S THIS? A WRALIM IS
SYANDING 1IN VOUR BAv.
BRRRING VOUR POTHY

) I;-":"L" .-'. -
Fir Y
B -

SHADOWGATE"™ is a trademark of ICOM Simulations, Inc., and is ' ! | This official seal is your assurance that Nintendo® has approved the
used with permission. Licensed in conjunction with JPl. ©1987, : — quality of this product. Always look for this seal when buying games
1989 ICOM Simulations, Inc. NINTENDO® and NINTENDO ENTER- and accessories to ensure complete compatibility with your
TAINMENT SYSTEM™ are trademarks of Nintendo of America. Nintendo Entertainment System®
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hand-held systems are Barman, Double
Dragon, Qix, Wheel of Fortune, Spider
Man and lots of other games both
brand-new and old.

At the other end of the Power Walk
is the NWC Super Stage,
where—according to the NWC guide
book—the attractions include:
“Nintendo Game Counselors with
answers to the most asked game play
questions, in addition to their favorite
‘pro tips.’” .

Right across from the Power Walk is
a video stage where kids can make their
own rap video. This attraction is
sponsored by the Thomas J. Lipton
company, who make Nintendo Real
Fruit Snacks (chewy, bite-sized Marios,
Koopas, Zeldas and Links in a variety
of fruit flavors). The stage 1s made up
to look like a scene from Super Mario
Bros., complete with plush Koopa
Troops, Goombas and other colorful
characters from the game. Participants
move to the beat of a rap song, lip-
syncing the lyrics.

All of this i1s lovingly captured on
videotape by an operator who zooms 1n
and out along with the repetitious beat.
The end result looks bad and gooty, but
~ the few brave kids who engage 1n this
kind of production appear to be having
a good time. Those definitely enjoying
themselves are the people who
have gathered to watch, gnawing
on free samples of Real Fruit
Snacks. As if to show us all how
to do the Mario rap the “right”
way, Mario himself (a short guy
wearing a cephalically bloated
costume) goes on stage to
demonstrate.

Across from the Game Boy
section 1s the VIP area. Most of
the VIPs are men and women
dressed 1n dark business suits,
but a good number are kids, too,
who are probably children or
close associates of these adults. Overall,
the scene looks more like a convention
of bank executives.

At the end of the Automobile
Building is the main attraction—the
NWC Competition Arena. It’s a stage
with two huge monitor screens. Toward
the front are six NES competition
stations with monitors for both players
and the audience. Between the
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enormous screens is a “throne’” for a
seventh player to sit while playing.
Behind this stage are 102 more game
stations.

T'his 1s how the event basically
works: After signing up, participants are
lead to the NES stations backstage to
play the NWC triathlon game pak. The
seven high scorers are then taken on-
stage; the one who scored the highest
gets to sit in the throne. They then play
the triathlon again—but this time
there’s an audience watching and an
announcer blaring how game play is
progressing.

Those who attain a certain score
within their age category qualify for the
semifinals competition to be held the
following Sunday night. 'T'hat’s when
the Wizards from each of the three age
groups will be determined. These
competitors also receive an NWC I~

shirt, with the words “OFFICIAL
SEMI-FINALIST” written 1n bold,
black letters across the back.

At about a little after six
o’clock—the actual opening time for
the NWC—the general public starts
milling in. It’s at this time that the press
corps starts going into a frenzy. Virtually
all the local area newscasts arrive,
lugging their video camera equipment
and bringing model-like reporters.

Photographers run rampant, too,
snapping photos of everything and
anything, with telescoping cameras
equipped with powerful flare-like
flashes.

A reporter asks a kid for a brief
interview. Not realizing what he’s about
to get himself into, the kid agrees. He’s
then promptly blinded by video camera
lights and barraged with questions

NWC DALLAS FINALISTS

Congratulations to the finalists of
the first NWC in Dallas, Texas. For
those soon to become finalists in
other cities where NWC will stop,
here are some of the competitors
you’'ll be up against in Orlando,
Florida (listed with age group and
score):

Peter Carter—10 & under, 280,190

Jeff Baker—11 to 17, 596,200

Ray White—18 & older, 492,590

asked by the reporter, who aims the
microphone right in his face. It’s at that
moment that the poor kid loses any
ability he once had to articulate the
English language properly.

FRIDAY, MARCHY9
Today the NWC opened its doors at

three in the afternoon—just in
time to welcome Kkids getting
off from school.

What was yesterday’s VIP
PRl scction has now been
% M converted into the Parents’
st | Oasis, a sanctuary for moms
and dads who want a much-
needed respite from the
Nintendo gala. Now 1s the time
for me to do some
interviewing. I approach the
competition stage and wait for
the first group of competitors
to come down.

A little boy, proudly wearing his
brand-new, oversized “OF FICIAL

SEMI-FINALIST” T-shirt, climbs
down from the stage.

I lightly tug at his shirt. “I'm with
VIDEOGAMES & COMPUTER
ENTERTAINMENT...” I flash a copy of
the recent 1ssue of VG&CE to him.
“...Mind answering a few, brief
questions?”’
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“Sure,” he responds.

[ give him the magazine to keep,
“softening him up” for the interview.

He’s 11-years-old. His score in the
event was over 300,000 points. When I
ask what he thinks about the NWC, his
response is a subtle, “It’s great.”

In fact, most of my interview
subjects describe the NWC as “great.”
The number-one bit of advice for the

NWC triathlon was to “practice Tetris,” |

although one man, a 39-year-old father,
advised the younger crowd to “do your
homework first.”

The highest scores in the triathlon
event seem to get higher and higher as
the hours go by. First a score of a little
over 400,000 points is the record holder.
Then it’s 500,000+ and 600,000+.

Competition on
the stage 1s fast and
furious. The
announcer’s frenetic
voice calling out a
running
commentary of all
the participant’s
plays, coupled with
the constant
switching of each of
the player’s game screens onto one of
the two giant TV screens, makes the
event nerve-racking. And that’s just for
those of us warching it. For the players
themselves, it probably really 7s.

“Oh, I can’t believe all the great
players we have here! Whew!”
overreacts the announcer. You’d think
fe was the one competing.

SATURDAY, MARCH 10

While heading toward the Super
Stage, sounds and lights come alive,
and an announcer comes on stage. He
introduces two game counselors from
Nintendo’s Seattle, Washington,
headquarters. A pair of men come onto
the stage wearing flashy “Nintendo
Game Counselor” jackets.

“Well, I used to work at Safeway,”
one of the men answers as to how he
got his job. “Then I came across this ad
from Nintendo for people to be
telephone game counselors.” This is
the Counselor’s Corner segment of the
show. “Does anyone in the audience
have a game question for our
counselors?” asks the announcer.
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A boy raises his hand, and the man
goes up to him with his microphone, a
la Phil Donahue.

“On Shadowgate, how do you get past
the guard dogs?” the little lad inquires.

One of the game counselors
proceeds to answer, giving a thorough
breakdown of the video-game dilemma.
Inarguably, these guys really do know
their stuff quite well.

It’s all wrapped up by the Top 30
most popular Nintendo games
countdown. Now the show becomes
like an American Top 40. (The number-
one NES game, by the way, turns out to
be Teenage Mutant Ninja Turtles.)

A few minutes later I notice a guy
near the Power Walk...it’s Howard
Phillips of Nintendo, star of the
“Howard and
Nester” comic.

I then
immediately
take off after
the Nintendo
bow-tied
spokesman,
quickly
putting
together brief
questions to ask him. I introduce
myself. He calmly agrees to answer my
brief interview questions. He
commented on how positive the
response to the NWC has been so far,
how much of a “family atmosphere” the
event turned out to have and the
surprising female participant turnout.

I then go into the question that
personally interests me. How did he get
this job?

“Well, I'd been working for
Nintendo since ’81, starting in the
warehouse. When the company grew, I
was in a position to give feedback on
their projects. And I guess they liked
what I did, so I grew along with them,”
he tells me.

T

SUNDAY, MARCH 11
Today’s the last day of the Dallas leg
of the NWC tour, which means the
semifinalists competition. Before this
evening’s over, the Dallas Nintendo
Wizards from each of the three age
categories will be determined.
The first thing you notice is that
continued on page 58
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Lucasrim™ ON THE ART AND ScIENCE OF ENTERTAINMENT

Typing is banished from
this kingdom.

Loom 1s more than a mas-
terpiece of fantasy storytelling.
With Loom, Lucasfilm™ Games
literally redefines the fantasy
computer game experience. Sim-
ple point n’ click actions move
your character, select objects, and
perform magic. No cumbersome
keystrokes, text parsing, maze
mapping, or inventory manage-
ment intrude to break the spell.

We even transport you to
the Age of the Great Guilds before
you turn on the computer. With a
lavishly produced, 30-minute
drama on Dolby® Stereo audio
cassette that’s included with the
game. Recorded by Lucasfilm’s
Academy Award-winning
Sprocket Systems, 1t introduces
the characters and sets the scene

. for the impending, epic struggle
e ame ls against imposing odds.
¢ Then if’s full immersion
& o & into Loom’s 3-Dimensional, scroll-
The interface is magic.

ing panoramic landscape. Where
detailed animation, high defini-
tion graphics, startling special
Alone on a craggy hilltop, siderable experimentation, you effects and stirring musical score
high above an i1sland shrouded in ~ may discover the power to see
perpetual mist, your quest begins.  in the dark. Or weave straw into
But tread gingerly, because while  gold. And eventually find the

combine to create a total environ-
ment. Captivating you from the

the world of Loom™ means to leave the

is breathtakingly island itself.

opening scene to the final climax.
beautiful, unspeak- A fantastic
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And your quest for a truly
magical fantasy adventure 1s
finally realized.

dragons and exotic
cities draw you

soon gives way to
bravado as you peek

able danger awaits odyssey ensues, as uc ASFII- g
the unsuspecting. menacing water-
Trepidation spouts, merciless G AMES

inside abandoned deeper and deeper
tents 1n the village. into the fantasy.
Stumbling over a Armed with the dis-

discarded weaver’s taff’s magic power,

distaff, you watch in you stride fearlessly
wonder as it gradu- across vast, cine- E
ally glows and A spell weaver’s power is not for  1natic landscapes.
resonates with a the sheepish. Seeking the arcane =
sequence of musical notes. Tenta-  knowledge possessed by the Great
tively at first, you point the staff Guilds, accumulated and refined

and repeat the notes. After con- since the dawn of time.

Available for IBM*Tandy¥ Amiga™ and Atari ST™ personal computers. Order direct by calling 1-800-STARWARS (1-800-782.7927) in the USA. In Canada, call 1-800-828-7927. £1930 LucasArls
Entertainment Company. All rights reserved. Lucashim Games and Loom are trademarks of LucasArts Entertainment Company. IBM is a trademark of International Business Machines Corporation. e i
Tandy is a rademark of Tandy Corp. Amiga is a trademark of CommodorefAmiga,Inc. Atari and ST are irademarks of Alari Corp. Dolby is a registered rademark of L ' -

Dolby Laboratories Licensang Corporalbion.
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Dream Season.

Infielders dive for grounders in the hole. Outfielders
crash into the wall to snare long drives. Sluggers take
the curveball to the opposite field, or pull the inside
fastball down the line.

In this game, you control it all, and much more. With
special biorhythm/conditioning charts that give you the
vital information you need to set your lineup. So you
know when to pull a tiring starter. Or go to the bench for
a hot pinch hitter.

It all adds up to a dream season for every game player
who likes to use his head as well as his hands. So get
into “Bases Loaded II: Second Season.” At your favorite
video game store now.
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Live Action That Never Ends.

Jaleco™ Bases Loaded® Il: Second Season™ are trademarks of
Jaleco USA, Inc. Nintendo® and Nintendo of America® are
registered trademarks of Nintendo of America. © 1390 Jaleco USA Inc.
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Heroes of the Lance

FCI
For the Nintendo Entertainment
System ($49.95)

Dungeons & Dragons,
the sometimes contro-
; versial role-playing game
sraphice Ml of the early 1980s that

oy aRITLy 2 defined role-playing
Overall 4

games, Is now available
for play on the NES. Well, sort of . . ..

You see, Heroes of the Lance isn’t exactly
a video-game version of Dungeons & Drag-
ons. It's part of the DragonLance series of
games, which in turn are inspired by the
Advanced Dungeons & Dragons games, and
listed under that name. This rendition of
Heroes of the Lance, for the Nintendo, is
based on the original version for home com-
puters. Got all of that? If you do and get the
impression that Heroes of the Lance proba-
bly contains only watered-down elements
from the Dungeons & Dragons games it's
loosely based on, twice removed, then
you're not completely wrong.

The generic game scenario revolves
around eight adventurers who must traverse
Into the dungeons of Xak Tsaroth to recover
the Disks of Mishakal.

RATINGS:
Sound & Music 4

I’.

have contrasting
and complemen-
tary personalities,
indicated by their
strength, intu-
ition, wisdom, condition, dexterity and
charisma ratings. Some of the adventurers
will be more willing to cooperate with other
characters, giving up their weapons, if nec-
essary, when you command them, but oth-
ers won't be as complacent.

Spells are available for certain characters
to cast, enabling them to shoot fireballs at
enemies, capture them with a web or freeze
them in place. Other spells include those
that heal characters or revive ones that are
recently deceased. Many times, though,
these spells need to be used to perform such
mundane tasks as blowing a monster out of
your path. Direct face-to-face combat, you'll
find, is not only tiring and time consuming,
but uneventful and difficult to handle.

To say that the graphics are uninspired
wouldn’t be completely fair—there aren’t too

Inspired by
Dungeons &

SELECT TE®M |

In other words, it’s . FOLE B

many graphics to begin with. The lower half

your typical romp- vuoosLavEE 1 ™ of the game screen shows a directional com-
through-the-dungeon cHIng . " Dragens, FCI's . ss and mug shots of the eight adventur-
adventure where you HUNSORY il Heroes of the . \yith their life-energy lines alongside
have to slay innumer- [ S DR - et el Lance s a role- o1 The remaining top portion of the

NORTH umn playing game

able human and beast |
PR B SR for the NES.

enemies, such as
dragons, trolls and
gargoyles. Along the way, you find
weapons, treasures and helpful
clues, all the while gaining “experi-
ence points” for performing these
deeds—which in pedestrian terms
means your overall score.

The adventurers themselves are
the varied assortment of characters
from the Dark Ages you’'d expect to
find: the cleric, the swordsman, the
archer, etc. And, like the cast to a
'70s disaster film, the characters [:i

screen is where all the game-playing takes
place. Things seem pretty cramped up there
in that “window.” Colors are subdued in
varying shades of gray and brown. The
soundtrack is appropriately unobtrusive, but
just as listless.

The main problem with Heroes Of The
Lance is that it's an action-adventure game
that tries to remain faithful to its namesake
by implementing elements from the original
source material. Unfortunately, the often
needless spell casting and personality rat-
Ings come across looking like computerized
sales charts and bog down what game play
there is. Slowing things down even further
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In these opening scenes,
we also learn important stuff,
like the fact that Astyanax’s
name is derived from a
heroic character in Greek
mythology and that he's a

are the sluggish combat sequences. Not
even the especially helpful game-saving
function helps matters much. To put it suc-
cinctly, Heroes of the Lance is a doomed
expedition from the start.

—Howard H. Wen

gl ; r 8 it “normal” freshman at
FCI, Inc. m——— = ~ “Greenview High.” One
150 East 52 Street morning while walking to school, he hears a
New York, NY 10022 female voice calling him. As he gazes upon
(312) 968-0425 the rising sun—POOF!—he’s instantly

sucked into another world, making him tardy
for his first class.

Astvanax Starting the game, you further learn that

JALECQ Astyanax was teleported from Earth to this

For the Nintendo Entertainment other world by a fairy named “Cutie.” Hover-

System ($44.95) ing in midair, she informs Astyanax that the

R TP It seems that all action girl in his dreams is actually a princess

el Video games these days named “Rosebud,” who's being held captive

z““":_a‘ pusio ; are “adventurized” con- by the evil (and just as imaginatively named)
P;:"a;;?t il tests. You know what | Blackhorn.

Dv:m" X Ml mean: games where you ?"“ W ,;;_.ihr' TN S5 v o0 Further adding to the list of sur-

have to move your on- "* & i g 1 R : Bt prises, Cutie gives you the respon-

sibility of saving Rosebud, defeat-
ing Blackhorn and his army of
henchmen, freeing this other world
from Blackhorn’s evil power and

screen character through a confusing array

of interconnected screens, searching for hid-

den clues, weapons, treasures or other such

prizes. These are the game titles that you see

“mapped out” every month in VG&CE, the getting back to Earth in time for

games that take weeks—possibly school lunch.

months—to solve or figure out, because you Jaleco’s Astyanax, con- On every level, Astyanax must defeat

get lost while playing them. verted from their arcade hordes of mythological Greek monsters, like
There's nothing wrong with video games game of the same name, Minotaurs, swashbuckling skeletons, one-

like these; they're the staple of the industry. provides loads of action.

But not everyone has the time, patience or

camera equipment to figure these games

out. Hasn't there ever been a time when you

just wanted to play a game where you didn't

have to do so much . . . thinking? Where all
you had to do was hack, slash, maim and
mutilate the bad guys without needing to eyed floating blobs and things that look like
once ponder, “Gee, | wonder if I'm moving airborne spores. And all the teen boy is

my character in the right
direction?”

That's what you get with
Jaleco’s Astyanax—good
arcade action and (most
important) brainless fun.
You play the part of Asty-
anax, a 16-year-old boy
with a serious sleep disor-
der. He's been having
dreams about a beautiful girl calling
his name. Now, most people proba-
bly wouldn’t consider this an
unusual state of mind for an adoles-
cent male, but Astyanax thinks so. |

All of this is depicted in a |
“Japanimation”-style cartoon, upon
powering-up your NES. “Cheesy” is
an understated term when used to
describe these animated sequences.
But, in this case, the cheesiness
adds to the overall video-gaming
enjoyment. Believe me.

armed with is a mythological meat cleaver

called “Bash.” Cutie, being the fairy that she

is, is available to provide assistance—if you
can find her, that is. She can change Bash

(into an ax, sword or spear) or restore your

superpower energy points.

Astyanax’'s powers include a spell that
will momentarily freeze enemies in place,
shoot fireballs in all directions or simply
blow all adversaries off the screen with a

x lightning bolt. Naturally, summoning the
powers of the gods uses up varying
amounts of superpower points.

At the end of every level is an enemy who
&! is more powerful than all previous ones.
Defeating this hideous monster is necessary
in order to advance Astyanax to the next
level, where more of the same awaits,
though at a faster pace.

Those seeking refuge from the deluge of
“map-happy” video games will find it in
Astyanax. Traditional arcade action is pre-
sented here, packaged with appropriate

a4 VG&CE « JUNE 1990
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Final Lap Twin™ Drive like never before through 20 courses! Bonk’s Adventure™ Bonk fhmﬁgi; 5 prehistoric worlds!
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Military Madness™ Maneuver your troops in strategic battle! Cybercore™ Shoot swarms of giant killer insecis! 8 stages of
32 stages advance in difficulty, on-screen manval attacks, huge mutant bosses

Final Lap Twin™ is a trademark of NAMCO LTD. ¢ 1987, 89 NAMCO LTD.
Bonk's Adventure ™ is a trademark of NECT Inc
€ 1990 Hudson Soft, € 1990 Atlus Lid., ¢ 1990 Red
Military Madness™ is a trademark of NECT, Inc. ¢ 1989 Hudson Soft
Cybercore™ is a trademark of NECT. Inc. € 1990 1GS SOFT ™
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sound/music and spectacular graphics. An
instant, pleasing lobotomy is guaranteed.
—H.H.W.

Jaleco USA, Inc.

5617 W. Howard Street
Niles, IL 60648

(312) 647-7085
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nMifntja Galdaen i
TECMO

For the Nintendo Entertainment
System ($49.95)

From his vantage
point high above the
tallest mountains, the
hulking warlord Ashtar
watches the raging thun-
8 derstorm and broods .

So begins the sequel to one of the most
popular games of 1989. Tecmo’'s Ninja
Gaiden Il, subtitled “The Dark Sword of
Chaos,” continues the adventures of Ryu
Hayabusa, ninja warrior. It's a martial-arts
epic that demands to be taken seriously.

Like its predecessor,
Ninja Gaiden Il features
a multitude of scrolling
enemy-filled landscapes
interspersed with s
movie-like intermis-
sions that further the [
storyline. Because the
game’s challenges are ||
broken up into “acts,” |——
these cinematic inter- FEte—eteeeeess

RATINGS :
Sound & Music 9

Graphics 9
Playability 8
Overall 9

that the game is too difficult. It's not easy for
beginners, true, but most NES owners will
have no problem, especially if you've had
some experience with the original Ninja
Gaiden. The programmers have spared no

A
B :*zz”wmgs :

1 -.nn:-rt - .
tgi?“'rt v -r-itr 1"1-,1'“1 L
t-tmmuuﬂfﬂ#-ﬁﬁﬁ#ﬁ#

expense in creating a sense of realistic chal-
lenge, in a world of fantasy that gets more
involving each time you play. Simplifying
the action in order to attract less-skilled play-
ers would only have cheapened the game'’s
lush atmosphere.

It's interesting to note a subtle change in
Ryu’s personality between the action scenes
and the intermissions. While battling his way
through an endless army of bad guys and
strange creatures, he maintains the image of
a true ninja assassin: dark, silent and effi-
cient. But during the “cinema display”
sequences, his mask can’t always hide his
bug-eyed expressions of surprise, as he con-
stantly exclaims, “What the . . .?” That's
okay, though; it makes it easier to identify
with him.

In the end, it's the “cinema display” that
keeps me coming back for more. The first
intermission will look familiar to Ninja
Gaiden devotees: A mysterious stranger
pulls a gun on Ryu, but this time, it's for a

ludes seem more like
Saturday-afternoon serial cliff-hangers than
anything else. They also contribute heavily
to the excitement of completing each level;
you can hardly wait to find out what hap-
pens next!

The game play remains nearly
unchanged. Ryu runs, jumps, slashes and
makes use of a number of optional weapons.
One minor change with major implications
concerns Ryu’'s ability to jump up and cling
to the wall: Instead of sticking there like a
mosquito on flypaper, he can now climb up
or down any surface he hangs on to. There
are also new weapons to experiment with,
including a “Red Ghost” image that follows
you around, duplicating your moves a split-
second after you make them.

Many of the areas Ryu passes through
are challenging enough without their inhabi-
tants. You'll walk over the length of a speed-
ing freight train, stumble through a dark for-
est with only brief flashes of lightning for
illumination, and fight against powerful
winds in the midst of a brutal snowstorm.

It's hard to find fault with Ninja Gaiden II.
The most popular complaint seems to be

46

different reason. When Ryu stands over the
fallen body of Baron Spider and hears the
name of Ashtar for the first time, it's enough
to send chills up your spine. The music is
also responsible for setting the mood of
these scenes, and does so to great effect.

Titles like Ninja Gaiden are proof that
video games are learning how to evoke play-
ers’ emotions and entertain just like a
movie or TV show can. These adven-
tures go beyond the confines of
video-game gimmickry; in fact, |
= wouldn't hesitate to call it a legitimate
{ art form. That may be a lofty position
| for game designers to aspire to, par-
| ticularly since the average NES owner
Is not yet in high school—but quality
doesn’t hurt, and Tecmo knows it.

Ninja Gaiden Il is a winner, and it's got
my vote as one of the best NES carts ever.
Highly recommended.

Master
Hayabusa returms for more
martial arts conflict in
Tecmo’s Ninja Gaiden Il.

ninja Rywv

’f‘rﬁi 85300 BABYS - Aifiuliaks

—Chris Bieniek

Tecmo

Victoria Business Park
18005 S. Adria Maru Lane
Carson, CA 90746

(213) 329-5880

VG&CE * JUNE 1990



IM

Dungeons,

hﬂ..‘ .
L = = S -
e i m e b B
. - n r - " e - i
i .ﬂf'ﬁ'.}'-"ﬂ'ﬁ_'n_ﬁ_? e
:u.".'l'. i o iy T i-':-'r' Ja._ﬂ'.'_i"'ﬁ‘_-'f\ '.f‘. _..-ﬁ-.l_‘_'-..-

e ot S = . it Sl = T Wi = Y

‘*r
It T T R et g r-'"i?.

L i .:I:,‘l : F

;;-F:l-::;?;:l— L} - ’ L

- e ST 4d 8

¥ :._'_;_'-4 P -

] '1:1:. e i+

-r:-.{'la ﬂF'T?

Wy Fahl e
e

o

b

e

.......

- ."':' v
g e

h¥-8341 0080 | (h¥-8822 6657
YOU HAVE | ¥ g%g |
RECEIVED |
BnbQLNTS oF  ZLEGINFE o
= *:J e iR TERRURLLA ¢ 3 RO B R e Y
EAST ~_EAST | R T L o T Y O T Y A
< SRR | oS Rl L LR AR F (0 Ty S RN R

Double Dungeons™ Journey through miles of dungeons! Takin’ It To The Hoop™ Dribble, shoot, slam!—real-sports
role-playing intensity, split-screen lets 2 play action! spectator point of view, huge graphic dunks

-

i 1 |

-

A

-

AT 12 14 B& K

ey

e it

f A Ry e e W B el B S B RS S
- — o e . 3 “

i e s

- _..- P - i e " g e L — - e =
- = e B e o el Ve L P ol e R e B
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Double Dungeons ™ is a trademark of NECT, Inc. ¢ 1990 NCS.

Takin' It To The Hoop ¥ is a trademark of NECT, Inc. © 1989 AICOM Corp.

MNeutopia ” is a trademark of NECT, Inc. € 1990 Hudson Soft
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Starship Hector

HUDSON SOFT
For the Nintendo Entertainment
System ($42.95)

Starship Hector, by
Hudson Soft, is one of
those games that was
held up by the supposed
chip shortage. It has
taken this game quite a
while to become available to the public.
Although it is now somewhat aged—it has a
copyright of 1987 on it—Starship Hector still
has appeal.

So, are you ready for yet another
scrolling shoot-"em-up?

Hector consists of six rounds of alternat-
ing vertical and horizontal scrolling through
your standard alien landscape full of baddies
just itching to blow your ship out from under
you. Sound familiar? While this game
doesn’t exactly break new ground, it’s
another decent game based on a familiar
and successful theme.

A new twist that | hadn’t seen before
involved the game selection. When starting
a new game, the player may choose
between either a normal game, a two-
minute game or a five-minute game. With
the latter two, once the time runs out, you're
done. The goal of these two would be to
maximize your score within that period of
time. High scores are kept for each of the
three game types, at least until you power
down your NES.

As the game
begins you have to
take your ship
through varied
scenery, blasting
away at alien ships
in the air and along
the ground, making
sure that your shield
IS maintained. While the scenery
changes from round to round, your Egdse
enemies remain the same, for the FREEEE
most part, with a few new ones Fgases
showing up here and there. There is =S
also a different type of challenge at
the end of each round, with either
an enemy base or monster of some
type trying to slow you down.
While the methods for disposing of
each differ, once the en-
emy is discovered, it
presents a much less
difficult challenge.

Your ship is well
armed, and you have at
your disposal two
weapons. Standard
laser-type shots may be
fired in bursts of four to

RATINGS:

Sound & Music 5
Graphics 5

Playability 6
Overall 5

438

Starship Hec-
for, from Hudson
Soft, mixes verhi-
cal and horizonal
shooting action
for players with
hyperactive #rig-
ger fingers.

destroy air targets, while
bombs can be launched
in sets of four to take care
of your ground targets.
(When scrolling horizon-
tally, the bombs just take
care of anything that gets
in the way.) Autofire is
also almost a necessity unless you have
been gifted with hyperactive fingers!

The enemy ships are fast and deadly, but
they move in exactly the same pattern, game
after game, which gives the player a definite
advantage over time. Two other factors tend
to balance this out, however. First off, when
you die, you're forced to start the round
completely over, no matter how close you
are to finishing it. Secondly, there aren’t any
continues, so when you lose that
last man, it's all over. With extra
men being awarded at 200,000,

S| 500,000 and 1,000,000, your initial

three men are valuable.

In the early rounds, your shield
can handle several hits before col-
lapsing. As the game progresses,
your shield often can take only a
couple of hits before you're
destroyed. Hidden spots in the ver-
tically scrolling rounds provide a
ground-clearing explosion when
exposed and are, for the most part, essential
once the action picks up.

Starship Hector provides the action and
challenge desired in this type of game, but
offers little originality. There is scant change
in the music or effects throughout the game,
and the graphics aren’t particularly eye-grab-
bing. The game does play fairly well, how-
ever, which is generally the most important
aspect in games of this sort.

—Brent Walker
Hudson Soft
400 Oyster Point Boulevard, Suite 515
South San Francisco, CA 94080
(415) 871-8895

Super C

KONAMI
For the Nintendo Entertainment
System ($43.95)

If you thought that the
diabolical Red Falcon
was sent to his final rest-
ing place for good, think
again. He's back, badder
than before, with a new
group of cronies to terrorize Earth—Krypto-
Crustacean, the Babalu Destructoid Mecha-
nism and the Jagger Froid’s Spit Soldier, just
to name a few. Once again Mad Dog and
Scorpion have the <ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>