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ARE You READY

To STeP

INTO INDY'S SHOES?

Move larger-than-life exploits from the
movie screen to the computer screen, and the
results are often small potatoes.

Not so with Indiana Jones and the Last

Crusade.” Games that capture the
action, excitement, and special
effects of the greatest
Indy movie of
them all. And
Indy the game
character has all
the style, wit, and
resourcefulness that
make the big lug so
lovable in the movie.

Too much for
one game.
One game can't do Indy
justice. So we designed two very
different game experiences:
Indy the Action Game,
and Indy the Graphic
Adventure.

And inboth
cases, it seems that

Action game available for Commodore 64, IBM, Atari ST and Amiga. Graphic Adventure available for IBM (includes AdLib™

sound card support), Amiga, and Atari ST.

TM and © 1989 Lucasfilm Ltd. All rights reserved. Lucasfilm Games, Indy, and Indiana Jones and the Last Crusade are
trademarks of Lucasfilm Ltd. IBM is 3 rademark of Internationl Business Machines, Inc. Commodore 64 i a rademark of
Inc. Atari and ST are

‘Commodore Electronics, Ltd. Amiga is a trademark of Ce

Nazi Germany has just declared war on the
Jones boys.

Red hot, slam-bam action.

Indy the Action Game delivers classic
arcade thrills on a hell-bent chase for the great-
est treasure in history—the Holy Grail. As
Indy, you'll use your whip, your fists, and
your wits. Escaping grave-robbing cutthroats.
Pulverizing Gestapo goons. And surviving
the lethal trials of the Grail Temple itself.

How’s your L.Q.?
In Indy the Graphic

Adventure, you'll find out
ifyoucankeepup withthe =
guy with the whipandthe > 2§
hat. Maybe youll makethe < B8
same decisions Indy made
in the movie. Or score
higher 1.Q. (Indy Quotient)
points by finding subtle or
ingenious alternatives. All
the while exploring a stun-
ning world of sights,
sounds and characters—

AdLib is a trademark of AdLib, Inc.

 Atari Corp.

many of which you didn't see in the film.

Use Lucasfilm’s acclaimed—and
enhanced—point ' click interface to toss off a
sarcastic one-liner, sweet talk your way out of
atight squeeze, or just haul off and slug the
sucker. And thumb through Henry Jones'

Knocking Nazis off precarious
Zeppelin catwalks is all in a day’s
work in Indy the Action Game.

The trail to the Grail is strewn with
rats, skeletons, and much, much worse
in Indy the Graphic Adventure.

64-page Grail Diary for precious and fasci-
nating clues.

We made a spectacle of ourselves.

Both games bring you the great graphics,
exciting camera angles, and stirring sound
tracks that made the Indiana Jones films
so special.

Of course, our development team had
the advantage of working with the people who
made the movie. And that’s how we made sure
that when you step into Indy’s shoes, your feet
are planted firmly in the fire.

LUGASFILM
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“To the Citizens of River City:

I hold your high school captive!
With my gangs of students and
vicious bosses roaming the streets,
nobody can stop me now. Meet my
demands — or else!”

Slick, the meanest, most powerful
gang lord in River City, has issued this
ultimatum — and the entire town is
powerless in a grip of fear!

Fortunately, Alex and Ryan weren’tin
school the day Slick took it over. But

now, their fellow students are prisoners —
including Ryan’s girlfriend! It's up to our two
young heroes to battle their way past several
dangerous city gangs, then defeat the gang
lord, to free the students of River City High and
restore peace to the panic-stricken populace!

American Technos, Inc.
10080 North Wolfe Road
Suite SW3-372

Cupertino, California 95014
©1989 TECHNOS JAPAN CORP. NINTENDO

AND NINTENDO ENTERTAINMENT SYSTEM ARE
TRADEMARKS OF NINTENDO OF AMERICA INC.




The

The 1990s got off to a roaring start this January in Las
Vegas. At the Consumer Electronics Show — a twice-
yearly event that alternates between Las Vegas and
Chicago — it was clear that electronic gaming has
become the most lively area in home entertainment. A
cavernous convention hall that a few years ago was
the domain of satellite TV and telephones was this
year dominated by videogames.

To be more specific, the hall was dominated by
Nintendo, Sega, and NEC. For the past few shows,
Nintendo’s football-field-sized exhibit has been a
regular sight at CES. But this time, Sega and NEC
came to town with big-league exhibits of their own,
though not quite as large as Nintendo’s. Sega and
NEC are working hard to prove that the Genesis and
TurboGrafx-16 are serious challengers to the world’s
most popular videogame machine, the Nintendo
Entertainment System.

To make their point, both arrived in Las Vegas
with truckloads of new games. Interestingly, they’re
taking very different approaches. NEC is drawing
upon its large library of existing games for the PC-
Engine, the Japanese version of the TurboGrafx. As a
result, many of NEC’s new games are Americanized
-versions of proven Japanese hits. But although Sega is
drawing upon its equally strong library of Japanese
games and arcade favorites, Sega is also aggressively
pursuing big-name titles and outside support from
independent software companies.

Meanwhile, Nintendo isn’t exactly hibernating.
Super Mario Bros. 3 is surely the most eagerly awaited
videogame of the year, and we saw many other new
games that were just as exciting. To learn more, check
outthisissue’s Nintendo, NEC, Sega, Atari,and Game
News & Previews columns.

As is often the case, however, the most interesting
stuff at CES was hidden behind closed doors. This
time, it was NEC that was guarding a secret. Al-
though NEC was tight-lipped, sources told us that
NECis working on a new hand-held color videogame
system said to be even better than the Atari Lynx.

Although details could change before the still-
unnamed system is officially announced, here’s what
we learned. Like the Lynx, the NEC device is a bat-
tery-powered portable game system with a full-color
liquid-crystal display (LCD) screen. But the similari-
ties end there.

The NEC machine is capable of playing all game
cards made for the full-size TurboGrafx. (It cannot,
however, play the games through a regular TV.) It has
a 2.5-inch LCD with a resolution of about 400 x 250
pixels (screen dots). That’s about twice as sharp as the
Lynx screen — true TV quality. But the reason for this
greater resolution isn’t just so the system can play
standard TurboGrafx games. It can also be converted
intoa portable TV by adding an optional tunermodule.
Picture quality is said to be comparable to the Sony
Watchman.

Other features: stereo sound; a headphone jack; a
retractable sun shade for outdoor use; a magnifying
lens for the screen; a cable that links two units to-
gether for multiplayer games; and an AC adapter.
Current prototypes run about three hours on six AA
batteries and are a little larger than the Game Boy, a
bit smaller than the Lynx.

When will this rumored wonder be available?
Our sources say by this Christmas, for around $200.

NEC wasn’t the only company with a secret at
CES. We saw something else, too, something we had
to promise not to write about just yet. And we aren’t
talking about one of those Japanese or British game
systems that you'll probably never be able to buy in
the U.S. This product is coming out this summer, and
we think it will be a significant step toward the future
of videogaming. So stay tuned to Game Player’s — the
1990s are shaping up as a thrilling decade for home
entertainment.

Tom R. Halfhill,
Editor-in-Chief

<SP

Ganme layer's: The Lading Magazineof Videoand Computr Entetainment (1SSN-1042:3133) s published monthly by Signal Research,Inc, 300 A-E South Westgate Drive, Greensboro, NC 27407, USA. Ap-
NC,and d! \f mpany.

led by the Curtis Ci 12issues US: $17.95.

plication to mail secon

CANADA: Add $1 per issue ($29.95 total). For subscnth\ customer service or overseas rates, call 1-800-222-9631. Puslmaaler please send change of address to Gmm' Player’s, P ©O. Box L-2032, Langhorne,

PA 19047-0672.
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MI Tank Platoon.

Armored warfare
the way it really happens.

THERMAL
MODE

P
T

You've never known tank combat like
this before.

Because no other game captures the
thrills and strategy of real armored warfare
like M1 TANK PLATOON. Only M1 TANK
PLATOON lets you control a full platoon of
four tanks, not just one. And only M1 TANK
PLATOON lets you conceal your tanks
behind hills, like a real commander would,
using authentic rolling terrain!

Feel the excitement and the pressure as you lead 16 men into battle with
the Warsaw Pact. Jump into any tank and take
over any position! Master detailed instrumen-
tation and high-tech weapons. Zoom in on the "
16,000 acre battle map, and call for air and 3 L
artillery support. All with the spectacular Super
3-D Graphics that made us famous.

MicroProse is the first, last and best name in
combat simulations. We've advanced our
reputation once again with M1 TANK PLATOON.

After you've jumped into real tank combat
with M1 TANK PLATOON, anything else will seem
like child’s play.

PLATOON

Coming Soon from Sid Meier—The Golden Age of Railroads!

© 1989, MicroProse Software, Inc.

Features:

Control four awesome M1
tanks!

Command 16 men! Jump into
any tank and take over as
commander, gunner or driver.

Authentic rolling terrain for
real-life maneuvers!

Call for infantry, air or artillery
support.

See everything on battle map
with 5 levels of zoom!

Spectacular Super 3-D
Graphics!

High-tech weapons!
Authentic instrumentation!

Unlimited variety of terrain,
weather, battle situations.

Constant stream of landmarks
and targets for real life battle
action!

You choose when to promote
and decorate your men!




Selecting Stages
In
Nintendo Karnov

Last month Imade it to Ryu in the
game Karnov, butI've gotten tired
of going through all the levels.
I'd like to know if there is a way
to warp or pick different levels.

Arthur Powell
California

There is a stage select, but it won't let
you keep any of your items. You'll
have to start from scratch on each
level. Try this: On controller 1, press
the Select, A, and B buttons at the
same time while pushing the direc-
tional pad to the right. Then, on con-
troller 2, press the A button once for
stage 2, twice for stage 3, and so on.
It's easier to enter the code with two
people — one person for each control-
ler.

Mansion Maniacs

I need your help! My friend
Ruben Major and I purchased
Maniac Mansion six months ago,
and we still don’t know the an-
swers to these questions.

We found a loose brick in the
dungeon. What is it there for?
Where is the observatory? How
do you get into the nurse’s room
without getting caught by the
nurse? On the third floor in the
Green Tentacle’s room there is a
yellow key. What do you use it
for? In the room where you get
tentacle food, there is a door.

Do you have any questions about
your favorite videogames or
computer games? Or do you have
any hints ¢
your fello

nd tips to share with
me players? If «

writeto Th Sheet, Game Pla;
P.O. Box 29364, Greensboro, NC
27429. Due to the volume of mail we

we regret that we cannot
reply individually by mail to game
questions.

Where is the key that opens it?
What is the key in the nurse’s
room for? Where do you get the
keys for Dr. Fred’s lab?

Justin Boyle
Arizona

First of all, the loose brick can be used
by a character to escape from the
dungeon — but only if two people
have been caught. Have one of the kids
pull the brick. The door will swing
open, and the other character can es-
cape.

If you pour the water from the
swimming pool into the plant in the
den, you'll find the observatory with-
out any trouble. Just remember Jack
and the Beanstalk. Nurse Edna loves
to- talk on the phone, so maybe you
should arrange for her to receive a call.

She’ll also leave you alone if she cap-
tures a kid and has to take the captive
down to the dungeon.

The yellow key fits the trunk of
Weird Edsel in the garage. The key for
the door in the pantry can be found in
the basement. Thekey in Nurse Edna’s
room is for the videogames. And don’t
waste time on the cabinets in the
lab.There aren’t any keys that fit the
locks.

Hockey Tip

If anyone needs a tip on Super-
star Ice Hockey, I have one. If you
want to trade your player for a
better player on anotherteam and
not give any trading points, just
set the player you want to trade to
zeroskilland zero age. Theleague
will let the trade take place be-
cause your playeris younger than
the oneyou'rereceiving. By doing
this, you will get the player you
want, save trading points, and
make the team you traded with
worse because they will have a
player with zero skill on their
team. This works with any player.

Tristan Robbins
British Columbia, Canada

Thanks for the tip.

Baseball Games

For Sega Master

I am an avid Sega player. I cur-
rently have Sega’s Great Base-
ball. Could you briefly describe

continued on page 12
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Screen |. The heroine Alis
strikes at a monster seen in
your dream.

n 3. In shops, you buy
| equipment you
d in your quest

Screen 4. Carefully explore
the wilderness outside the city
on the planet Mota

Screen 2. Your party explores
the inner city and discovers the
Control Tower.

Screen 5. Burnwolf and Head
Rot are mutant monsters you
must destroy to succeed

Screen 6. In the dungeons
below the city your search is
constantly beset by monsters.

Last Battle™

Altered Beast." the Sega® arcade hit, comes with the Genesis system. TeleGenesis™ Modem, Power Base Converter™ and other games sold separately. Sega and Genesis are registered trademarks of Sega of America,

Arnold Paimer
Tournament Golf™

Screen 7 Pug, an evil foe, keeps
you from your appointed
rounds and possibly success

Truxton®

Ghouls ’n Ghosts™

Rambo III°

LU

Inc. Ghouls 'n Ghosts and Forgotten Worlds are licensed trademarks of Capcom, Inc. Rambo lf s a registered trademark of Carolco International N.V. Thunder Force Ilis a trademark of Techno Soft. Zoom! isa
trademark of Discovery Software International, Inc. Truxton s a copyright of Toaplan Co. Ltd. Power Base Converter, TeleGenesis and all other game itles are trademarks of Sega of America, Inc.




Welcome to the ultimate adventure game. Phantasy Star Il for the
16-bit Genesis system features the biggest memory (6 mega) videogame
e cartridge to date. With 19 multi-level maze dungeons and 9 separate
cities to explore, you'll be glad that we've included a 110 page book filled
with maps and hints to help you on your journey.

Mother Brain controls the planets, Mota and Dezo. But something
has gone awry. The planets are flooding. The temperature is rising. And
the cloning process is turning out mutants.

Your mission is to correct the problems. First you'll have to find the
Central Tower from which the Algo Star System is controlled. You'll also
visit factories, science labs and data libraries to plot your course.

Choose your partners from among Hugh, the biologist, Shir, the thief,
Kain, the wrecker; and many more. Travel light—in Knife Boots and Car-
bonsuit. Stalk boldly into the unguarded wilds armed with magic and an
amazing array of armory.

Together you fight hundreds of Biomonsters and solve twisted riddles
that will hopefully lead you to your goal. Your quest may last hundreds of
hours, so we've included battery memory backup so you can take a
break. Then you can resume playing exactly where you left off.

Where else can you find such excitement, but on Genesis from Sega.

E
B
£

16-BIT - . &= { :

T2
TGS

World per Thunder Tommy Lasorda
Champlonship Blade™ Baseball”

Gt

Forgosten We Bring The Arcade Experience Home.

TeleGenesis Modem and Games: These products are planned for future availabilty, and are sold separately. Each player needs a Genesis console, TeleGenesis modem and TeleGenesis game cartridge to play
(©1989 Sega of America, Inc. PO. Box 2167, South San Francisco, CA 94080.




continued from page 8

the differences between the new
Reggie Jackson Baseball and Great
Baseball?

Rick Clevenger
Indiana

In the opinion of our Sega game tester,
Reggie Jackson Baseball is more
complex and has much better graphics
than Great Baseball. For example, in
Reggie Jackson, you get a bird’s-eye
view of the ball when there’s a hit. Our
tester says that Reggie Jackson Base-
ball “is simply Great Baseball done
better in every aspect.”

Mutant

Techniques

Iambetween eightand nine years
old, and I am having trouble with
Teenage Mutant Ninja Turtles on
level 3, in the first building and
the first sewer. The roof is close to
the floor and the floors are a little
too far apart to jump across. I've
tried to jump below but my guy
won'’tjump. Also, is it hard to kill
Mecaturtle?

Christopher Ashford
Oklahoma

You were right: You have to jump
from below. To do it, position your
turtle below the edge of the floor above.
You'll hit the edge of the floor, and
your spin will ricochet you through
theopening. And to defeat Mecaturtle,
first wear him down with your
strongest turtle. Once he turns into
Robot Turtle, stand on the ledge and
attack him with stars.

Bionic

Commando
Weaponry

What weapons do you need to get
through area 8 in Bionic Com-
mando? I've tried lots of combi-
nations but haven’t made any
progress.

Jason Carter
Minnesota

You should take the rocket gun, the
pendant, some energy pills, and the
blue communicator into area 8. Work
your way up and to the left, and make
sure you enter all of the doors. You
need to pick up two messages. Watch
out for bombs! But the arsenal room
will be easy. It's just like the arsenal in
area 1.

DuckTales Tips

I have a couple of tips to help
everybody in DuckTales.

First, in the African mines, go
down all the way. When you get
to the rolling rock go past it and
all the way left. Now jump on all

the treasure chests, climbing all
the way to the top. Then walk left
and there’s a room with a big
treasure chest in it. In the chest is
an extra life.

In the Amazon, you don’t have
to pay money to pass. Jump on
top of one of the enemy people
and then up to the vine.

Kristin Kalter
Chicago

Thanks for the tips, Kristin.

Escaping

The Terminator

Concerning Space Quest II1: The
Pirates of Pestulon — on the
planet Phleebutt, is it possible to
avoid being caught by the bounty
hunter when you come out of the
souvenir shop?

Matthew Harris
Pennsylvania

The minute you leave the souvenir
shop, the bounty hunter will catch
you, then let you go. Adjust your
speed control to make a fast getaway
toward Mog, the mechanical man
nearby. Go upstairs, position yourself
by one of the two pulleys, save the
game, and wait for the Terminator to
approach. Get close to a pulley, but
don’t touch it until he’s about to grab
you. Then swing the pulley and knock
him into the machinery below. It'll
probably take a few tries to get the

timing right. SP
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GAME PLAYER’S FIRST ANNUAL
VIDEOGAME AND COMPUTER GAME
AWARDS 1989

Here are the First Annual Videogame and Computer Game Awards announced by Game Player’s in
January at the Winter Consumer Electronics Show. Except where noted, videogame awards are based on
Nintendo versions and computer game awards are based on PC versions. To be eligible, a game had to be
introduced before November 1, 1989. Games introduced during the final two months of 1989 will be

eligible for the 1990 Awards.

Game Player’s
Computer Game
Awards

PC Game Of The Year
Sim City — Maxis Software

Best PC Sports Game
Lakers Versus Celtics —
Electronic Arts

Best PC Strategy Game
Pipe Dream — Lucasfilm Games

Best PC Military Strategy Game
Fire Brigade — Panther Games

Best PC Flight Simulator
F-19 Stealth Fighter —
MicroProse Software

Best PC Non-Flight Simulator
The Duel: Test Drive Il —
Accolade

Best PC Fantasy
Role-Playing Game
The Magic Candle — Mindcraft

Best PC Adventure
Role-Playing Game
Space Quest III — Sierra On-Line

Best PC Science Fiction Game
Star Saga: Two — Masterplay

Best PC Arcade/Action Game
Tongue of the Fatman —
Activision

Best PC VGA Graphics
Mean Streets — Access Software

Best PC EGA Graphics
Space Quest III — Sierra On-Line

Special PC Achievement Award
RealSound — Access Software

Best Amiga Game
Dungeon Master — FTL

Best Macintosh Game
Cosmic Osmo — Activision

Best Commodore 64 Game
Neuromancer — Interplay

Game Player’s
Videogame Awards

Videogame Of The Year
Mega Man Il — Capcom

Best Sports Videogame
Tecmo Bowl — Tecmo

Best Strategy Videogame
Nobunaga’s Ambition — Koei

Best Fantasy Role-Playing
Videogame
Ultima — FCI

Best Arcade/Action Videogame
Bionic Commando — Capcom

Best Martial Arts Videogame
Ninja Gaiden — Tecmo

Best 16-Bit Videogame
Ghouls 'n Ghosts — Sega

Best Sega Master System Game
Wonder Boy III — Sega
(List continued on page 18)
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It’s the Superbowl of
spying. 2

Two super-sleuths fran-
tically search the embassy
for Top Secret documents
affecting world security.

The world is in big
trouble...because.these

LICENSED BY NINTENDO
FORPLAY ON THE

ENTERTAINMENT
SwsTEM

Published under agreement with FIRST STAR SOFTWARE, INC. SPY vs. SPY and
MAD are Registered trademarks oc E.C. Publications, Inc. Both are used with
permission. SIMULPLAY, SIMULVISION, and FIRST STAR SOFTWARE are
rademarks ofFirst Star Software, Inc. Audio visual materialdesigned and copyrighted

1984, 1988 FIRST STAR SOFTWARE, INC. All rights reserved. NINTENDO and
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"SPIES LIKE THIS COULD GIVE
INTELLIGENCE A BAD NAME.'

bumbling secret agents are
the heroes of MAD*
Magazine’s Spy vs Spy car-
toon series.

Your mission: escape with
the secret documents—and

your life! No easy task.
Because the other spy is
trying to do you in with
devious boobytraps.
Get MAD.
Get even. :
Get weird. 5
Get Spy vs Spy.

KEMCOa SEIKA

This offical sealis your assurance that
Nintendo* has approved the quality of this
product. Aways ook for this seal when
buying games and accessories to ensure
complete compatibilty with your Nintendo
EntertainmentSystem.”
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MAGAZINE FOR EVERY
VIDEO OR COMPUTER
GAME PLAYER!

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

B The best writers and columnists in the business

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

ll In-depth features — games thoroughly examined with page
after page of full-color maps, strategy hints and tips, and screen
shots.

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

l The best free public domain games, and how to get them.

B And much, much more!

Each issue is filled with color and packed with solid information,
hundreds of hints and tips, game descriptions, even maps and
complete solutions to complicated games!
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ninjas adhered to a rigid
code of honor modeled
affer Bushido, the way of
the samurai warriors. “An
eye for an eye” defined
their way of life.

In Ninja Gaiden, the
Hayabusa clan is one of
the last remaining vestiges
of the golden era of
ninjitsu. Its elder, Hay-
abusa Ken, has just been
killed in a duel. Ken's son,

Ryu, after reading a
letter left to him by his
father, embarks on a
Jjourney to America
to find out what re-
ally happened.

l DON'’T MISS A SINGLE ISSUE
OF THE HOTTEST NEW MAGAZINE IN
VIDEO AND COMPUTER GAMES!



THE GAME PLAYER'S
GUIDES TO PC AND
NINTENDO GAMES!

All the new games reviewed by experts!

Pages and pages bursting with full-color screen shots!
All the newest, hottest games!

Hundred of insider tips, technigques, and special hints!
Learn how to improve your scores!

Whether you're a Nintendo fan or a PC player, with the excit-
ing GAME PLAYER'S GUIDES, you'll see the important game
screens in full color, learn about the characters, the different
levels, how the game plays. Then, when you're ready to buy
your next game—you'll know what's hot and what's not!

FOR THE GREATEST SAVINGS, CHOOSE A GAME PLAYER'S
COMBO SUBSCRIPTION—Two Great Magazines at the Super-
Saver Rate of up to 56% off!
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Came Boy portable game machine.
Reviewers and gamwrs alike are
ing enthusiastically to the
bhand-held system, praising the
smoothness of its animation, the
detail of its graphics, and the often
stanling quality of its stereo sound

ant Nin:
eenage ¥ Wﬂ Turtles
REVEALED !

tendo baseball simulations. In the

single-player mode, it was almost

too sasy to beat the computer, but

the two-player video link mode

s really shows off the game’s full

NEW TITLES .o ot gue oy &

Alleyroay. This is yet another vari-

ation of the classic Breakout game

FOR P“-IES,Ir that was popular in arcades aboul

a decade ago. Once again, you

GAME BOY break through various formations

of blocks by swatting a bouncing

William R. Trofter ball with a horizontally moving

paddlc. However, Allayioay is more

A - . difficult to play than the onginal

(especially when heard through g o b outstanding. P Breakout, largely because the

the earphanes). Almost as much fun is the Dounding ball is harder to soc on
And what makesa better stock- Game Boy version of Baseball. The

ing stuffer than any of the new Game Boy's tiny LCD scrcen can-

Game Boy cards released by 0 of course, dis e waln
Nintendo? Super MarioLand — play

llllllllll

covered in our last issue —seems ohouh] be s s Boy Roliduy
to push the hand-held format to s bepin appraning, in this formet
limits. But at least four of the other | .
new titles also fit the Game Boy as 2 mﬂ‘ "Em'mhm g AN SUPER STF}ATEGY
comfortably as a [avorite pair of up with a friend. B m R b £5 \
- ¥ F F ] - 'I-J--' == -l'_;; J

" Temis, for cample, works 3 mcrmaeninyy WEEIASRREIAENE | SR

ENnis, TOr exam . j o] ame E]
beautifully on the Game Boy, due Whhe Friamecd Kager Kastot? e B
in part to the scale and form of the Benny the Cab dﬂrﬂ_hm
real game. Qur game testers found 4 My i TR
that by using various button-and- m:- cary el thee rovd of they get
pad combinations, the animated In bis. weny.
players could do virtually any- You have to collect phoces of the
thing a real tennis player does, Cag King's will in onder o win
from an ariful lob to a blistering 5 mm-lﬁ:ﬂnm i THE
forehand smash. The animation

Check one of the fantastic P CHALLENGE K SAVING
COMBO OFFERSonthe card, | T~ g | ve SUBSCRIP-
and you get BOTH GAME 00 EH iR AR TION
PLAYER'S MAGALZINE plus your L 5 | CARD
choice of the NINTENDO s, f TODAY!
GUIDES or the PC GUIDES ot "

up to 56% off the regular Signal Research
newsstand prices!

Publications are not
affiiated with

Nintendo is a registered trademark of

Nintendo of America Inc.

GAME PLAYER'S a8

MONEY-

Nintendo of America
in any way.




GAME PLAYER'’S FIRST ANNUAL
VIDEOGAME AND COMPUTER GAME
AWARDS 1989

(List continued from page 14)
Special Videogame
Achievement
Atari Lynx — Atari/Epyx

Best Computer-Conversion
Videogame
Shadowgate — Kemco-Seika

Best Videogame Graphics
The Magic of Scheherazade —
Culture Brain

Best Videogame Innovation
Nobunaga’s Ambition — Koei

Best Family Game
DuckTales — Capcom

Best Game Boy Game
Tetris — Nintendo

Game Player’s
PC Excellence Awards

Archipelagos
(Fanfare/Britannica)

Chessmaster 2100
(Software Toolworks)

The Colony (Mindscape)

Curse of the Azure Bonds
(Strategic Simulations)

Echelon (Access)

The Faery Tale Adventure
(Microillusions)

Genghis Khan (Koei)

Gold Rush (Sierra)

Hardball II (Accolade)
Hidden Agenda (Springboard)

Hole-in-One Miniature Golf
(DigiTek)

Indiana Jones:
The Graphic Adventure
(Lucasfilm)

Jet Fighter: The Adventure
(Velocity)

John Madden Football
(Electronic Arts)

Kings of the Beach: Professional
Beach Volleyball (Electronic Arts)

Manhunter 2: San Francisco
(Sierra)

Miicrosoft Flight Simulator 4.0
(Microsoft)

Nemesis: Go Master (Toyogo)
Neuromancer (Interplay)
Red Storm Rising (MicroProse)

Rommel: Battles for North Africa
(SSG)

Search for the Titanic
(Capstone/Intracorp)

Steel Thunder (Accolade)

Sword of Aragon
(Strategic Simulations)

‘Vette! (Spectrum Holobyte)

Wayne Gretzky Hockey
(Bethesda Softworks)

Where in Time is
Carmen Sandiego? (Broderbund)

Windwalker (Origin)

Game Player’s
Videogame
Excellence Awards

Adventures of Lolo (Hal America)
Arnold Palmer Golf (Sega)
Bad Dudes (Data East)
Bandai Golf (Bandai)
Baseball Stars (SNK)

Bases Loaded (Jaleco)
Blades of Steel (Konami)
Blazing Lazers (NEC)

Dr. Chaos (FCI)

Dragon Warrior (Nintendo)
Golgo-13 (Vic Tokai)
Legendary Axe (NEC)
Marble Madness (Milton Bradley)

Milon’s Secret Castle
(Hudson Soft)

Rescue: The Embassy Mission
(Kemco-Seika)

Romance of the Three Kingdoms
(Koei)

Strider (Capcom)

Teenage Mutant Ninja Turtles
(Ultra)

The Three Stooges (Activision)
Tommy Lasorda Baseball (Sega)

Where in the World is
Carmen Sandiego? (Sega)

Wrestlemania (Acclaim)

GAME PLAYER'S
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Rocket into the striking realism and spectacular visuals of SPACE ROGUE, the phenomenal 3D space flight
simulation. You'll discover authentic flight dynamics, precision navigational aids and sophisticated weapons
technology as you maneuverthrough turbulent ion storms and confront alien foes. You'll visit space stations
and mining outposts — swapping tales with pirates, drinks with friends and goods with merchants. It's the
seamless integration of space flight and role playing that makes SPACE ROGUE the first ORIGIN
Cinematic Experience™.

= o= — : We create worlds™
IBM/COMPATIBLE VERSION IBM/COMPATIBLE VERSION APPLE VERSION
Available for: IBM/Tandy/compatibles, C-64/128, Apple Il series, coming soon for, Amiga and Macintosh; actual screens may vary.

Can'tfind SPACE ROGUE at your local retailer? Call 1-800-999-4939 (8am to 5Spm EST) for Visa/MC orders; or mail check or money order (U.S.$) to ORIGIN.
All versions $49.95; shipping is FREE via UPS. Allow 1-2 weeks for delivery. ORIGIN, P.0. Box 161750, Austin, Texas 78716.




PLAYERS

FACE TO FACE

...WITH WENDY COX AND WILL NIPPER

For almost 50 years, people of all ages
have been following the adventures
of Lassie, the world’s most famous
collie. Now Lassie has returned to TV
in a weekly syndicated series starring
10-year-old Will Nipper and 15-year-
old Wendy Cox as Lassie’s owners.
Will and Wendy share similar inter-
ests: They both have dogs of their
own, and they both love to play Nin-
tendo.

Will has been playing Nintendo
for nearly two years. He currently has
19 games as well as a MAX controller,
Zapper light gun, Power Pad, and
Mattel Power Glove. “I got the Power
Glove for my birthday,” he said. “So
far, I've played [Mike Tyson’s] Punch-
Out and Top Gun with it. The Glove
replaces the joystick and takes some
time to get used to.”

GAME PLAYER'S

His two favorite Nintendo car-
tridges are Blaster Master and Tecmo
Bowl. “The games have excellent
graphics, which is the key to a good
videogame. Punch-Out is the game
which I am the best at. I have also
gotten pretty good at Zelda II: The
Adventure of Link. 1 think Tecrmo Bowl is
the hardest game I've played.”

Since winning her role on the new
Lassie series, Wendy has become one
of TV’s hottest new teen stars. When

not acting, she and her friends often -

challenge each otherinafriendly game
of Nintendo’s Tennis. “Tennis is my
favorite Nintendo gamebecausel have
recently begun taking tennis lessons,”
she said.

Wendy received her Nintendo
system three years ago as a birthday
present. Since then she has purchased

20

Jason R. Rich

Will Nipper stars
with Lassieinthe
newsyndicated
TV series.

2-000000

Wendy's
favorite
Nintendo
games.

ten game cartridges.

“My friends and I get addicted to
games and keep playing until we
master them,” she says. “The key is
not to get stressed out when playing a
videogame.

“I also like Grand Prix and Kung
Fu. When I first got Super Mario Bros.,
I played it for hours and hours with-
out stopping. One of my friends has
the Power Pad. Her mother saw us
playing and started laughing at us
because we werejumpingallaround.”

Willand Wendy agree that work-
ing with Lassie is exciting because the
collie has been trained to perform more
than 70 tricks. When asked if they
have taught Lassie to play Nintendo,
Will replies, “Not yet.”

<SP
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here’s nothing but good
news for Nintendo gamers
this year. Just consider
these items:

* The long-awaited
Super Mario Bros. 3 will be avail-
able in March, and it looks great.
® More than 50 Game Boy titles

are under development.

* Bigger and better Nintendo
games — some with up to three
megabits of memory per cartridge
—willbeintroduced by themiddle
of the year.

® Adults are being targeted by
Nintendo game developers more
than ever before.

¢ New four-player games and
controllers are headed to store
shelves.

e The first Nintendo-compat-
ible games priced under $20 will
be released.

That’s just some of the great
news to come out of the recent
Winter Consumer Electronics
Show (CES) in Las Vegas. Once
again, the huge show was asound-
and-light showcase for the power
of Nintendo. With a booth almost
the size of a football field, Nin-
tendo and several dozen support-
ing game companies commanded
much of the convention center’s
large West Hall to demonstrate
the latest videogames for the Nin-
tendo Entertainment System and
the Game Boy.

It's clearly been another great
year for Nintendo. Although Sega
has introduced its 16-bit Genesis
gamesystem and NEC hasbrought
out its TurboGrafx-16, Nintendo
still rules the American video-
game market. In addition to Nin-
tendoand almost50 licensed game
developers, a few companies not
licensed by Nintendo haveentered
the market. The biggest, Tengen,
now has more than a dozen Nin-
tendo-compatible games, such as
After Burner, Shinobi, Police
Academy, Alien Syndrome, Vindica-
tors, and others. In all, there are

GAME PLAYER'S
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GAMES
GALORE
FOR 1990!

Selby Bateman

currently more than 130 games
available for Nintendo.

What does all this mean for
game players? It's going to be the
best year yet for Nintendo games.
We should see more variety, more
power, and (thank goodness)
fewer shortages of cartridges.

SomeJapanese companies that
have been developing Nintendo
games behind the scenes are now
entering the U.S. market as pub-
lishers. For example, Square Soft,
which created the popular Rad
Racer auto racing game for Nin-
tendo, now has two games under
the Square Soft name: Rad Racer II
and King’s Knight, a role-playing
game. Square Soft is also bringing
out a role-playing game for the
Game Boy called The Great Warrior
SAGA.

Asmik is another “new” com-
pany that’s not really new to Nin-
tendo. Asmik has produced top-
selling Nintendo games in Japan,
and its U.S. subsidiary is now in-
troducing two new titles: Top

Culture Brain’s Baseball Simulator
] 1.000 is the newest baseball game
for Nintendo.
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Suddenly... An American Tradition

From now on, every generation
will be a MicroPlay generation.

See your software retailer or call 301 771-1151 x208, M-F 9am-5pm Eastern Time. MicroPlay Software is marketed by Medalist International, a division of MicroProse Software, Inc. 180 Lakefront Drive, Hunt Valley MD 21030.
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Heavy Barrel is a combat game
that’s one of severalnew Nintendo
titles from Data East.

Dash Galaxy in the Alien Asylum is
aninterplanetary space game from
Data East.

Player’s Tennis for Nintendo and
Boomer,a cute puzzle-solving game
for the Game Boy.

We don’t have room to
describe all of the new Nintendo
games coming out — there are
dozens. Many are listed below,
however, and additional games are
covered in this issue’s “Game
News and Previews” section start-
ing on page 95. We'll also be bring-
ing you more coverage in future
issues.

GAME PLAYER'S

Super Mario 3!

The most eagerly awaited game in
all Nintendoland is Super Mario
Bros. 3 from Nintendo of America.
A whopping three-megabit
cartridge, Super Mario Bros. 3brings
Mario to new worlds and bonus
rounds, and gives him amazing
new powers, tricks, warps, extra
lives, and power suits (even a rac-
coon tail). Nintendo should be
shipping Super Mario Bros. 3 by the
time you get this issue.

Two of the biggest recent hits
in video arcades are Double Dragon
II: The Revenge and Narc, and both
are being introduced by Acclaim
Entertainment for Nintendo sys-
tems early this year. Double Dragon
II (our Game Player’s Nintendo
Game of the Month in Vol. 2, No.
1) shipped to stores in January,
and Narc is scheduled to be on
store shelves in April. Acclaim is
also introducing Destination Earth-
Star, an intergalactic spaceflight
game; BigFoot, arace, chase, crash,
and bash BigFoot truck game set
for release this spring; and, later
this year, Total Recall, an action
game based on the Arnold Sch-

warzenegger science-fiction
movie.
Look for Activision to

introduce Tombs & Treasure, a
decidedly different role-playing
adventure; Archon, a game that
combines combataction with chess
strategy; and Ghostbusters II, a fast-
action game much like the movie.

American Sammy has several
new titles underway: an action
game, Silk Worm; an adventure
game, Arkista’s Ring; and a racing
game, Michael Andretti’s World GP.

This year, American Technos
will be selling River City Ransom,
an action-adventure that is the
company’s first Nintendo title in
the U.S. Arcadia Systems is enter-
ing the Nintendo market with two
games this year — Spot: The Video
Game, based on the high-stepping

24

Seven-Up soft drink character;and
Silver Surfer, of comic book fame.
Bandai America hopes to have
more big hits with a couple of new
titles. Gilligan’s Island is based on
the popular TV show of the 1960s,
and Dinowarz is a dinosaur action
game. Bullet-Proof Software, an-
other new Nintendo licensee, will
offer Pipe Dream, based on the re-
cent Lucasfilm computer game.

Broderbund’s 1989 releases,
The Guardian Legend and Legacy of
the Wizard, will be joined by two
new games: The Battle of Olympus,
an action-adventure set in ancient
Greece; and Dusty Diamond’s All-
Star Softball. Both willship tostores
early this year.

Capcom is planning a big Nin-
tendo year with a variety of new
titles: California Raisins, based on
the TV commercials; Adventures in
the Magic Kingdom, from the world
of Disney characters; Code Name
Viper, an action game; and several
others we’ll be covering soon.

One of the four (so far) compa-
nies selling nonlicensed, Nin-
tendo-compatible games is Color
Dreams. To supplement its first
games introduced in late 1989,
Color Dreams will be bringing out
Master Chu and the Drunkard Hu,
an adventure set in ancient China;
and P’radikus, an outer space ad-
venture with hundreds of worlds,
space stations, and solar systems
to explore.

Another company bringing out
nonlicensed, Nintendo-compat-
ible games is Sharedata. Four new
titles priced under $20 were an-
nounced, including the first Nin-
tendo game intended strictly for
adults: Married...With Children,
based on the off-the-wall comedy
show on Fox TV. Sharedata says
the Nintendo-compatible version
of Married...With Children, like the
TV show, will be humorous but
slightly risque, similar to Sierra
On-Line’s Leisure Suit Larry series
of computer games. Sharedata’s



DO NOT ATTEMPT YOUR MISSION UNTIL THE
CHOPPERS ARE OVERHEAD, SNIPERS ARE IN
POSITION, AND YOUR HOMEWORK’S DONE.

Not doing your homework could be a mistake.
Every move you make could jeopardize your
fellow rescuers, and those held captive.

RE 1 Embassy Mission. The
action comes fast and furious. Itchy-
fingered enemy gunmen. A pcnlous 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.” Thri
delivered in bold strokes, with super high quality
graphics and animation.

With RESCUE: The Embassy Mission, b(nn hower
is as important as firepower. /

KEMCOASEIKA i

Exclusively distributed by SEIKA CORPORATION, USA. NINTENDO® and
NINTENDO ENTERTAINMENT SYSTEM® are trademarks of Nintendo of
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International.

©1989 KEMCO.

This official seal is your assurance that Nintendo® has approved the
quality of this product. Always look for this seal when buying games
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Nintendo Entertainment System?®
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Phantom Fighter from FCI is a
] martial arts game with both ac-
tion and strategy.

Many Nintendo fans have been
2 looking forward to Konanii’s Top
Gun: The Second Mission.

three other titles are Chiller, the
first multiplayer shooting game
that works with either two light
guns, two controllers, or a light
gun and a controller; Rollergames,

a roller derby contest; and Death
Race, a car racing game.

Last year, CSG Imagesoft
introduced Super Dodge Ball. Now
the company is entering 1990 with
adifferent kind of game: Solstice, a
colorful puzzle-solving challenge
thathasactionand adventure, too.

Two new games from Culture
Brain will be Flying Dragon II, a
sequel to the popular martial arts
adventure, and Baseball Simulator
1.000.

On the heels of Robocop and
Bad Dudes, Data East is bringing
out four new titles. The first three,
available now, are Heavy Barrel, a
strategic combat game based on
the arcade hit; Dash Galaxy in the
Alien Asylum, an interplanetary
action game with hundreds of
levels;and Al Unser Jr.’s Turbo Rac-
ing. Later in the year, Data East
will introduce Battle Chess, a chess
game that mixes strategy with
colorful action.

Noft Just Kid Stuff

FCI’s slogan for 1990 is “FCI —
Not Just Kid Stuff.” The company
got off to a good start in 1989 with
the introduction of a Nintendo

GAME PLAYER'S

version of Ultima, the popular
fantasy role-playing game for
computers. This year, look for
Ultima II: The Quest of the Avatar as
well as the introduction of the first
Advanced Dungeons & Dragons
game for Nintendo, Heroes of the
Lance. Other FCI titles include
Phantom Fighter, a martial arts
game with both action and strat-
egy, and World Championship Wres-
tling.

Gametek is bringing out a
number of titles, some based on hit
TV shows and others on Fisher-
Price learning games for children
three to eight years old. New this
year will be Double Dare, Wheel of
Fortune Golden Edition, and Jeop-
ardy! 25th Anniversary Edition. For
youngsters, Gametek will
introduce Fisher-Pricel Can Remem-
ber and Fisher-Price Perfect Fit.
Other Fisher-Price titles will be
announced later.

HAL America introduced the
charming and addictive Adventures
of Lolo in 1989, along with several
other titles. The company is now
bringing out Vegas Dream, a casino
game with blackjack, roulette, slot
machines, and keno. Later in 1990,
HAL America will introduce Ad-
ventures of Lolo II, with plenty of
additional puzzle rooms to con-
quer.

Early this year, Hi-Tech Ex-
pressions brought out The Chess-
master, a terrific chess game for
Nintendo (see our review on page
94). Now the company is bringing
out a variety of Nintendo titles,
including War in Middle Earth, a
role-playing game based on the
J.R.R.:Tolkien trilogy; MTV’s
Remote Control, based on the hit
MTV game show; Fun House, pat-
terned after the popular children’s
TV show; and The Hunt for Red
October, adapted from the best-
selling novel by Tom Clancy and
movie starring Sean Connery. Hi-
Tech Expressions will be introduc-
ing more titles later this year.
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King’s Knight is a new action-ad-
venture title from Square Soft.

2 Tradewest is introducing Magic
Johnson's Fast Break for Nintendo.

Hot on the heels of Adventures
of Dino-Riki (reviewed on page 92
of this issue), Hudson Soft USA
willbeintroducing a few new Nin-
tendo titles this year, including
Xexyz,a12-stage space game; Prin-
cess Tomato in the Salad Kingdom (a
fantasy adventure in which all the
characters are vegetables!); and a
third game tentatively titled
Hudson’s Space Adventure.

Headlining the Jaleco USA
games for 1990 are Bases Loaded II:
Second Season (see our review on
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page 80); Astyanax, an action-strat-
egy game with vertical and hori-
zontal scrolling; Taro’s Quest, a
fantasy game somewhat like
Dragon Warrior; Pinball Quest, a
combination pinballand role-play-
ing game; and Maniac Mansion, a
wacky role-player based on the
popular Lucasfilm computer
game.

GAME PLAYER'S

New
Top Gun Action

Konami and sister company Ultra
have a variety of new Nintendo
titles headed our way, including
the long-awaited Top Gun: The Sec-
ond Mission (see our review on page
87); Jack Nicklaus” 18 Greatest Holes
of Major Championship Golf, which
was a big hit on personal
computers; Super C,asequel to the
fast-action combat game, Contra;
and Bill Elliott's NASCAR Chal-
lenge, a stock car racing game with
first-person perspectives. Ultra is
introducing two new titles: Snake’s
Revenge, a follow-up to the popu-
lar military game, Metal Gear; and
Mission Impossible, a high-stakes
action-adventure.

Two new games from LJN
promise to take advantage of high
name recognition: A Nightmare on
Elm Street, based on the popular
series of horror flicks; and Piction-
ary, a family game patterned after
the TV show. Other games from
LJN for 1990 are Back to the Future
II, based on the movie; and The
Punisher, starring the Marvel
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NINTENDO

NEWS

The super-hit Double Dragon will
be coming to Nintendo’s Game Boy
soon.

Comics character.

Mattel has announced a game
for 1990 that’s designed to make
the most of the Power Glove. Super
Glove Ball is a three-dimensional
handball game that has to be seen
to be believed. Great graphics and
the Power Glove put you in the
middle of the action.

The first two Ikari Warriors
games were big hits, and SNK's
Ikari Warriors III — The Rescue
promises to be another bestseller.
Other new SNK titles include Little
League Baseball: Championship
Series, Mechanized Attack,and Crys-
talis.

Another eagerly awaited game
for Nintendo is Batman, an action
game from SunSoft that’s based
on the hit movie of 1989. Also, look
for SunSoft to introduce Super Spy
Hunter later this year, a sequel to
theoriginal Spy Hunter driving and
shooting game.

One of the most interesting

GAME PLAYER'S

games at CES was Low G Man (The
Low Gravity Man), a terrific-look-
ing but still-unfinished action
game from Taxan. What caught
our attention were the gigantic
level bosses — some of them are
three screens tall! Taxan is also
introducing Burai Fighter, another
action game.

In addition to the Tengen titles
mentioned above, look for Xybots,
a translation of the arcade hit that
features mazelike combat action;
Ms. Pac-Man, another arcade
adaptation; R.B.I. Baseball 2, an
updated version of the popular
baseball game; Licence To Kill, an
action game based on last year’s
James Bond movie; and Fantasy
Zone, an outer space fantasy ad-
venture. Later this year, Tengen
will introduce Skull & Crossbones,
a pirate adventure; and Hard
Drivin’, a racing game based on
the phenomenal arcade hit.

Tradewest will be introducing
Iron Man Stewart’s Super Off-Road,
a wild driving game for up to four
players; and Magic Johnson’s Fast
Break, a fast and furious basketball
game.

Game Boy
Avalanche

Nintendo of America is predicting
that during 1990 it will sell more
than five million Game Boys and
20 million Game Boy cartridges.
More than 50 companies have al-
ready signed up to produce Game
Boy software, so there shouldn’t
be a shortage of games to choose
from. New titles are being an-
nounced almost every day. Here’s
a brief list of some of the earliest
titles; we’ll have more coverage in
future issues.

Acclaim Entertainment: Kwirk,
a puzzle game; Wizards & Warriors
X: Fortress of Fear, further Kuros
adventures; and WWF Superstars,
a professional wrestling game.
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Activision: Malibu Beach Vol-
leyball.

Asmik: Boomer, a puzzle-solv-
ing game.

Bandai America: Hyper Lode
Runner, an action game adapted
from the classic computer game.

CSG Imagesoft: Soccer Mania.

Electro Brain: Fist of the North
Star, based on the Nintendo game.

FCI: Boxxle, a challenging
puzzle game.

Gametek: Wheel of Fortune,
based on the TV show.

HAL America: Revenge of the
Gator, a pinball game, and Shang-
hai, the classic Chinese mahjongg
game.

Jaleco: Bases Loaded GB, a base-
ball game similar to the Nintendo
hit.

Kemco-Seika: Bugs Bunny’s
Crazy Castle, based on the Nin-
tendo action game.

Konami: The Castlevania Adven-
ture, adapted from the popular
Nintendo game; and NFL Football.

Meldac of America: Heiankyo
Alien, aJapanese maze-adventure.

Mindscape: Paperboy, adapted
from the arcade and Nintendo hit.

Nexoft: Ishido: The Way of
Stones, an ancient Chinese strat-
egy game; and Penguin Wars, an
action game.

NTVIC: Power Mission, a naval
warfare game.

Romstar: World Bowling.

Seta USA: QBillion, a puzzle
game.

Square Soft: The Great Warrior
SAGA, a role-playing adventure.

SunSoft: Navy Blue.

Taito: Flipull.

Tradewest: Double Dragon,
based on the hit Nintendo game.

Ultra: Motocross Maniacs, a
motorcycle racing game; and
Nemesis, an outer space shoot-em-
up.

<SP
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videogame and computer game maga-
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uestion: After a hard

day of saving the

world from destruc-

tion, what does the

typical hero do to
unwind? Answer: Ride an anti-
gravity cycle through 23 levels of
futuristic highways and tubular
tunnels at speeds of over 900 miles
per hour.

Oh, don’t worry, there’s still
plenty of shooting — but this time
it’s not a matter of life and death.
Atari’s S.T.U.N. Runner is a game
of speed! AsaS.T.U.N. (Speed Tun-
nel Underground Network) Run-
ner, your goal is to travel as fast as
possible and complete each race
within theallotted time. Naturally,
it's not as easy as it sounds. You're
racing against the clock, and nu-
merous enemies conspire to- pre-
vent you from winning.

You begin by selecting a start-
ing level: Novice (track 1), Inter-
mediate (track 6), or Advanced
(track 11). When you climb onto
your vehicle, a protective outer
shell is bolted around you. The
control yoke allows you to steer
leftand right. Up and down move-
ment aims the roof-mounted la-
ser, and your itchy trigger finger
fires it. You don’t directly control
your speed in S.T.U.N. Runner —
you must take the path of least re-
sistance to keep from slowing
down.

Next, your on-board computer
displays the track, its name, some
vague advice, and a key detailing
the track types: wide and narrow
flats, tunnels, and areas still under
construction. Then a pleasant
female voice wishes you good luck
and the race is on.

Track 1 is called Cake Walk,
and it simply allows you to famil-
iarize yourself with the controls.
Cake Walk has red stars on the
surface of the track to show you
the best path.

You start on a short stretch of
wide, flat track leading to a circu-

GAME PLAYER'S

ARCADE

ACTION
i
S.T.U.N.

Runner
Scott Wolf

lar gate. The gate opens like an iris,
and soon you'rerocketing through
a winding tunnel. Follow the red
stars on the ground and walls to
achieve the best time. A buzzer
sounds when your time is almost

up, but you should find yourself
gliding into the station with no
problems. That lovely voice
chimes, “You have completed level
1,” and you'll receive a set of out-
board shields.

Track 2 — Boost Boulevard —
introduces you to Boost Pads.
You'd better learn to use them if
you want to finish the higher lev-
els in S.T.U.N. Runner. When you
drive over the glowing rectangu-
lar Boost Pads, you get an exhila-
rating burst of hyperspeed and a
temporary shield of invincibility.
The sound effect when this hap-
pens says it all: Yeehoooo!

The third track is Blood Alley,
and it begins introducing you to
the more formidable opponents
lurking in S.T.U.N. Runner — in
this case, the indestructible Ar-
mored Android Drone. Indestruc-
tible, that is, except when hit by a
Shock Wave. You can pick up the
Shock Waves at strategic points
along the course and also when
you complete a level with the re-
quired number of collected stars.

Hurtling through these tunnels at
speeds of 900 miles an hour or
more is almost the easy part of
] S.T.U.N. Runner. By the time you
reach this track (level 10), you'll
find yourself running into heavy
opposition from enemy Bots.
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After you emerge from the tun-
nels, a city looms up ahead. The

] circular gate directly in front of
your antigravity cycle opens like
an iris to let you pass.

When the going gets tough, the
tough fire their roof-mounted

2 lasers. Sometimes the best way to
make progress in S.T.U.N. Run-
ner is to simply blast your way
through the hostile rush-hour
traffic.

Fire a Shock Wave when you find
yourself running out of time and
are surrounded by enemies. The
Shock Wave blasts off ahead of
you, disrupting the molecular
structure of everything in its path.
Other enemies you can look
forward to meeting are the Orno-
Bot, which flies ahead of you,
dropping blueoilslicks; the Hover-
Bot, a mechanized kamikaze; and,
of course, the ChopperBot, which
lowers the maddening AttackBots
ontothe track. These purple punks
suddenly slam on their brakes,
causing you to collide with them
and spin out. (Fortunately,
S.T.U.N. Runner has a continue
feature that lets you drop in a coin
and pick up where you left off.)
Special Challenge Waves give
you the opportunity to increase
your score by collecting as many
stars or hitting as many Boost Pads
as possible, without the hindrance
of other traffic. The Kill Challenge,
on the other hand, rewards a high
Botty count.
Ofthe23levelsinS.T.U.N. Run-
ner, my two favorites are track 6
(Outer Drive) and track 7 (Ramp-
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Alot). On the Outer Drive, you
find yourself hurtling through a
transparent, wire-frame tunnel.
Outside you can see the universe,
complete with stars and galactic
spirals. And the Ramp-Alot track
is practically wall-to-wall ramps
that propel you high into the air
with breathtaking changes of per-
spective.

S.T.U.N. Runner has shortcuts,
too. Near the beginning of level 9,
for instance, there’s a warp that
transports you straight to the fin-
ish line of level 13.

Finally, there’s The Ultimate
Challenge. This level throws eve-
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rything at you on a track that zigs
and zagslikean electrocardiogram.
Deep into this level you'll start
passing under billboards that dis-
play names from the high-score
table. And waiting for you at the
finish line is a fabulous woman
who'll hop onto your cycle for a
ride. Just snap on your shields and
pretty soon you're flying into the
wind as fireworks fill the sky.

<SP
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hile the quality of
graphics and sound
continues toimprove
in the world of com-
puter games, the games them-
selves show less and less innova-
tion. Great sports games like Earl
Weaver Baseball or Lakers versus
Celtics are really enhancements of

much older game concepts, as are
superb role-playing adventures
like Ultima V and Curse of the Azure
Bonds. Arcade games like Arkanoid
II and Barbarian, though well exe-
cuted, continue to retread old
concepts. Flight games such as
Their Finest Hour: The Battle of Brit-
ain and Blue Angels are also vari-
ations of older designs, and driv-
ing gameslike Test Driveand ‘Vette
are interesting descendants of
Atari’s ancient Pole Position.

This is not to denigrate the
advances these games have made.
Today’s computer games are more
colorful, frequently faster, and
almost always more playable than
their predecessors, and they defi-
nitely boast more detail. The vari-
ety of games available today is
simply astounding.

Butinnovative new genres are
few and far between. The funda-
mental play of most sports games
can be traced to the early baseball

GAME PLAYER'S

INTO THE
19908S:
TWO NEW
GENRES

Neil Randall
L] L] L] - - L] L]
and football games written for the
Atari 2600, the Mattel Intellivision,
and the Apple II. The design of
most fantasy role-playing games

As The Manhole begins, the hand
'I points toamanhole cover. A plant
waits to burst forth, while a fire
hydrant drips in the background.

At the top of the plant, a hole in

2 the sky leads toward the stars.
Click on thestarstofind out where
you'll be taken next.

This castleisactually a chess piece,
3 the rook on a board of kings and
queens.

4 The elephant is your friend. Enter

his boat, and he’ll chauffeur you
wherever you want to go.
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can be traced through Wizardry to
the 12-year-old Dungeons and Drag-
ons. And so on.

Computer games need a shot
in the arm. We need innovation,
new genres, freshideas. The 1980s,
after all, are over.

Fortunately, there are some
innovative games coming out that
suggest what’s to come in the
1990s. As games, they may have a
somewhat limited playing life. But
as ideas — as gaming concepts —
they deserve close attention.

The Manhole

One of the most unusual games
seen in a long time comes to the
PC-compatible world from the
Macintosh, where it attracted con-
siderableattentionas the first com-
mercial HyperCard game and one
of the first games ever available on
CD-ROM. PC users don’t have
HyperCard, of course, so Activi-
sion’s challenge was to create a
user interface that would be

o my friend? |
mall boat is |
small boat,

equally slick and easy to learn. In
the PC version of The Manhole,
they’ve done it.

To play The Manhole, you need
a mouse. But you don’t need it to
pull down menus or manipulate
windows. Once the game loads
(there are no setup screens and no
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copy protection), you simply use
the mouse to point the on-screen
arrow wherever you wantand then
click the mouse button. In most
cases, the scene will change to
something new.

In other words, you don’t fool
around with cursorkeys, keyboard

The walrus’s home is tilting a bit,
1 but that's OK. Most things in this

game are somewhat askew. Why

not check out the roll-top desk?

If you click on the picture of the

2 mountains, you'll get an opportu-
nity to enter the picture. Goahead,
do it.

This fierce-looking beast purports

3 to be a deadly dragon. Actually
he’s a high-tech enthusiast. Check
out the table behind him.

Give the pool half a chance, and

4 the water will disappear. There
aresteps leading down which will
take you somewhere else.

commands, or anything else. The
only time you need to touch the
keyboard is when you press Esc,
which takes you to a screen that
allows you (by using the mouse) to
turn the sound and music on or off,
to save the game on disk, or to exit
the game to DOS. That’s it.

As far as the game itself goes, it
will probably appeal to everyone
initially. After several plays, how-
ever, it will most likely hold its ap-
peal primarily with children. The
Manbhole is very much an Alice in
Wonderland kind of game in which
you visit strange locations and
meet even stranger creatures. A
walrus, a rabbit, a dragon: All will

GAME PLAYER'S

talk to you and some will even
help you. There isn’t a real plot to
concern yourself with (although
the dragon'’s lair supplies a couple
of subplots). You don’t have to
fight anybody, and you're not
forced to move in particular direc-
tions. Just click on the scene and
you’ll find yourself in a new loca-
tion. Once there, explore to your

heart’s content.

The Manholeis really a game of
exploration. Enter the walrus’s
study, for example, and you’ll see
a roll-top desk. Click on the desk,
and thescreen zoomsin onit. Click
on the roll-top, and it opens to
revealanotepad, atelephone, pens,
and some drawers. You can click
on the drawers to open them and
see what's inside. You can click on
the notepad to read what'’s there.
You can click on the telephone to
call Activision (too bad there’s not
areal modem hookup). And when
you click on the pen, jets of ink
spurt toward you.

But that’s okay, because this
whole game is cartoonlike. Fish
swim by and produce bubbles.
Tortoises swim away, speaking in
French, and produce morebubbles.
Seahorses produce bubbles. And
colorful bubbles at that.

If you see a painting on a wall,
click onitand see what happens. If
you see a light beside the castle,
click there as well. Inside the
dragon’s lair is some electronic
equipment; why not click on it,
too? And on and on, until you've
gone everywhere there is to go.
(Don’t forget floors and ceilings.)

The Manhole works with most
popular sound boards, including
the Ad-Lib, Creative Music, Ro-
land MT-32, and Tandy Dac. With
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these boards, you'll hear back-
ground music during some of the
scenes, and the characters will
speak in digitized voices. It’s all
part of the experience.

The game has limited play

The rabbit notices a tiny boat in

'I his teacup. Of course, the boat is
you. Why not head through the
little opening?

At the beginning of David Wolf:
Secret Agent, the evil Vasto plots
2 Wolf’s destruction. The innova-
tive VCR interface is at the right ,
accessible by pressing Esc.

The screen credits are very mov-
3 ielike. These characters are real

people, hired by Dynamix to act

the roles of their counterparts.

Wolf is about to show Fenton a

4 James-Bond-style flippancy.
Wolf’s first test is coming soon as
he pilots the hang glider into ac-
tion.

GAME PLAYER'S

KELLY O'NEAL

value, though, because eventually
you run out of new things to ex-
plore. Mostly this is a limitation of
the medium — only so much data
fits on a floppy disk. As this new
genre of entertainment software
expands, its worlds will expand as
well, and so will the player’s op-
tions. But The Manhole gets things
started with an absolutely won-
derful children’s adventure, and
one of the only truly intuitive in-
terfaces in all of computer gaming.

David Wolf:
Secret Agent

Dynamix is a new company that
has set its sights on redefining
electronic entertainment. We’ve
heard that before, of course; but
the approach they’re taking might
well succeed. What they’ve done
with David Wolf: Secret Agent, quite
simply, is to move the experience
of computer gaming closer to the
experience of watching TV.

One of the greatest appeals of
computer and videogames is that
the action takes place not on a
static playing board on your din-
ing room table, but rather on your
television or computer monitor.
For the past 30 years television has
almost completely dominated
home entertainment, so this ap-
peal is quite logical. But electronic
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games rarely exploit one powerful
aspect of television: it is often a
social activity (albeita passive one).
Families frequently watch The
Cosby Show and Cheers together;
people play Super Mario Bros. and
Microsoft Flight Simulator by them-
selves.

David Wolf: Secret Agent tries to
change the solitary focus of elec-
tronic games. The game opens like
a movie or TV show, with credits,
names and portraits of the actors
and actresses, and theme music.
From there the game proceeds to
anintroductory sequencein which
secret agent David Wolf discusses
recent events. As in a James Bond
movie, Wolf gets a new toy to play
with (a hang glider) and immedi-
ately puts it into action.

Only at this point, with Wolf
flying the hang glider, do you enter
the game. You take Wolf’s role,
controlling the glider and firing its
weapons against an enemy attack.
When the attack is over — usually
very quickly — the “movie” re-
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sumes. You don’t regain control
over Wolf’s actions until he leaves
the hospitaland becomesinvolved
in a car chase.

Of course, this unusual ap-
proach creates its own problems.
For the most part, the movie plot is
considerably moreinteresting than
the action sequences. Graphically,
the game is very appealing. Even
the EGA version (a VGA version
will follow soon) uses digitized

photographs of real actors. The
moviescenesaren’tanimated (due
to memory and storage con-
straints) and the sound is limited
(due to hardware constraints), but
the game does away with the
computerish graphics found in
most games. Let’s not forget that
some people (as my wife and par-
ents keep reminding me) find
computer graphics unappealing.
The only time they sit up and take
notice is when the graphics ap-
proach the quality of television.
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The henchman Boor gloats at
Wolf’s defeat. Of course, it's too
early in the movie for Wolf to die,
sonextwehead toa hospital scene.

"March, who is Wolf’s boss and the
2 leader of Peregrine, begins to de-
tail Wolf’s dangerous mission.

Thelovely O'Neil, Wolf’s assistant

3 and love interest, waits to pilot the
stealth fighter away from the Vi-
per hideout.

Wolf jumps from the plane, diving
toward a Viper agent who has the
only parachute in sight. If Wolf
defeats the agent, he can use the
parachute to land atop the truck.

Computer gamers, on theother
hand, who presumably find com-
puter graphics acceptable, may
decide that David Wolf: Secret Agent
imitates television a little too
closely. You enter the story to

.operate the hang glider during an

attack; to drive the car during
several chases (you drop oil and
fire missiles); to parachute onto a
moving truck (and have a Bond-
style fight in the air); and to fly a
stealth jet out of the enemy hangar

into several dangerous situations.
That’s all you do. The rest of the
movie plays itself out according to
how well you’'ve done, which
means that either the stealth fighter
is stolen or you succeed in pre-
venting it.

Like The Manhole, therefore,
David Wolf: Secret Agent has some-
what limited play value. The ac-
tion sequences could be much
better, and there could be more of
them. But remember that this is
only the beginning of what could
be a significant new genre. Think
of technologieslike CD-ROM, with
its hugestorage capacity, and think
of the computers we'll be seeing in
the 1990s, with their advanced
graphics capabilities, fast proces-
sors, and huge memories. Obvi-
ously, thereis much potential here.

Perhaps the most intriguing
partis that eventually other people
could enjoy watching someoneelse
playing such a game. It has a plot,
it has characters, and it develops
like a movie. Spectators have a
reason to care if you succeed or
not. In almost every other elec-
tronic game, you alone care what
happens.

The Manhole and David Wolf:
Secret Agent are both courageous
ventures. Activision and Dynamix
have invested their efforts not in
today’s computer game market,
but rather in the future of com-
puter entertainment.
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#ryOU STAND AT THE EDGE OF A DEEP
CHASM. FROM THE DARKNESS BELOW
RISE THE SCREAMS OF THE UNDEAD?’

Can you outwit and overcome the Slay a dragon, crossa river of fire.
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 pitfalls and A whole world of options are at
nasty entities lurk in every corner. your command with

Probe along menacing stone dynamic graphics to bring
corridors looking for hidden the dark mysteries of the
passageways. Discover Middle Ages to life.
mysterious artifactsin dark 4 The question is...are
chambers. Clues are there P you up to the challenge
for those bold enough, A of Castle Shadowgate?
and wise enough. S
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ega’s been busy. For the

last few months, Sega of

America has been quietly

negotiating aslew of licens-
ing deals with movie studios, car-
toon illustrators, computer soft-
ware publishers, and even rock
stars.

The impressive results were
on display at the recent Winter
Consumer Electronics Show (CES)
in Las Vegas. Sega announced 13
new games for the Genesis and six
new titles for the Master System.
In addition, a dozen independent
game companies — including
some of the biggest names in
computer entertainment software
— have agreed to produce their
own games for the Genesis. So far

these companies have announced
20 definite titles, plus a few prob-
ables. Altogether, that adds up to
aflood of more than 30 new Gene-
sis cartridges, and many of them
appear to be sure-fire hits.

Sega also introduced a new
accessory for the Genesis, the
Arcade Power Stick. This plug-in
joystick is a substitute for the stan-
dard Genesis controller pad, and
Sega says it’s built to the same
rugged standards as the control
sticks on Sega arcade machines.
The Arcade Power Stick also lets
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New Games
For Genesis,
Master System

Tom R. Halfhill
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you switch any of its three control
buttons into rapid-fire mode.
Watch for it this spring.

The new Genesis games an-
nounced by Sega include Michael
Jackson ~ Moonwalker,  Super
Basketball, E Swat, Cyberball,
Ghostbusters, Herzog Zwei, Dick

Tracy, Spider-Man, Fantasia, Super
Monaco Grand Prix, Crackdown,
TeleGenesis Battling Worlds, and
TeleGenesis Cyberball. Definite
Genesis titles announced by inde-
pendent companies include
Tongue of the Fatman, Hard Yardage,
Target Earth, Shove It! — The Ware-
house Game, California Games 11, 688
Attack Sub, F-15 Strike Eagle II,
‘Vette!, Abrams Battle Tank, Insec-
tor-X, Ka-ge-ki, Super Hydlide, Thun-
der Force 1V, Hard Drivin’, Skull &
Crossbones, RoadBlasters, Paperboy,
Atomic Robo-Kid, Task Force Car-
rier, and Phelios.

For the Master System, Sega

announced Basketball Nightmare,
Slap Shoot, Golfamania, Assault City,
Psycho Fox, and Shinobi Kidd.

Sega says most of these Gene-
sis and Master System games will
be available by this summer, and
the rest (plus additional titles yet
to be announced) will be released
later this year.

Do The Moonwalk

Which Sega game attracted the
most attention at CES? It was in-
evitable — Michael Jackson Moon-
walker.

According to Sega spokesmen,
Michael Jackson first approached
them back in 1988 with the idea of
creating a videogame that would
capture the essence of his music
videos and stage performances. It
seems that Jackson is a fan of Sega
arcade games and has his own
collection of arcade machines.

Rather than merely lending his
name to the product, Jackson actu-
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Sudden Death.

If you thought soccer was a game for the rest
of the world, here’s America’s answer. A fanatical
crowd, a full team of 11, and action so precise, so
powerful, so awesome, you can almost taste it. Win
or lose, one thing’s certain: GOAL!" will win you over.

At your favorite video game store now!

&) JALECO.

Serious sports.
For serious players.

Jaleco™ and GOALI™ are trademarks of Jaleco USA, Inc.
Nintendo® and Nintendo of America® are registered trademarks
of Nintendo of America. © 1989 Jaleco USA, Inc.



It turns out that Michael Jackson is
a closet Sega fan. He even has his
own collection of Sega arcade
machines.

 Super Basketbull for the Genesis
features full-court action and
closeup views of slam dunks.

~ Cyberball brings the arcade game of

robotic football home to the Gene-

 sis. Sega also announced a version
for the TeleGenesis modem.

ally participated in the design of
Michael Jackson Moonwalker. The
game is based partly on his Moon-
walker film and “Smooth Crimi-
nal” hit video. In fact, the game’s
highly detailed animation was
adapted from actual film footage
of Jackson’s distinctive dance
moves. The soundtrack features
several of his hit songs, including
“Beat It,” “Bad,” and “Dirty Di-
ana.”

The game itself is an action-
oriented adventure in which you
play the role of — who else? —
Michael Jackson. You're on a mis-
sion to save the good children of
the world, who have all been kid-
napped by your arch-enemy, Mr.
Big, and his henchmen. Although
you're endowed with special
powers (suchas theability to trans-
form yourself into a giant robot),
much of the game resembles an
MTV video in which you dance
your way past the enemy thugs.
You can perform such famous
Jacksonian dance steps as the heel
spin, the lean, and, of course, the
moonwalk. As you bounce up and
down stairways, hop onto pool

GAME PLAYER'S

tables, and leap tall furniture at a
single bound, you unleash kicks in
alldirections, sending thebad guys
flying. You can even hurl your hat
across the screen like a boomer-
ang. In some scenes the bad guys
get caught up in the excitement
and actually dance themselves,
Rockette-style.

Sega says Michael Jackson Moon-
walker will be released this fall for
both the Genesis ard coin-op ar-
cades. Although a videogame
based on Michael Jackson’s danc-
ing mightseem outlandish tosome,
it’s almost certain to tempt mil-
lions of his fans to try at least one
heel spin or moonwalk.

Movie Madness

If the thought of playing Michael
Jackson spins your head instead of
your heels, how would you like to
be Spider-Man? Or Dick Tracy? Or
Mickey Mouse? Or a Ghostbuster?

You'llgetachanceto play these
characters in a series of upcoming
Genesis games based on famous
movies and cartoon heroes. Work-
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ing versions of the games weren’t
ready in time for CES, but we did
see some preliminary screens from
Spider-Man. As fluffy clouds
floated over a bird’s-eye view of a
city, Spidey was swinging from
building to building on his webs.
It's scheduled for release late this
year.

Ghostbusters is based on the hit
movies in which a team of odd-
balls start a spirit extermination
service. Equipped with bizarre
electronic gadgetsand a converted
Cadillac ambulance, they careen
around the city ridding buildings
of troublesome spooks. Sega says
the Genesis version will be much
like the hit computer game of the
mid-1980s. Watch for it in May.

Dick Tracyisbased on the movie
starring Warren Beatty and Ma-
donna which is scheduled for re-
lease this summer (although the
Genesis version won’t be ready
until later in the year). If the Gene-
sis game has as much action and as
many oddball characters as the
movie previews we’ve seen, Dick
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Tracy could be this year’s Batman.

The award for the most un-
usual film adaptation goes to Fan-
tasia, which is based on the Disney
movie first released in 1940. Can a
50-year-old film featuring Mickey
Mouse, an ornery sorcerer, and a
classical music soundtrack be
transformed into an entertaining
videogame? We'll find out late this
year when Sega releases the Gene-
sis version.

Arcade Action

Sega’s remaining games for the
Genesis are either adapted from or
patterned after arcade games, with
heavy emphasis on action.

Super Basketball is a full-court
sports simulation that’s as graphi-
cally attractive as Fast Break in the
arcades. The screen automatically
switches to a closeup of the goal
when youmovein foraslam dunk.
It's scheduled for release in April.

Cyberball is a fast-moving ar-

cade conversion that depicts the
football of the future. Human play-
ers have been replaced by robots,
and the pigskin is an energy ball
that explodes if you don’t score
before time runs out. Be ready for
it this summer.

Crackdown is another conver-
sion of a well-known arcade game.
An army of high-powered robots
— the Artificial Living Creatures
— has attacked the human race.
Your job is to infiltrate the enemy
installationsand placea timebomb
oneach level. Sega says Crackdown
should be finished in July.

Another title slated for release
in July is E Swat, a horizontally
scrolling arcade game that bears
some similarities to Robocop. In
March, Sega plans to bring out
Herzog Zwei, a shoot-em-up that
combines air combat with ground
warfare as you struggle for con-
trol of an alien-infested planet.
And inJune, you can look forward
to Super Monaco Grand Prix, a car
racing game that looks like it'll
give Out Run and Pole Position a
run for the money.

Sega was also showing two
more special games for its Tele-
Genesis modem accessory: Tele-
Genesis Cyberball and TeleGenesis
Battling Worlds. Like TeleGenesis
Baseball, the first game announced
in this series, they allow you to
play against another person by
connecting your Genesis system
to a phone line.

There is conflicting informa-
tion, however, about when the
TeleGenesis modem and games
will be released. The official state-
ment is that the TeleGenesis will
debut this spring. Other sources,
however, caution that we won't
see anything before late 1990 at
the earliest. There is some feeling
at Sega that the U.S. market isn’t
quite ready for this accessory, al-
though the Japanese market is
apparently more receptive. In Ja-
pan, Sega already has a cartridge
called Mega Answer that allows
users to access banking and other
financial services from their
homes. The Mega Answer proba-
bly won’t be seen in the U.S. be-
fore 1991.
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Third-Party Games

For a home videogame system or
computer to be really successful, it
traditionally needs to attract soft-
ware from so-called “third-party”
companies that are independent
from the hardware manufacturer.
For example, the vast majority of
Nintendo games are not actually
created by Nintendo: They’re pro-
duced by more than 50 independ-
ent software companies. Over the
past several months, Sega has been
working hard to get third-party
companies interested in the Gene-
sis, and the effort is paying off.

There are now 12 software
companies preparing new Genesis
games, and some of these compa-
nies are among the biggest names
in the business. They include Ac-
tivision, Electronic Arts, Epyx,
MicroProse, Sphere (the parent firm
of Spectrum Holobyte), Tengen (a
subsidiary of Atari Games), Dream-
works, Hot-B, Seismic, TechnoSoft,
Namco, and Treco (a subsidiary of
American Sammy, which makes
Nintendo games).

Treco was the first third-party
company to officially announce a
game for the Genesis (see our spe-
cial Sega Genesis Buyer’s Guide in
Game Player’s, Vol. 2, No. 2). The
game is Atomic Robo-Kid, and it's
an action-packed translation of a
Japanese arcade shooter. (Inciden-

Herzog Zwei for the Genesis com-
] bines shoot-em-up actlon w1th, {
military tactics.

E Swat is a horizontally scrolhng .
2 Genesis game that’s somewhat,
similar to Robocop. :
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The Power Glove. You plug it in like any
joystick. But the similarity stops there. Because
now you don' just guide the action. Youre in
the action.

As soon as you put on the Power Glove, its
3-D sensors track the position of your
hand in space. You enter the program
code. Calibrate the glove. Center it.

And feel the mechanical moves of a \ é,?
joystick give way to free-flowing,
instant response.

You actually knock out Mike

Nintendo and Nintendo Entertainment System are registered trademarks of Nintendo of America Inc. Power Glove
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Tyson. Grab the steering wheel of Rad Racer*
All simply by moving your hand.

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

ate head butt in Double Dragon.

Bend a finger for “Thrash Mode™
your character turns and shoots in all
%y possible directions.

Bend another for “One-Shot
Turnaround”: you automatically
< change direction and fire faster than

is a trademark used under license




IS CHILD’S PLAY.

you ever could with a joystick. With new moves  in two dimensions: up, down; left, right. Starting
at your disposal, the Power Glove makes your  in the summer of 1990, software designed for
joystick games, especially vertical scroll games, the Power Glove adds the third dimension—
new. Different. More exciting. depth—so that you'e playing in a “virtual real-

And that’s only the beginning. Because ity.” It’s the future of video games. Years ahead
with games specifically designed for the Power of schedule.

Glove, you'll be blown into another dimension: So put on the Power Glove and put on the
the third dimension. power of the future.
In the ’80’, all video game play occurred And feel everythingelse become child’s play.

 Uicensed by Nitendo for play on the
ENTERTRAINMENT
SYSTEM" S

Daouble Dragon: © 1988 Technos Corporation. © 1989 Mattel, Inc. All Rights Reserved
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tally, another software developer
is bringing out a version of Atomic
Robo-Kid for the NEC TurboGrafx-
16, so it'll be interesting to com-
pare the two games side-by-side
when they’re finished.) After
Atomic Robo-Kid debuts thisspring,
Trecois planning to introduce Task
Force Carrier (a naval combat
game), an original role-playing
game, and possibly another shoot-
em-up.

Activision’supcoming titles for
the Genesis are Tongue of the Fat-
man and Hard Yardage. The first is
amartial arts fight-em-out that pits
you against some extremely
strange characters — such as the
Fatman, whoattacks youby thrust-
ing a giant tongue from his stom-
ach. Activision says the Genesis
version of Fatman will be more
action-oriented than the computer
version. Hard Yardage is a football
game that’s still early in develop-
ment, but it, too, emphasizes ac-
tion.

Electronic Arts, one of the larg-
est publishers of computer games,
is converting two of its hottest titles
for the Genesis: 688 Attack Sub (a
World War II submarine simula-
tionin the Pacific) and Abrams Battle
Tank (a modern ground-combat
simulation featuring the U.S.
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Army’s M1 tank). Both games
combine elements of action, strat-
egy, and simulation.

Epyx, a major computer game
publisher for the past decade, was
recently hit hard by financial trou-
bles and layoffs. The company is
rebuilding, however, and plans to
continue developing and publish-
ing games for a variety of systems,
including the Genesisand the Atari
Lynx (which it invented). Epyx’s
first title for the Genesis will be
California Games I, based on the
extremely popular computer
game. It’s really several games in
one as you compete in such events
as surfing, skateboarding, BMX
biking, and footbagging. Other
Epyx computer titles, including
Winter Games and Summer Games
(based on Olympic sports), are
scheduled to follow.

MicroProse, best known for
computer simulations such as F-19
Stealth Fighter and Red Storm Ris-
ing, is bringing one of its most
popular flight simulators to the
Genesis. The computer version of
F-15 Strike Eagle is being revamped
and retitled as F-15 Strike Eagle II,
and should be released later this
year. Although the emphasis will
be on air combat instead of flight
simulation, it could be the first real
flight game for the Genesis.

Another computer game trans-
lation is ‘Vette! from Sphere. It's a
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carracing game in which youdrive
a Corvette through the streets of
San Francisco. If the Genesis ver-
sion preserves the features of the
computer version, you'll be able to
drive your ‘Vette just about any-
where in the city while viewing
actual scenery of famous build-
ings and landmarks. Sphere is also
said to be working on a Genesis
version of Falcon, an F-16 air com-
bat game, but nothing official has
been announced.

Tengen, well known for its
arcade games and Nintendo titles,
is coming out with four Genesis
cartridges: Hard Drivin’, Road-
Blasters, Paperboy, and Skull & Cross-
bones. Nearly everyone will
recognize Hard Drivin’ —it’sbased
on the exciting car racing game
that’s been a hit in the arcades for
the past several months. Doing
justice to this game will be quite a
challenge, even for the 16-bit
Genesis. RoadBlastersand Paperboy
areadditional arcade favorites that
are also available for Nintendo.
And Skull & Crossbones is a pirate
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~ Golfamania for the Master System
: l has excellent graphics and various
views of the course.

. 2  Assault Cityis aLight Phaser game
- & for the Master System.

i hinobi Kidd combines elements

- 3 from two favorite Master System
- games — Shinobi and Alex Kidd.

“an you picture Alex as a ninja?

game in which you try to recover
your stolen treasure from an evil
wizard.

Dreamworks, a new company
founded by executives from Tonka
and Mattel, is preparing two Gene-
sis cartridges. Target Earth, sched-
uled for release in May, is a space
shoot-em-up in which you must
defend Earth against armies of
alien invaders. Shove It! — The
Warehouse Game is a brain twister
inwhich youmustrearrange crates
in a warehouse in order to ad-
vance to the next level. It’s due in
March. We've played both games,
and they’re both pretty tough.

Hot-B, which also makes ar-
cade games and Nintendo car-
tridges, is bringing out Insector-X
and Ka-ge-ki for the Genesis. Both
are translations of Japanese arcade
hits. Insector-X is a colorful shoot-
em-up placed in the Insect World,
which is ruled by creatures that
are part insect and part machine.
This game should beready in May.
Ka-ge-ki is a cartoonlike martial
arts game that pits you against
nine bosses and their minions.
Watch for it in July.

TechnoSoft is introducing

" six genuinely new

Thunder Force 1V for the Genesis.
(What happened to Thunder Force
II1? No one seems to know.) We
played this game for awhile, and
it’s a dynamite space shooter. One
level has a background screen
unlike anything we’ve ever seen
before in a home videogame —
wavy patterns of smeared colors,
like a TV set gone haywire.

Seismic has announced Super
Hydlide, arole-playing game that’s
said to go far beyond the version
of Hydlide available for Nintendo.
It should be ready sometime in the
first half of this year.

Finally, Namco is coming out
with Phelios, a fast-paced shooter
that looks something like Legend-
ary Wings for Nintendo. You soar
over the landscapes of a fantasy
world while doing battle with
flying formations of weird crea-
tures.

Master System

There’s both good news and bad
news for Master System fans. The
good news: Sega is cutting the price
of the console to bring it under $70
retail, and most Master System
cartridges will now be priced at
less than $30. The bad news: It's
obvious that Sega is now putting
almost all of its effort behind the
Genesis. Although Sega an-
nounced 12 “new” Master System
games at CES, half of them were
announced six months ago at the
last show. And very

little information

was available on the 3

games.

Briefly, Psycho
Foxisanactiongame
in which you can
transform yourself

with otherworldly graphics. Slap
Shoot is a hockey game that in-
cludes closeup views of the goal.
Golfamania is an overhead-view
golfing game that has a battery-
backup feature so you can save
your games. Assault Cityisashoot-
ing game that requires the Sega
Light Phaser. And Shinobi Kidd is a
martial arts game that combines
characters from two Master Sys-
tem favorites — Shinobi and Alex
Kidd. Alex plays a ninja who takes
on the bullies of the world.

Although Sega says it will
continue to release new games for
the Master System, the slow trickle
of software will probably drive
the most fervent gamers to other
systems.

SP

into a fox, tiger,

monkey, or pink

hippopotamus. Bas-
ketball Nightmare is a
sports simulation
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antaLynx? Atarisays
you won’t have to
wait much longer.
Atari has an-
nounced that the
hand-held color videogame sys-
tem will begin appearing in stores
nationwide in February. Although
the Lynx first went on sale last No-
vember, distribution has been
restricted to the New York City
area because of the limited num-
ber of units available. Atari says it
is now overcoming production
problems and will soon be manu-
facturing the Lynx in sufficient
quantities to meet demand across
the U.S.

Assuming Atari has the hard-
ware problems licked, what about
software? At the recent Winter
Consumer Electronics Show, Atari
announced two new games for the
Lynx and an agreement that could
help expand the Lynx’s library to
25 titles by the end of the year.

The agreement allows Atari to
adapt any arcade titles from Atari
Games (a separate company) for
the Lynxand 7800. Although Atari
won't necessarily convert all Atari
Games titles, we'll probably see
adaptations of the biggest hits,
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New Games
For Lynx
And
7800

Tom R. Halfhill

such as Hard Drivin’, Cyberball,
Xybots, Rolling Thunder, Paperboy,
Road Blasters, Road Runner, Final
Lap, and the Sprint series. Atari
says the games will begin appear-
ing this year.

The two newest games for the
Lynx are Gauntlet: The Third En-
counter and Chip’s Challenge, both
developed for Atari by Epyx.
Gauntlet, an action-adventure
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game, not only preserves the ex-
citement of the arcade version, but
also adds some extra features. For
example, you can now choose from
eight characters instead of four,
and as many as four people can
play simultaneously by intercon-
necting their Lynxes. Gauntlet is so
true to the arcade version that you
play it by holding the Lynx verti-
cally, not horizontally — the first
time we’ve ever seen thisina home
videogame.

In Chip’s Challenge, you play a
kid named Chip who's trying to
join the Bitbusters Computer Club

50 he can hang out with the girl of
his dreams, Melinda the Mental
Marvel. But first you must solve a
series of puzzles, all of which in-
volve collecting a certain number
of computer chips while avoiding
hazards. The first level is fairly
easy, but the game gradually gets
more difficult — and there are 144
levels. After spending some time
with Chip’s Challenge, we suspect
it could become to the Lynx what
Tetris is to the Game Boy.

Later this year, Atari plans to
introduce a four-player Rampage
(an action game in which you play
amonster who tears up cities) and
a special version of Xenophobe (an
action game in which you must ex-
terminate aliens onaseries of space
stations). Xenophobe will even in-
clude features that the original
programmer had to leave out of
the arcade version. If Atari can
stick to its schedule, 1990 looks
like an exciting year for game play-
ers on the go.

<SP



t this time of year, with

basketball teams still

hard at work, it's not

surprising to see a
game like Magic Johnson’s Basket-
ballappear. This Melbourne House
release is said to be an exact dupli-
cate of the Fast Break arcade game
— also not surprising, since the
coin-op machine actually contains
an Amiga.

Magic Johnson is a fast-action,
full-court, two-on-two simulation.
The horizontally scrolling screen
offers a side view of the court with
excellent graphics and animation.
The two-on-two format is a good
compromise that allows for some
passing and play-making yet
doesn’t get you confused about
which player you're currently
controlling.

On offense, you can pass,
shoot, and move your player in
eight directions. On defense, you
can move your player, switch
control to your other player, try to
block a shot, attempt to steal the
ball, or foul the ball carrier.

Gameoptionsallow one player
to challenge computer opponents
at varying skill levels or two play-
ers to compete against each other.
In the one-player game, if you're
successful, you'll play a half-court,
one-on-one match against Magic
himself.

The action in Magic Johnson is
very fast, requiring both skill and
strategy to stay ahead of the com-
petition. Little touches like a shat-
tering backboard and on-court
referees add realism.

Still, there are some problems

from a hard disk. Also, the con-
stant crowd noise sounds more
like the repetitive drone of factory
machinery, and there’s no option
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AND BIKERS

Sheldon Leemon
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with Magic Johnson’s Basketball.
Even though the game requires a
megabyte of memory, itstill pauses
frequently to load data from disk.
And some of these pauses actually
freeze the action for a second or
two in mid-play — especially if
you're not running Magic Johnson
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to turn it off.

Inshort, Magic Johnsonisagood
arcade simulation of full-court
basketball, but it isn’t the stellar
performer its namesake would
suggest.

Bikers Galore

Capcom’s Pocket Rockets, Data
East’s Super Hang-On, and
Accolade’s The Cycles all came out
atabout the same time, as if on cue.
These three motorcycle games
demonstrate just how different
three treatments of the same sub-
ject can be.

Pocket Rockets and The Cycles
are supposed to be motorcycle
simulations in that they allow you
to ride different cycles with differ-
ent power and handling

characteristics. Pocket Rockets,

ECIFICATIONS: 125
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however, is almost all simulation
and no game. You choose one of
four 600cc sport bikes (Suzuki
Katana, Kawasaki Ninja, Yamaha
FZR,orHondaHurricane) and race
against the clock, either on a road
course or a drag strip. Since there
are no other cycles racing against
you in the road race, all you've got
to do is stay on the course, shift
gears, and brake and accelerate at
the proper times. On the drag strip
there’s even less to do — just shift
gears. There are no predetermined
goals, other than to beat your own
best time. There’s only one road
course, and the graphics are com-
petent but unexciting. All in all,
Pocket Rockets isn’t likely to hold
the interest of anyone but a real
motorcycle buff.

The Cycles, on the other hand,
is a simulation that doesn’t forget
the game. It has 15 authentic race
courses modeled after actual
tracks. You can practice a single
course, raceasingle course, ordrive
theentire circuit. (Thanks toasave-
game option, though, you don’t
haveto finishall 15racesinasingle
sitting.)

You also get to choose between
125¢c, 250cc, and 500cc bikes and
five difficulty levels. At the begin-
ner level, your gear shifting is
automatic, you can’t spin out or
damage your cycle very easily, and
your opponents aren’t too tough.

~ The Cycles: You can choose be-
- 'I tween 125cc, 250cc, and 500cc
1 sport bikes, as well as five diffi-

- culty levels.

~ The Cycles: The scenery is quite

realistic, with lots of on-screen

‘information. Note the rear-view
_ mirror at the top.

Super Hang-On: The Amiga ver-
sion succeeds in capturing the

3 fun and excitement of Sega’s
arcade game.

- Super Hang-On: Here’s what

- 4 happens if you're not very su-
~  perat hanging on. X
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At the higher levels, you've got to
watch out for both your bike and
your opponents. There are nine
different opponents in each class,
with varying skills and strategies.

The scenery in The Cycles is
both varied and realistic. The race
display gives you all the informa-
tion you need — front view, rear-
view mirror, overhead view, posi-
tion, laps, and timings. The Cycles
should be a hit with everyone,
whether you've ever been near a
real motorcycle or not.

Unlike the other two games,
Super Hang-On doesn’t pretend to
simulate actual motorcycle racing.
It merely attempts to duplicate the
thrills and action of its arcade
namesake, and it succeeds admi-
rably. There’s no selecting bikes or
shifting gears in this game — just
accelerate, steer, and try to hang
on. Not only must you navigate
the courses quickly to beat the
clock, but you've also got to watch
out for other cycles, because colli-
sions slow you down. The graph-
ics are great and the action is fast,
making Super Hang-On a real

winner.
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ired by rage, Savage

plunges into an orgy of

violence, wielding his

trusty battle axe in a
manic fighting frenzy, dispatch-
ingall whostand inhis way. Ahead
of him awaits a labyrinth of dank
and gloomy dungeons concealing
a myriad of demons and ghouls,
all ready to puta bloody end to his
attempt to escape. The battle-
crazed Savage will have to use all
his skill and experience as a mas-
ter of hand-to-hand combat to
overcome this, the ultimate chal-
lenge.”

ﬁc going!

So begins the extremely brief
instruction manual for Savage,
Firebird’s latest entry in the bar-
barian-conquers-the-dungeon
category of fantasy gaming. Sav-
age is hardly a unique game, of
course, but that doesn’t keep it
from being enjoyable. As long as a
game offers something new, it can
be every bit as fun as a wholly
original game—maybe even more.

What makes Savage fascinat-
ing is its change’in points of view.
The game starts with the hero,
Savage, on the screen, and you
must guide him through the dun-
geons with their legions of mon-
sters, past the evil Guardian of
each dungeon, and out to Death
Valley. But once you reach the
valley, the point of view shifts.
Now you see the action through
the hero’s eyes as he searches for
monsters and obstacles.

After completing the Death
Valley quest, Savage returns to the

BOMIVIODORE
PLAYERS
T

Shiffing The
Point Of View

Neil Randaill

castle and the point of view shifts
oncemore. This time, Savage sends
his loyal eagle to do his fighting
for him, and you see the eagle,
rather than Savage, on the screen.

The changes in viewpoint,
rather than the battle systems or

In Savage, this monster waits to
toss lightning bolts at our run-

'I ning hero. Try to find an ad-
vanced weapon before taking
him on.

Savage will trip over this barrel if
2 he doesn’tjump. But if you fire at
the barrel, you'll get a healing

potion.

To defeat this enemy, you must
vanquish each of its three sec-

3 tionsin turn. Your reward will be
a very strong weapon.

Savage waits atop a pillar, pre-
paring to leap across the fiery
4 pool. If he dies, he’ll reappear
and be temporarily invulnerable.
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the variety of monsters, make Sav-
age a worthwhile game. Yes, there
are potions to drink, weapons to
collect, flames to leap over, and all
manner of creatures to destroy,
but these things are common to
many games. Savage, however, lets
you view the game in three sepa-
rate ways. As aresult, it is not only
more challenging, but also much
more interesting.

Of course, you still have to like
fantasy games to enjoy Savage. But
if sales figures are any indication,
gamers definitely enjoy these
adventures, and Savagehas enough
nice touches to setitapart from the
crowd.

GAME PLAYER'S
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Pocket Rockets
With the release of Accolade’s The
Cycles and Capcom’s Pocket Rock-
ets, would-be motorcycle racers
suddenly have a choice of ways to
indulge their fantasies.

Pocket Rockets offers you four
bikes in the 600cc class: the Suzuki
Katana, the Kawasaki Ninja, the
Yamaha FZR, and the Honda
Hurricane. Each bike has its own
characteristics, and each can be
entered in either a road race or a
drag race.

The distinction between road
racing and drag racing is one of
the major attractions of this game.
Each type of racing features a dif-
ferent point of view. In the road
race, you watch the action from
behind yourcycleasitzoomsalong
the closed-loop track. In the drag
race, you watch theaction—much
as a spectator does — from the
side of the straight track. The dif-
ference is striking.

Your controls in the road race
operate easily and effectively. To
accelerate, you push up on the
joystick. To shift gears (each bike
hassix), you press the button while
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COMMODCIRE

PLAYERS

accelerating. Downshift by pulling
back on the joystick and pressing
the button. To lean left, you push
left, and to lean right, you push
right. The race begins when you
first push forward on the joystick.
The main challenge is negotiating
the turns as fast as possible before
hitting the straightaways.

Inthe drag race thereisno turn-
ing, of course. This race simply pits
you and your bike against a stop-
watch. Your goal is to race along a
straight length of track to a finish
line in the shortest possible time.
You rev your engine while waiting
for the green light, then kick into
first gear and take off. After that,
it’smerely a matter of shifting gears
at the right times.

Pocket Rockets is simple, and its
effectiveness lies in that simplicity.
The game is ideal for quick play

with a group of friends. Each per-
son takes a different bike and ev-
eryone tries to reach the finish line
first. Solitaire play, however, suf-
fers from this simplicity. With no
other bikes on the course to race
against and only one course to
choose from, your only competi-
tion is the stopwatch, and the race
pales after awhile.

Fortunately, Pocket Rockets is
fairly realistic. If you wander off
the track into the grass during the
road race, you're sure to spill. And
if you over-rev your engine dur-
ing the drag race, you'll pop a
wheelie and fall off. These kinds of
features give Pocket Rockets the
extra bit of complexity it needs.

SP



here was plenty of activity
at the NEC booth during
the Winter Consumer Elec-
tronics Show held in Las
Vegas this January. More
than 20 new games for the Tur-
boGrafx-16 were being shown, in
addition to a number of recently
released titles. Altogether, NEC
expects to have 30 games available
for the TurboGrafx by mid-April.
NEC was also keeping a big
secret at CES: a new hand-held
color game system that can play
all TurboGrafx game cards! Al-
though NEC wouldn’t even admit
that this exciting machine exists,
we uncovered most of the vital
details from other sources. To find
out more, see “The Editor’s View”
column in this issue of Game
Player’s.

Other than this new develop-
ment, the most interesting Tur-
boGrafx news at CES was NEC’s
announcement of new CD-ROM
games for the TurboGrafx. Because
of the vast storage capacity ofaCD
(more than 2,000 times as much as
a typical game cartridge!), there’s
room for high fidelity sound, more
detailed graphics, and more com-
plex game play.

NEC’s first two CD titles, Fight-
ing Street and Monster Lair, barely

" TURBO

New Games
For 1990

Noreen Lovoi
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scratched the surface of these
capabilities. Butin Las Vegas, NEC
announced a new game that
should really take advantage of
the CD format: Cinemaware’s It
Came From the Desert. Based on the
1950s movie Them — a science-
fiction thriller about giant ants —
It Came From the Desert is already
available for the Amiga and will
soon be released for IBM com-
patibles. (See review on page 88 in
this issue.) But the TurboGrafx-
CD version will go far beyond the
computer versions.

Instead of relying exclusively
on conventional computer graph-
ics, NECis producing It Came From
the Desert almost like a movie. Live
actors and actresses are video-
taped, and their digitized images
are merged with videotaped back-
ground scenes and conventional
graphics.Inaddition, the CD game
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features real sound — tape-re-
corded lines of dialogue spoken
by human voices that will be dig-
itized and included on the CD. In
Las Vegas, we had the opportu-
nity to witness and even partici-
pate in this fascinating process.
The game itself is a role-play-
ing adventure placed in the desert
town of Lizard Breath. Your task is
to convince the townsfolk that
giant ants (genetically altered by
atomic testing) are threatening to
destroy the town and its inhabi-
tants. With twointerwoven scripts

In Bonk’s Adventure, our hero,
Bonk (seen here atop the mon-

'I ster), literally uses his head to
fight his way through a hostile
prehistoric world.

Military Madness combinesairand
2 ground combatonanalien planet.

Takin’ It to the Hoop is a basketball
simulation with great closeups of
3 slam dunks.

and multiple story lines, the game
can vary each time you play. It
Came From the Desert should be
available on CD this fall.

Two other CD titles are Lords of
the Rising Sun and Ancient Y's Van-
ished. The first is a role-playing
game based on 12th-century Japa-
nese military history. (For a re-

view of the Amiga version, see the
“Amiga Players” column in Game
Player’s, Vol. 1, No. 6.) Lords of the
Rising Sun is scheduled for release
this summer. Ancient Ys Vanished
is a mazelike role-playing game
that features numerous game
screens, weapons, and spells. The

GAME PLAYER'S



Cratermaze is reminiscent of Pac-
Man, exceptthatyour main weapon
against pursuing enemies is the
ability to make craters.

2 Deep Blue is an underwater action
game.

sound in both of these CD games is
extraordinary.

NEC predicts there will be 20
CD titles for the TurboGrafx in the
U.S. by Christmas. To get a clue
about what’s coming, here’s a brief
list of new CD games in Japan:
Bikkuri-man Daijikai; Gambler; Ten-
gai-Makyo; Cobra; Ys I and Ys II;
Valis II; Super-Albatross; Legend of
Mirror Country; Romrom Stadium;
Cosmic Fantasy; and Red Alert. At
least some of these CD games are
likely to appear in the U.S., though
perhaps under different titles.

New Game Cards

Although the CD games represent
anexciting new genre thatno other
game machine can boast of, there
weresome great-looking new card-
based games exhibited at CES, too.
Most are scheduled for release
during the first half of this year. In
fact, some should be available in
stores by the time you read this.
The lineup includes Bonk’s
Adventure, Ordyne, Military
Madness, Double Dungeon, Takin’ It
to the Hoop, Cratermaze, Deep Blue,
J] and Jeff, King of Casino, Neutopia,
TV Sports Football, Atomic Robo-Kid,
Sindibad, Gempei Tohmaden, Cyber
Core, Super Volleyball, Paranoia,
Bloody Wolf, Tiger Road, P-47, R-
Type, Fantasy Zone, World Court Ten-
nis, and Moto Roader. Let’s take a
quick look at these new games.
Bonk’s Adventureisacleverand
thoroughly addictive game with
cartoonlike graphics. Bonk, a cave-
man, uses his head (literally) to
fight his way through a prehistoric
world on a mission to save the
Princess Za from the evil King
Drool. He needs lots of fruits and
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vegetables to keep up his strength,
but once in awhile he devours a
piece of meat and turns into a
rampaging madman. The game’s
five levels are filled with swamps,
pterodactyls, giant amphibians,
and even a sequence inside a dino-
saur’s stomach.

In Ordyne, you mustshoot your
way through seven fast-paced
levels to rescue a damsel in dis-
tress and save the universe. There
are 12 power-ups for speed,
strength, and special space guns.
You'll need them all, especially on
the seventh level when you con-
front the heinous Kubota, leader
of the evil outer-space pack.

Military Madness is a 32-level
game you can play against a friend
or the TurboGrafx. It's an unusual
military strategy game in which
the most powerful nations are
battling for control of the moon.
An on-screen manual you can call
up at any time helps you plan and
execute strategic moves.

Double Dungeon is a role-play-
ing game for one or two players.
The split-screen views and corri-
dor perspectives giveita fresh and
interesting look.

Takin’ It to the Hoop is a basket-
ball game with particularly spec-
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tacular slam dunk screens, fast-
break action, and big characters.

Cratermazeisanaction-oriented
maze game with 60 different
screens that take you from primi-
tive to futuristic settings. In actual
play, it’s similar to Pac-Man as you
scurry through the maze collect-
ing treasure. But instead of eating
Pac-Man power pills to turn the
tables on your pursuers, in Crater-
maze you have an even more sur-
prising weapon: craters. When an
enemy approaches, you just dig a
crater and watch him fall to his
finish.

Deep Blue is a classic shooting
game with beautiful and unusual
underwater graphics. There are
four levels of mutant sea creatures
to confront with your A.N.G.E.L.
Fish Attack Sub.

Try to imagine Laurel and
Hardy on the A-Team and you'll
get the basic idea behind J] and Jeff.
The facial expressions on these two
offbeat detectives are half the fun
of the game. There are six levels to
investigate, and each level contains

gooooofio

hiddenbonuses, secretscreens,and
invisible surprises. Even the weap-
ons are imaginative.

King of Casino is a gambling
game that includes poker, black-
jack, roulette, and slot machines,
and the game can accommodate
up to five players using the Turbo-
Tap accessory.

In the fantasy role-playing
category is Neutopia, where your
quest is to find the magic medal-
lionsand rescue the prircess. There
are four stages with 150 different
screens and plenty of dungeons,



JUREO
PLAYERS

monsters, and spells.

Due this fall is TV Sports Foot-
ball, which allows as many as five
players when used with a
TurboTap. TV Sports Football is
being developed for NEC by Cine-
maware, the same company
behind It Came From the Desert. But
TV Sports Football is a very differ-
ent kind of game. It's based on a
computer game, and Cinemaware
says it will have faster arcade-style
action and a quicker response time
than the PC version. TV Sports Foot-
ball simulates not only the game,
but also a live TV broadcast of a
pro football contest. For example,
there’s an announcer who intro-
duces the game and gives a com-
mentary at halftime, and players
who shout in clear, digitized
sound. The game even pauses for
commercials.

The playing field in TV Sports
Football is viewed from a three-
dimensional perspective, and the
graphics are lively and realistic.
Individual statistics rate the play-
ers in terms of ball handling abil-
ity, speed, strength, and overall
agility. TV Sports Football offers a
full season of game play with eight
teams, two leagues, a ten-game
schedule, and a championship
trophy.

TurboGrafx
Vs. Genesis

If you're arguing with somebody
— even yourself —about whether
ornotthe TurboGrafxisbetter than
the Sega Genesis, one new game

JJand Jeffis an amusing action game
] about a pair of stumblebum detec-
tives.

World Court Tennis allows as many
2 as four people to play when used
with a TurboTap.

that’s coming out may help settle
the question.

The game? Atomic Robo-Kid. Tt
is being adapted from a popular
arcade game in Japan, and a dif-
ferent developer is also bringing it
out for the Genesis. A side-by-side
comparison could reveal a lot
about therelativestrengths of each
system.

Atomic Robo-Kid is a fast-ac-
tion shoot-em-up with 25 levels.
As the Atomic Robo-Kid, a syn-
thetic soldier, you must save
mankind from the powerful mu-
tant life forms that have seized
control of Earth. Fortunately, sci-
entists have endowed you with
nuclear energy, lasers, and mis-
siles.

Sindibadis arole-playing game
based on the classic tales of the
Arabian nights. There will be 15
towns and four dungeons to work
your way through.

Gempei Tohmaden is an impres-
sive-looking action game with 48
stages, split-screen scrolling, and
an Oriental flavor. Cyber Core is a
futuristic-looking shooter with
eightlevels of action. Super Volley-
ball is a multiplayer sports simula-
tion with a side view of the action.
Therealistic volleyball sounds add
to the fun. Paranoia is a shooting
game with some clever, surrealis-
tic graphics and five levels of play.

Bloody Wolfis an eight-level arcade-
style game in which you become a
commando who's trying to rescue
hostages. As in Rambo, there’s lots
of fighting and shooting.

Tiger Road is an arcade adapta-
tion with five levels and 255 differ-
entscreens. The game features both
vertical and horizontal scrolling
with plenty of martial arts action.
P-47 is a World War II air combat
game in which you fly an Ameri-
canP-47 Thunderbolt fighter. Ithas
eight levels of play.

Other TurboGrafx titles include
R-Type (an amalgamation of the R-
Typeland R-Type Il games released
in Japan); Fantasy Zone, an arcade

shooter for one or two players;
World Court Tennis, which allows
up to four players using a Turbo-
Tap; and Moto Roader, a driving
game for one to five players in
which you can customize your cars.
Like Sega, NEC is trying to
drum up outside support for its
game system. One of the first inde-
pendent companies to announce
titles for the TurboGrafx was
Tengen, well known for its arcade
games and Nintendo-compatible
cartridges. Tengen's first titles for
the TurboGrafx will be Xybots,
based on the arcade game of maze
warfare; and R.B.I. Baseball 2, an
improved version of the Nintendo-
compatible baseball game.
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Do you keep forgetting where you
left the car keys, your glasses, or
the baby? If so, your computer can
help whip those stagnant brain
cells back into shape. Crazy Shuffle,
ashareware game from Alive Soft-
ware, brings the classic game of
Concentration to IBM PCs, Tandys,
and compatibles.

Crazy Shuffleruns on just about
any kind of display adapter that
has graphics capability, butitlooks
best when used with an EGA or
VGA graphics card and display.

Though Crazy Shuffle is faith-
ful to the old card-based version of
Concentration, it adds enough
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Arlan R. Levitan

twists and extra features to hold

the attention of youngsters and
grownups alike. The object of the
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basic game is to flip over the face-
down cards two at a time in an
attempt to find matched pairs.
Your score starts at 100 points and
decreases as time and possible
matches pass you by. If you tire of
matching pairs, you can match
triplets, or you can match words
with their corresponding pictures.

Crazy Shuffle includes several
different card sets. Students can
match cards of famous presidents.
Younger players will like the card
set of colorful, cartoonlike jungle
animals. Adults seeking a satisfy-
ing challenge can try the objects
card set, which has five levels of
difficulty.

To suit the memory skills of
different players, you can adjust
the amount of time nonmatching
cards remain face up before being
flipped down again. You can se-
lect the cards with the keyboard or
a mouse, and the game’s sound
effects can be turned on or off at
will.

Allinall, Crazy Shuffleis a well
polished and engaging diversion
that can sharpen your mental acu-
ity as it entertains. If you decide to
register the program for the sug-
gested $20 fee, the authors will
send you the latest version, a disk
with 264 additional cards, and a
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disk of other shareware programs.
According to the authors, future
versions of Crazy Shuffle will allow
multiple players and will be com-
patible with 256-color VGA/
MCGA graphics modes. Write to
Alive Software at P.O. Box 4004,
Santa Clara, CA 95054.

Feeding Frenzy
For Amiga

Common wisdom hasit thatsome-
onehastoinvesthundreds of hours
of intense effort plus a heavy dose
of programming finesse to pro-
duce an attractive-looking, graph-
ics-oriented game with smooth

animation and impressive sound.

Amiga owners, however, can
take advantage of a number of
shortcuts. One is a program called
The Director from the Right An-
swers Group. The Director is pri-
marily intended for producing
flashy computer-based slide-show
presentations with animation and
sound, but it’s also gaining popu-
larity among Amiga shareware
authors. For example, one of last
summer’s most popular shareware
games was a three-disk version of
Star Trek created with The Director.
Best of all, you don’t need a copy

of The Director to enjoy the pro-
grams produced with it. Right
Answers Group allows authors to
freely distribute a playback-only
version called The Projector.

This month’s Amiga game,
Feeding Frenzy, was produced by
Peter Gage of Cornerstone Soft-
ware using The Director. Although
at first glance the game’s nonsen-
sical premise doesn’t seem to be
for the squeamish, thesardonically
humorous instructions (not to
mention the game itself) will soon
put you at ease.

Feeding Frenzy is really a very
simple game. Your character is
standing on a row of platforms
suspended above a tank in which
a shark swims back and forth.
Above the platforms at the top of
the screen are nozzles that ran-
domly release drops of, uh, hemo-
globin. Your job is to catch the
drops in a bucket before they land
in the shark tank. You score one
point for every drop you catch.
The number of drops you've
missed is measured by the Frenz-
O-Meter, a thermometer-like in-
strument that indicates the shark’s
degree of agitation.

Just to confuse you, heavy iron
anvils and flopping fish occasion-
ally fall from the nozzles instead
of drops. Both objects should be
avoided. Getting in the way of an
anvil knocks you out cold and
plops you into the shark tank, in-
stantly ending the game. Catching
a fish won’t do you any harm, but
it’s better to let the shark have it,
because it lowers the Frenz-O-
Meter by a notch.

If you can score 99 points with-
out letting the Frenz-O-Meter boil
over, you win the game. But if the
Frenz-O-Meter hits maximum, the
shark loses his cool, leaps out of
the tank, and dispatches you with
an amusing sound effect straight
out of Jaws.

Expert players can shift into
high gear by changing the diffi-
culty level from Easy to Hard. (We
never got that good.)

Feeding Frenzy may not have a
lot of depth, but don’t let that fool
you. Like many other simple
games, it will probably have you
muttering “just one more time”
moreoften thana first glancemight
suggest.

Although Feeding Frenzyis free,
the author says a $5 contribution
will bring you his next game, Cata-
comb. For a contribution of $10 or
more, he’ll send you The Director
script for Feeding Frenzy. Write to
Peter Gage at 12827 E. 27th Street,
Spokane, WA 99216.
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lobert — or Blob, as he prefers to be called — is a friendly alien who has come to
Earth seeking help. Blob wants you to help him overthrow an evil king who has imposed
a marshmallow-and-chocolate diet on the people of his home planet, Blobolonia.

A Boy and His Blob takes you on an exciting journey, first through the mazelike
caverns beneath a city on Earth, and then through the alien landscapes of Blobolonia.
Two main weapons will help you battle the minions of the evil Blobolonian king: the
vitamins you acquire on Earth, and Blob’s unique ability to change into various objects
when fed certain jellybeans. Eventually, if you're successful, you’ll bring good nutrition

back to Blobolonia.
Absolute Entertainment, 251 Rock Road, P.O. Box 116, Glen Rock, NJ 07452.




This could be the begin-
ning of a great friendship.
While there may be some
doubt in your mind about
the horrors of @ marshmal-
low-and-chocolate regi-
men, you agree to help
Blob restore a well-bal-
anced diet to Blobolonia.

72 LICORXCE JELLVBEANS

That manhole looks like a
good place to start your
adventure, but it isn‘t. Al-
thoughit eventually figures
into your plans, look for
another path to take.

72 LICORICE JELLVBERNS

Although Blob is usually
right behind you, make
sure he’s always nearby,
because you're lost with-
out him. It’sagoodideato
give him a whistle prior to
venturing into any un-
charted areas.

72 LICORICE JELLVBEAMS

Normally you wouldn’t be
caught dead in the sub-
way at night. You do,
however, have a hunch
that somewhere down
here you'll find something
that will help you later.

33 PUNCH JELLVBEANS

Aftersome experimenting,
you find that the punch
jellybeans turn Blob into a
hole that’s perfect for tak-
ing shortcuts between
subway floors.

PUNCH = HOLE

Hole placement becomes
more critical later on, but
for now, just about any-
where is OK.

When you whistle for Blob
torevertto hisnormalform,
be sure to get out of the
way. If you’re standing di-
rectly beneath the hole
when it drops, it willremain
a hole, and you’ll fall
throughto the next level —
which could be fatal.

LICORICE = LADDER

After munching on a lico-
rice jellybean, Blob
thoughtfully provides the
ladder you need to reach
the treasure. (Isn’t it funny
how no one noticed this
lootinthe subway before?)

PUNCH = HOLE
From now on, it's very

important where you put
the hole.

32 PUNCH JELLVBEAWS

Must be your lucky day —
you've found a second
freasure. And to think that
before this, you'd never
even found a dime on the
sidewalk. Gefting by that
subway serpent could be
a problem, though.

R

SZ PUNCH JELLVBEAWS

Even though you can’t kill
the serpent, you can out-
maneuver it. Time your
move so you can run un-
der the serpent when it's
at the top of its arc. Don‘t
forget to grab the freasure
while you're aft it.

TZ PUNCH JELLVBEANS

Be careful when gauging
your jumps. A jump like this
will do you no harm, but if
you try fo leap more than
ascreen and a half, you'll
lose alife. If you’re not sure
what awaits you, fossing a
jellypean will allow you to
see a short distance




VANILLA = UMBRELLA

The umbrella was a big help on that long drop, but it
probably won’t be much use against that ratherimpos-
ing spider web. A better solution might involve arise in
the local temperature.

TR=19

UVANILLA = UMBRELLA

Using the umbrella is a good way to get past these
falling rocks. A word of warning, though — don’t walk
through the shower too fast, or you may run into rocks
that have already passed the edge of the umbrella.

TR=16

STRANBERRY = BRIDGE

A strawberry jellybean and good timing will allow you
to pass safely by thisserpent and onto the treasure. The
caverns below the subway have numerous passages
where an enterprising lad can pick up a little pocket

68 LICORICE JELLVYBEANS

The obvious way to get that treasure is to use the ladder,
but afterward you might try another hole. Jumping from
this ledge is not in your best interests.




€7 LICORICE JELLVBEAWS

There are two choices
here, and both lead to
treasure. If you take the
path to the next cliff, you’ll
findyourselfatadeadend,
but it won’t be a problem
to double back.

COLA = BUBBLE

One of those cola jelly-
beans would really hit the
spot right about now. If
you're standing next to
Blob you’ll be engulfed by
the bubble, so you can
ride gently downward to
your next destination.

TR=1S

Once in the bubble, your
best bet is to steer left and
pass under the opposite
cliff. The bubble tends to
driff, so be careful not to
touch anything sharp, or
your descent will be a bit
faster than you antici-
pated.

TR=1S

COLA = BUBBLE

It's probably obvious that
those stalactites are not
there for your benefit. Be
sure to steer clear of them,
unless you like to breathe
water.

TOLA = BUBBLE

Since diamonds are
formed by tremendous
heat and pressure, you're
not quite sure how these
jewels developed in this
watery vault. Don‘t pon-
der long — just grab them
and get out as soon as
possible.

COLA = BUBBLE

This treasure looks quite
tempting, but unless you
have arock-steady hand,
you should probably pass
it by. Maneuvering the
bubble through the stalag-
mites to get a few more
dollars isn‘t worth the lives
you'll probably lose.

TR=08

8UBBLE

Once you're through the
channel, park the bubble
against the edge of the
cave wall. You should end
up on dry land, with Blob
beside you. If you whistle
while still in the bubble,
you’ll be gulping water.

LICORICE = LADDER

When you think you‘'ve
gone down as far as you
can go, it's time to start
heading back up to the
surface. You won’t be
going back the way you
came, so there should be
more goodies to find.

STRAMBERRY = BRIDGE

The subway serpents still
manage to make a nui-
sance of themselves. You
have to position Blob just
right to place him near
enoughtothe chasm with-
out gefting yourself killed
by the serpent.

TAMGERINE = TRANPOLIME

Positioning is important
here so youwon'tbounce
info a solid rock ceiling. A
little experimentation will
help you find the right spot
with @ minimum number
of concussions.

TANGERINE = TRANPOLIME

S KETCHUP JELLVBEAWS

Timing is critical at this point if you don’t want to suffer
major lumps on your head. The direction you go depends
on where you place the trampoline. Since you're closer to
the left ledge. go left for now, then try using a ketchup
jellybean. Blob won’t eat them, but for some reason
known only to him, they do make him come running (or

bouncing) in a hurry.




Y e oo

STRANBERRY = BRIDGE

There’s nothing for you to find fo the left, so go ahead
and make another bridge to the other side. Remem-
ber, not all passageways lead to freasure, but you
should fry as many passages as possible.

|ET00 TR=06

TANGERINE = TRAMPOLINE

There are still a few more treasures to pick up on your
way back to the surface. Whenever you come to a
vertical passage, use the trampoline fo do some explor-
ing. After all, in this game, diamonds are a Blob'’s best
friend.

LICORICE = LADDER

Back in the subway, be sure to check all the tunnels
again for any treasures you may have missed. You
definitely won’t want to pass by this bag. since it
containssome new and different jellybeansthatyou're
sure to need on Blobolonia.

APPLE = JRACR

An apple jellybean fed to Blob in just the right place
should provide you with a way out of the subway. Just
look for a break in the ceiling.




APPLE = JACK

If you've found the right
spot, Blob should be able
toturnthatmanhole cover
into aflying disc. Once the
disc has taken flight (it
should be good for a few
UFO sightings!). it’s time for
another licorice jellybean.

37 LICORICE JELLVBEAMS

When you’re back on the
surface, take a left and
run a couple of blocks to
the neighborhood all-
night health food store.
Youcouldn‘tgetinbefore,
but now they’ll welcome
you with open arms (and
cash register).

88300 TR=0S
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57 LICORICE JELLVBEAMS

Depending on how much
loot you found on your
subterranean jaunt, the
store will sell you one of its
many vitamin assortments.
If you don’t have enough
vitamin C, you’ll have to
go back for more treas-
ure,

ROOT BEER = ROCKEY

Satisfied that you are now
nutritionally sound, you use
your only root beer jelly-
beantotransformBlobinto
a rocket for the ride to
Blobolonia.

ROOT BEER = ROCKEY

Space, the final
frontier...somehow, you
thought it would be differ-
ent. Aside from the fact
that you have no space-
suit, though, your trip
through the cosmos is fun
and thankfully uneventful.

When you finally enter the
atmosphere of Blobolonia,
watch forfloating pepper-
mintsand try toremember
their locations. Otherwise,
Jjust enjoy the scenery.

ROOT BEER = ROCKETY

Gee, Toto, Blobolonialooks
a lot like Kansas. So far,
everything seems normal
— but if you see just one
witch or munchkin, you're
out of there.

Do you remember where
those stratospheric pep-
permints are located? If
you counted the number
of frames between the
mints and your landing, it
should be just a matter of
placing the trampoline.

36 TAMGERIME JELLVBERAWS

It’s not even autumn, but
already things are falling
from the trees. While your
first reaction might be to
turn Blob info a vitamin
blaster, it's better to save
yourammo andjustdodge
these marshmallows.

36 TANGERINE JELLVBERNS

The sweets fall in chang-
ing patterns. Good timing
is all you need to get
through this barrage, but
be forewarned that more
dangerous perils await
you.

712 VITANIN C

Now is the time to trans-
form Blob into the vitamin
blaster and start plugging
away. Trust us—you don’t
want these cherries to hit
the ground. The vitamin C
capsules have the best
trajectory for this stage.

700 VITAMIN C

With only a quick glance
to see if Orville Reden-
bacher is running things
around here, you run
through the popcorn with
the same technique used
forevading the marshmal-
lows. You may find the
kernels a bit more creative
in their patterns, though.




711 VITAMIN C

Finally you’re through the comn. A buildinglooms ahead,
which is a bit more familiar to a city boy like yourself. All
that open country was giving you claustrophobia.

TR=0S5 %9

214 VITAMIN C

The machinery looks pretfty impressive, but you're not
here to be impressed, so ignore it. Just make sure you
have your vitamin blaster cocked and ready.

F o e
R

646 VITANMIN C

There’s no way to stop the conveyor belt, and the
passage through this factory is blocked until you de-
stroy enough marshmallows. This must be where the
king makes all the sweets for his reign of terror.

104200
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641 VITANMIN C

Once out of the factory, it's time for another cross-
country run. When you're in a hurry, or need to place
Blob precisely, it's usually better to leave himin the form
of something you can carry, such as the blowtorch or
blaster.




TANGERINE = TRAWPOLIME

Somewhere above the
entrance of this cave lurks
a few more mints. If you
find your life count getting
low, you may want to take
advantage of the rejuve-
nation powers of pepper-
mint. Collect five, and you
get an exira life.

28 TANGERINE JELLVBEAWS

These chopperslook pretty
solid for a civilization that’s
being force-fed sweefs.
While thinking about the
astronomical cost of
braces for these molars,
you should time your pas-
sage by observing the
chomping pattern.

SYRAMOERAY = BRIDGE

Are you missing a few coat hangers from your closet? It
appears that many of them have migrated to Blobolonia.
Keep shooting af themuntil they re all destroyed, then use
astrawberry jellybean to bridge the chasm. The tension in
the air fells you that you’re not far from your destiny. (Isnt
that the theme from Mission: Impossible playing in the

22 UITAWIN C

background?)

TR=14

TAHGERINE = TRAWPOLIME

Inside these caverns are a
number of places where a
Qguy can pick up apepper-
mint or two. You never
know when an exira life
will come in handy.

113100

7 COCOMUT JELLVBERWS

Sure, you've been dying
to try out those coconut
jellybeans, but this is not
the time or place. While
it's logical to assume that
the gingerbread men
might fry fo stop you, they
won't, so ignore them.

Aren’tyou gladyousaved
that lime jellybean? With-
out it, you couldn’t have
turned Blob info the key
you need.

coLa - auesLe

The king appears to be a
pretty hefty fellow, whichis
what you’'d expect, con-
sidering his eating habits. If
youthink that feeding Blob
a cola jellybean is a good
idea, you're wrong.

APPLE = JACK

What you really want to
do, after you've picked
yourself up off the floor, is
toss Blob an apple jelly-
bean. Don’t worry about
getting himinto position —
he’ll go to the right place
once he swallows the
candy.

The jack should topple the
platform holding the jar of
vitamins. Once the king
receives his recom-
mended daily allowance,
he’ll start to see the world
in a whole new light.

%Exsé éE A

12 APPLE JELLVBEANWS

The Blobolonian media
flash the news of your
friumph and hail the return
of a balanced diet to the
Blobolonian people. Once
again, they’re free to eat
spinach and liver. (You
risked your life for this? Why
didn’t they call Popeye
instead?)

115100
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A grand ceremony cele-
bratesyourvictory overthe
once evil but now good
and healthy king. All of
Bloboloniaturns out to see
you off. Now, just click your
heelstogetherandrepeat:
“There’s no place like
home, there’snoplace like
home....”




C%MPUTER CGANE
of the :

Version reviewed: IBM PC, Tandy, and compatibles; 512K

minimum memory; CGA, EGA, MCGA, or VGA graphics;

joystick or mouse optional but recommended; Ad-Lib sound

card optional. Lucasfilm, P.O. Box 2009, San Rafael, CA 94912.
William:R, Trotter

into your sights —ignore the stream of tracers zipping past your windscreen as the dorsal
gunner opens fire — aim for the starboard engine — now!

Your eight wing-mounted Brownings hammer out a two-second burst — chunks of
metal tear off from the Heinkel’s engine cowling as your tracers sparkle and dance across his wing
— flames and oily smoke gush from the wounded Junkers engine — the Heinkel drops away fast,
trailing smoke—and in your rear-view mirror you see parachutes blossom against the September
sky. Score one more for old Blighty!

“Never climb, never dive, just turn.” That was Spitfire ace Peter Townshend’s advice on how
to dogfight a Messerschmitt Bf-109. In Their Finest Hour: The Battle of Britain, Lucasfilm'’s crackling
simulation of history’s greatest air battle, you can find out whether Townshend was right. (He
was.) You can also find out if the Luftwaffe could have altered history by winning this closely
fought campaign. (Indeed it could have, but only by following its original, professional strategy
of bombing Royal Air Force bases and radar stations, and ignoring Goering’s orders to bomb
London instead.)

R oll your Hurricane to port — ease off the stick as the big, black Heinkel H-111 wallows

GAME PLAYER'S 7 4



Select Training Flight for

Proctice tokeof f and landing
oo foresd S i ot
eling enemy plancs.

| You can fly eight differ- (3] fm"?..f,ﬁ!&‘i?.ﬁ slles anmﬁ g

i ent types of aircraft, i bl e
4+ German or British. Each |
l type fought in the real

Battle of Britain.

Each training mission hones your
skill in at least one important facet
of flight or aerial combat.

LaND 15} ConTinue]|

Before each flight, you must “tune your rodlo4‘
— acode-wheel form of copy protection that !
would be less obnoxious if it were required [
only once per playing session. ‘

ou can, in fact, refight the entire Battle of Britain from either side. In this mode, the
outcome of one battle has an effect on subsequent engagements. Or, if you prefer, you
can fly a wide variety of individual missions in eight different aircraft, British or
German.

If you choose to fly a German bomber, you can switch from position to position (pilot,
bombardier, or any one of the gunners) and take over that crew member’s functions from the
computer. This feature is especially useful to the German side. Maybe it was luck, but when we
took control of the MG-15s from the computerized gunners, a lot more Spitfires went spiraling
into the English Channel.

FUse the in-flight map for
navigation and to up-
date yourinformation on
‘ the location of friendly or
‘ enemy flights.

Asingle keystroke moves
you from the pilot’s seat
to any of the gunners’
positions.

S pousad. Press R Tore i

Each plane’s cockpit layout is clearly ex-

plained in the manual, and the controls are
very similar in each type of fighter or bomber.

GAME PLAYER'S




COMPUTER GAME

of the

0

l Enemy planes may ap-
pear very suddenly over
the English Channel, no
matterwhichsideyou're

playing.

It's very satisfying to see |
your tracers connect
with an evasive enemy
plane.

If you climb too steeply
into the sun, your plane
might stall. Drop your
nose torecover, oryou’ll
lose power and possibly
crash.

The combat cameralets
youreplay bombingruns
| or dogfights from any
‘ point of view you choose.

e S

Your plans sz forcad down over Southern
sift Beitich POW comp waifing for

Spitfics 20—

Your Direct Hits: 2
Targats Hit

Dest Dom
2023 70C0)

Riclozsas

Your Near Misses: ©

Press Q to abort or end a mission. Over the
Channel, you may be rescued. Over enemy
territory, you'll become a prisoner.

Relive history by selecting the cam-
paign scenario. Don’t be surprised
if you find it more fun to play the |

| Luftwaffe instead of the RAF.

ucasfilm’s game designers obviously realized that some of the most exciting action film to
come out of World War II was the gunsight camera footage taken from warplanes.
Drawing on Lucasfilm'’s vast archival library of these films (assembled by George Lucas
when he was planning the battle scenes for Star Wars), the game designers have faithfully

re-created the look of real aerial combat, circa 1940.
Tracers, flak, bomb explosions, battle damage, terrain, and even bomb splashes near warships

are all crisply modeled. And although the limited resolution of computer graphics makes it hard
to distinguish between a Spitfire and a Bf-109 at long range, rest assured that the same problem
plagued pilots on both sides during the actual Battle of Britain.

GAME PLAYER'S
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THETITR EINE ST HOUR
THE BATTLE OF BRITAIN

| If you enjoy performing
‘ manual takeoffs and

landings, the game lets
’ you do it to your heart’s

B 2R waa X

} Flak explosions are dis-

| concertingly realistic
| during attacksonground
| targets.

content.

‘ Gunners — pay attention to that ammo |
| counter on the leffl When it reaches zero, |

| you're asitting duck.

he basic game system of Their Finest Hour is based on Lucasfilm’s Battlehawks 1942, an

earlier simulation of air combat in the Pacific. Their Finest Hour offers many refinements

and a few dramatic improvements, however. For instance, the combat-camera record-

ing feature first seen in Battlehawks now lets you replay dramatic scenes from virtually
any point of view. If you want (and who can resist trying it at least once?), you can even ride your
own bombs down to their targets. The combat camera is great for savoring your victory from
different angles, but don’t overlook its value as a training tool to help you improve your tactical
skills.

Their Finest Hour emphasizes campaign strategy and aerial combat. Although the aspects of
flight simulation are secondary, they have not been ignored. When you grab a joystick and take
control of a fully loaded Stuka dive bomber, it really does feel different from flying a nimble Bf-
109 fighter. (In fact, flying the Stuka feels rather like hauling a sack of bricks across the sky.)

plona amoshad into tha oround. The impoct ond rasuiing

Currant Compoign Stotus sion Killed you. RIP.

Minimum Level ey

9

o of full strength
¢ L strength
tionol

Dest Dom

Your Dicact Hits: 0 Your Naor Misses: 0
Torgets Hit

The campaign stafus screen up- ‘ Stukas attacking a Channel con- ‘
dates the overall situation after Accidentallosses canreduce your | voy — the flak is bound to be mur-
| each mission. | strength just as dangerously as ‘ derous.

enemy action.
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REW STOP| PLAY| FWD PAN
rar @ T il

casE cockeT [ FREE] (4T E)
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When attacking bombers, fry to
approach with the sun behind your
back. This will blind the enemy
gunners.

Using the combat cam- _— -
erareplay,youcaneven ] ;

watch yourself get shot *| When the computer tells you to bail out, TRE,
down. quickly push J (for “jump”) before you lose
control of the plane.

Ithough Their Finest Hour is a vast game, it’s seductively easy to get started, thanks to
Lucasfilm’s magnificent manual. This book is 200 pages long, lavishly illustrated,
beautifully organized, and sturdily ring-bound. Authors Victor Cross and Lawrence
Holland deserve credit for presenting a wealth of fascinating historical and technical

data in clear, graceful prose. Even dedicated history buffs will find photos they’ve never seen

before. In short, this is not just a manual of game rules, but a full-fledged reference book on the

Battle of Britain.

ploding aircraft can be as danger- | take advantage of their aircrafts’ odically. If you see this, better take

Remember that debris from an ex- In dogfights, the British pilots should ‘ 1‘ Check your rear-view mirror peri-
‘ ous to fly through as enemy flak. \ 1 tighter turning radius. Lprompt evasive action.
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very aspect of Their Finest Hour reveals equal concern for thoroughness, clarity, and
handsome presentation. The game is exciting and illuminating, and it creates a some-
times spooky sensation of actually being there. If you are at all interested in this critical
period of history, you will find Their Finest Hour worth every cent of its price and more.

Press Bto get behind the w RSt CocRPIT FREE]
bombardier’s sights. &Y s & 4

Formation flying is often |/
the key to success. As in
real life, it requires prac-
tice. : - L

| ‘ Follow your stick of bombs down

; i to the target with the “free”
] =) | comera position.

You Landad in the Chonnel, The afficent floafplane rescue sarvice
o ane  ond orrived fo rescus you.
RS _atd

e D

—
Your Mission Score: I

What every gunner likes fo see: an i e
enemy parachute. (Be sporting | DAz i) e

and don’t shoot him.)
. } Your Direct Hits: 0 Your Neor Misses: 0

Torgets Hit

If you crashin the Channel, you'll find that the s
Luftwaffe air-sea rescue is very efficient — L.
THEIR FINEST HOUR much more so than the Brifish.
THE BATTLE OF BRITAIN | J

79 GAME PLAYER'S -




t's the bottom of
the ninth and
you're ahead by a
run. You're strug-
gling for that last
out — the one
that'll send you to
the Series.

Your pitcher
has played a good game, but he’s
losing his touch. He has allowed
thelast two batters to take firstand
second, and now Bergen — the
league’s leading home run hitter
— is at the plate. You look over
your two relief men. Statistically,
Gerald looks like the better pitcher.
But his physical, intellectual, and

B IORHYTHM
GAMEOSO1 04/08/89

STAMER DOB 04/01/68
<+ PHYS ICAL -5
- SENSITIVITY 13
-« INTELLECTUAL -5

Stamer’s physical and intellectual bio-
rhythms arelow today, so you might want
to use another player for crucial plays.

You'll need plenty of practice — both
batting and pitching —to get your team to
the World Series.

LOADED lII:
SECOND
SEASON

Matthew A. Firme

ed: Nintendo. Jaleco

.,5617 W. Howard Streef, Niles, -

sensitivity biorhythms are way
down today. And while Nolan’s
statistics aren’t as good, he’s peak-
ing intellectually, so his curve ball
should be in top form. What do
you do?

Those are the kind of decisions
you face in Bases Loaded II: Second
Season, Jaleco’s follow-up to the
hit game Bases Loaded. The most
unusual new feature is a system of
biorhythms for the players. These
influence each player’s perform-
ance, simulating the kinds of
slumps and hot streaks that hap-
peninrealbaseball. Although these
game-to-game variations won'’t
greatly affect a hitter's average,
they often do make the difference
between winning and losing.

The outfielding screen can be hard to get
used to. The players are tiny, and the
perspective changes depending on where
the ball is hit.

Another departure in Bases
Loaded I1is the view of the outfield.
Depending on which side of the
field the ball goes toward when
it’s hit, the overhead view is some-
times seen from the right side of
the park and sometimes from the
left. This makes it more difficult to
get the hang of fielding the ball,
and your outfielders are so small
on the screen that it can be difficult
to position them.

In most other respects, Bases
Loaded II is similar to other base-
ball games for Nintendo. You can
play a 130-game season in aleague
of two divisions with six teams
per division. You can substitute
players, shuffle your lineup, and
put in pinch hitters. Nearly all of
the features that make baseball
work so well as a videogame are
present in Bases Loaded II.

The biorhythms are the obvi-
ous innovation, though. Once you
get used to the 1970s concept of
charting these rhythms (you al-
most expect the players to be
wearing mood rings, too), it defi-
nitely adds realism to your team’s
performance.

<SP
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lex Kidd,
now starring
in his fourth
game, is a
small boy
whose ad-
ventures are
even bigger
than his

trademark ears.

True, Alex is no ninja, nor is he
a fierce fighter or gunslinger. Yet
his three Sega Master System ad-
ventures have been as challenging
as any experienced by his more
violent videogame cousins. And
in his first Genesis game, Alex Kidd
in the Enchanted Castle, he carries

8 4 X Il‘ 18 € i1 =1

Beneath the busy streets of Rookie Town,
Alex finds an extra life. Extra lives are
hidden inside black chests — but so are
bombs!

that tradition.

This time Alex sets out across
the planet Paperrock in search of
his father, who has been missing
for many years. Rumor has it that
his father is being held captive in
some remote castle. The quest
beginsin Rookie Town, where Alex
can win such useful items as heli-
copters, motorbikes, and cloaks of
invincibility. But to win these
things, he must first pay a nonre-

Matthew A. Firme
SEEE e e e E

Version reviewed: Sega Genesis.

Sega of America, 573 Forbes Bivd.,
P.O. Box 2167, South San Francisco,
CA 94080.

fundable fee and then beat the
merchant ata game of paper-rock-
scissors. It may not be the most
equitable arrangement, but Alex
can always decline if he chooses.

The enemies Alex encounters
appear to be anything but danger-
ous. Even such normally frighten-

wins, he’ll get this fabulous new mo-
torscooter. If he loses, he’s out 50 yen.

ing creatures as scorpions and
octopi are depicted in a good-na-
tured, almost cuddly style. But
don’t be fooled by their appear-
ance, or by the gentle tone of the
entire game—just journey through
11 different stages, from prairies
to the depths of the sea, through
forests, deserts,and pyramids. The

Despite the appearance of the dreaded
Prairie Dog, scourge of the plains, Alex
bravely chooses to forge ahead.

Genesis graphics will delight ev-
eryone.

Alex Kidd's childlike world is
much gentler than those found in
many other videogames, where
criminals and monsters lurk at
every scroll of the screen. Alex
battles prairie dogs, turtles, and
giant angel fish. He defeats bosses
by playing paper-rock-scissors —
not by blowing them up or be-
heading them. And although he
faces danger time and again, it's
thedanger of running intoamouse
or a monkey, not of being beaten
and knifed by a ninja.

<SP
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ipe Dream is an
appealing stra-
tegy game that
offers an inter-
esting combi-
nation of logi-
cal challenges
and fast, non-
violent action.

= You play
thegameona?7x10grid of squares.
Each of Pipe Dream’s 36 levels has
a starter pipe from which a liquid

One key to Pipe Dream s to plan ahead and
leave gaps until the right pipe can be
placed.

called flooz begins flowing shortly
after the round begins. You must
build the longest possible network
of pipes before the flooz reaches
the end of the pipeline. Pieces of

Duringabonusround, lay as much pipeas
possible before time runs out.

REVIEWS
3

PIPE DREAM

Arlan R. Levitan

Version reviewed: IBM, Tandy, and
compatibles; 256K minimum
memory; CGA, EGA, MCGA, VGA,
Tandy 16-color, or monochrome
graphics; joystick or mouse op-
tional but recommended. Also
availableforthe Macintosh, Amiga,
Atari ST, and Commodore 64.
Lucasfilm, P.O. Box 2009, San Ra-
fael, CA 94912.

pipe available for play appear in a
dispenser to the left of the grid and
must be played in order.

Pipes can be placed on any
square through which the flooz
has not already flowed or that is
not blocked by an obstacle. You
can place a pipe on top of previ-
ously laid empty pipes, but this
costs you 50 points and precious
time, because it takes a few sec-
onds to demolish the old pipes.

On the easier levels of Pipe
Dream you can choose from seven
basic pipeshapes. As the difficulty
level increases, additional pieces
become available. Careful plan-
ning is a must, because you can’t
rotate the pieces before placing
them. Fortunately, there’s a train-

ing mode that allows you to prac-
tice your “pipe perception.”

Inthebasicone-plumber game,
the next five pieces to be played
arealways visiblein the dispenser.
In the expert one-plumber game,
there are two dispensers from
which to choose. In two-player
mode, each dispenser is assigned
toadifferent plumber. What makes
the two-player mode interesting is
that it encourages cooperation
instead of competition.

To finish a level, you must get
the flooz to flow through a pipe-
line of the minimum required
length. You get 50 points for each

On the higher levels, reservoirs begin to
appear.

piece in the pipeline. But each
additional piece is worth twice as
many points.

Whether you're a child of the
Sixties who wants to go with the
flow, a modern yupster aspiring
to be well connected, or just some-
one who's looking for something
different, Pipe Dream will plumb
the depths of your puzzle-solving
abilities.

<SP
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f you’ve enjoyed
Atari’s Vindica-
tors in the ar-
cades, you pro-
bably won’t be
disappointed
with the Nin-
tendo-compat-
: ible version from
Tengen. It's a faithful translation
of the arcade original, with similar
graphics and game play. It even
has a two-player mode that lets a
second person join a game in prog-
ress.
Vindicators departs somewhat

Your path is blocked by two enemy tanks
and a pillbox. Are they worth destroying,
or should you make a mad dash for the
pair of fuel tokens they're guarding?

This boss machine is hard to defeat. Try
moving beneath it and unleashing a bar-
rage of bombs.

VINDICATORS

Tom R. Halfhill

Version reviewed: Nintendo.

Tengen, 1901 McCarthy Bivd., Suite
210, Milpitas, CA 95035.

from older tank games such as
Battle Zone and Combat. Instead of
simulating conventional warfare,
Vindicators takes place on a series
of futuristic space stations. Your
mission is to fight your way
through several levels on each
station beforeadvancing to the next
enemy stronghold.

Blocking your way are large
numbers of enemy tanks, pillboxes,
and land mines. Although they
aren’tmajor obstacles, they dowear
you down, and it soon becomes
clear that the key to winning Vin-
dicators is not destruction, but con-
servation. Your tank carries only a
limited amount of fuel, and when
it runs out, the tank blows up.
Although you can collect more fuel,
you always seem to run dry at the
most inconvenient moments. The
game constantly forces you to
decide whether certainenemiesare
worth chasing down and destroy-
ing, and whether certain bonus

items are worth finding and pick-
ing up.

Vindicators also lets you cus-
tomize your tank. At the end of
eachlevel you can buy more speed
and shield strength; more power
and range for your cannon; and
more advanced weapons, such as
smart bombs. There’s only one
catch: You must pay for your pur-
chases with stars collected during
your forays through the space
station. Of course, the more time
you spend collecting stars, the
more fuel you burn, and the more
you expose yourself to enemy fire.

Between levels you can customize your
tank — if you can afford it.

The only significant element
Vindicators has lost in its transla-
tion from the arcades is its easy-to-
use controls. The arcade version
has two tread-control handles with
triggers. The Nintendo directional
pad is not as intuitive, and it takes
awhile to get used to pushing up
to go forward (no matter which di-
rection your tank is facing).

Vindicators is not the fastest
action game around. But it does
give you time to think, and that’s
welcome in an action game that

demands a little thinking.
<SP
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rthissafe! At
least, that’s
what you
thought
when you
saved the
planet from
certain de-
struction by
supernova
in the original Starflight. But then
the vile Spemin, a race of evil ali-
ens, developed technology that
was light-years ahead of the rest of
the galaxy. Now, in Starflight 2,

Spend wisely on your crew’s training and
don’t skimp on the communications offi-
cer. A good comm officer is a must for
dealing with aliens.

To avoid wasting precious shyneum,
always consult your trusty star map when
traveling. Watch out for the fluxes, be-
cause they can wreak havoc with your
navigation console.

GAME PLAYER'S

Gary Meredith

those slimeballs are threatening to
subjugate all of creation, includ-
ing you.

Your mission is to get your
hands on the Spemin’s new techno-
toys and find a way of acquiring
more shyneum. What’s shyneum?
It seems that Arth’s former source
of energy, endurium, has been
banned, sinceit causes those pesky
supernovas. Shyneum is the new
and improved energy source, but
it’s a lot tougher to find, so you'd
better get cracking.

Of course, you are still on the
lookout for new planets to colo-
nize, but that’s a bit tougher, too. It
seems that while the galaxy was
worrying so much about solar
destructionand thelike, a fewmore
species moved into the neighbor-
hood, so there won’t be nearly as
many uninhabited planets for the
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Federation to snap up.

Starflight 2 continues in much
the same vein as its predecessor,
with a few refinements. There are
some new aliens to encounter, and
now you can view them in VGA
graphics. There aren’t as many
planets to visit, but there’s a lot
more to see on the ones that do
exist. Trade has become more
complicated — you can no longer
just make a quick stop at your
home spaceport to dump your
goods. Now you'll have todo most
of your dealing with alien traders,
who are idiosyncratic, at best.
Prices and demand may fluctuate
with no discernible logic. And
some races, such as the Tandelou
Eshvey, mix their religion with
everything else and expect you to

NORTH

4 UXTRLITY

You've got three different views of the
surrounding planetary terrain, soitshould
be easy to pinpoint any valuable minerals
orartifactsand find (oravoid) any natives.
do the same.

Whether or not you've played
Starflight, Starflight 2 is an enjoy-
able adventure and is richer in
detail than many other games. A
lot of thought has gone into Star-
flight 2, and a lot of thought will go
into playing it.

SP




he Mad Mizer
has kidnapped
the beautiful
Princess Marga-
rita and spirited
her away to the
foreboding
Groken Castle.
Thewholelandis
in mourning at the loss of its prin-
cess — and in terror at the thought
of the Mad Mizer running ram-
pant. In Castlequest, you are the
brave Prince Rafael who is sent to
rescue Margarita from the deadly
and mysterious Groken Castle.
And the castle is indeed mys-
terious. Inits 100 rooms you'll find
enough tricks and traps to bedevil
ten noble princes. The mazelike
aspect of the game alone can have
you pulling your hair out. But each
room also has many other ways to
drive you crazy. You'll encounter
numerous obstacles, conveyor
belts, keys that are just out of your
reach, deep pools of water, and
deadly power beams. Then there
are the wizards, bishops, and at-
tack cats that also make your life
miserable.

5% HI=SCORIS
ggé&é& STORIE -

R

Be sure to grab all the keys you can — but
remember that there are only a limited
number, so use them wisely.

Gary Meredith

Versionreviewed: Nintendo. Nexoft,
3868 Carson Street, Torrance, CA

90503.

Of course, there are certain
objects that can help you, if you
can figure out the best way to use
them. Castlequest requires a great
deal of ingenuity, as well as the
ability to think things through to
logical conclusions.

In one room, for example, you
must figure out how to move and
stack blocks in a precise order so
you can reach a key and then a
door above the key. Another room
contains deadly needles you must

Elevators and lifting platforms abound
inside the castle, but be careful, because
they can easily crush you.
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Skillful handling of the jar on the platform
will help you crush the bishop. You'll also
haveto figure outhow tostack thoseblocks
when you come through this room again.

avoid,and a third chamber is filled
with conveyor belts moving in
different directions.

Because there’s no save-game
feature, getting through Castlequest
in a single sitting can be difficult
and frustrating. You start with 50
lives, and you can acquire more by
picking up bottles of life elixir, but
with all the traps and obstacles,
lives can go pretty quickly.

Still, Castlequest is a fascinat-
ing game — especially for those
tired of shooting or slashing their
way through the more action-ori-
ented adventures. P

Acquiring a map is important, since it lets
yousee where you’vebeen and where you
must go.

GAME PLAYER'S



hantasy Star 11

is a sequel in

the best sense

of the word —

moreofagood

thing. Some

videogame

sequels unin-

tentionally

lose the winning formula that

made the first game a hit. But

Phantasy Star I delivers all the fun

and challenge of the original Phan-

tasy Star for the Sega Master Sys-

tem, plus the added depth and

complexity that the 16-bit Genesis
system can offer.

Phantasy Star 11 picks up the

Youradventure begins in the capital of the
planet Mota. Question all the citizens and
get to know the various shops in the city.

story one thousand years after the
time of Phantasy Star, when Alis
defeated Dark Falz to save the
Algolstar system. Since then, many
things have changed. The three
planets of Algol are now linked by
extensive transportation networks
and share a common culture. The
names of the planets have been
shortened over time; Motavia —a
great desert in Phantasy Star — is
now known simply as Mota, and

REVIEWS

PHANTASY
STAR Il

Matthew A. Firme
Chris Slate
et s T

Version reviewed: Sega Genesis.
Sega of America, 573 Forbes Blvd.,

P.O. Box 2167, South San Francisco,
CA 94080.

climate control and terraforming
have helped make it the agricul-
tural center of Algol.
Coordinating the Algol civili-
zation is a massive computer, the
Mother Brain. For centuries the
Mother Brain has controlled al-
most every aspect of life. But as the
game begins, something seems to

On the ice planet Dezo, you'll have to
explore vast chasms and uncharted wil-
derness.

be going wrong.

As the lead character you are
awakened by recurring night-
mares — fans of the first game will
recognize the dream as the conclu-
sion of Phantasy Star, as Alis en-
gages in combat with the evil Dark
Falz. But why should someone a
thousand years later dream such a

Build the strength of your characters be-
fore attempting to battle the powerful
biomonsters of Dezo.

dream?

Sensing that something is
wrong, you report to your com-
mander. He orders you to find a
recording device at the biosystems
lab — but this is only the begin-
ning. As you carry out this task,
more mysteries arise. Why has the
lab been producing fierce mon-
sters that threaten the people of
Mota? And why are the dams of
Mota locked, depriving the planet
of desperately needed water?

With games like Miracle Warri-
ors and Phantasy Star, Sega estab-
lished itself as the leader in role-
playing adventures for home video
game systems. With Phantasy Star
II, Sega has renewed that leader-
ship with a very impressive title
for its growing Genesis library.

<SP
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t seems a guy like
Maverick just
can’t stay out of
trouble. He’s back
again in Top Gun:
The Second Mis-
sion, picking up
exactly where he
left off. Well,

maybe not exactly where he left

off. Because of certain disciplinary
problems, he must go back to
square one — warrant officer — to
earn his Top Gunrating once again.

There are actually two ways to
play Top Gun: The Second Mission.

If you feel you need the practice,

you canwork your way up through

Weapon selection is critical. The Phoenix
missile is more accurate and has greater
range, but you can’t carry as many of them
as you can the Sparrows or Sidewinders.

the ranks at the U.S. Navy’s fa-
mous Top Gun fighter school. If,
however, you're ready for serious
action, you can goahead and tackle
the most dangerous assignments.
Of course, theseassignments aren’t
practice runs, but real missions
against the most advanced fight-
ers, bombers, and surface ships
the enemy can throw at you.
Konami has made several
changes from the original Top Gun,

Gary Meredith

Version reviewed: Nintendo.

Konami, 815 Mittel Drive, Wood Dale,
IL60191.

and they’re mostly for the better.
The graphics are improved, and
control over your plane is much
easier and more realistic. You can
now roll the F-14 Tomcat, which is
a big help when avoiding the
numerous air-to-air missiles you’'ll
find heading your way.

On the control panel, the most
conspicuous change is the elimi-
nation of the fuel gauge. We're not
sure why it's gone, but at least
that’s one less thing to worry about
as you haul your 37-ton bird
through the skies.

The biggest change in Top Gun:
The Second Mission, though, is the
fighter school. In the original Top
Gun, the combat missions were
everything. This time, by attend-
ing fighter school, you can com-
pete against the other hot pilots
vying for the coveted Top Gun

A good way to conserve your missiles is to
remember that the first few fighters you
encounter on a mission won't be carrying
missiles of their own, so you can dispatch
them with your guns.

honor. It's a tough competition,
but if you can get off the first shot,
you havea great chance of moving
up.
P Unless you plan to become a
naval aviator sometime soon, Top
Gun: The Second Mission may be
your best bet for getting behind
the stick of a Tomcat. Although

Sure, you've just splashed that MiG, but
keep your eyes on the radar screen. The
closer you get to your primary target, the
more enemy fighters you're likely to come
up against.

this game is not a full-featured
simulation of the Navy’s top dog-
fighter, it certainly has all the ac-
tion you'll want.

GAME PLAYER'S



hetitlescreen of
Cinemaware’s
new “interac-
tive movie”
perfectly
evokes the de-
lectably menac-
ing mood of the
late-1950s
“giant bug” films which inspired
the game: lurid purple-and-crim-
son cloudsabove thedesert...ajack
rabbit leaps behind a cactus...the
stillness shatters when a “meteor”
suddenly arcs down, lands behind
an old volcano, explodes with a
disturbingly A-bomb-like cloud of
fire...the music swells ominously

The general, of course, won’tbe inclined to
believe any wild stories about giant bugs.
as the credits loom out of the sap-
phiresands: IT CAME FROM THE
DESERT!

Based primarily on the 1954
classic giant-ant movie THEM!,
LC.F.T.D. plops you down in the
fly-blown desert town of Lizard
Breath, in the role of a solitary (but
handsome) geologist. You are
given 15 days in which to: dis-
cover the giant ants; convince the
skeptical locals that they’re about
to be turned into hexapod snacks;

REVIEWS
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IT CAME
FROM THE
DESERT

William R. Trotter

Version reviewed: Amiga; one
megabyte RAM required; also
available for IBM PC and com-

patibles; hard drive/RAM instal-
lable; joystick required; from Cine-
maware, 4165Thousand OaksBlvd.,
Westlake Village, CA 91362.

devise a strategy for saving the
town; and finally, do battle with
the critters, using everything from
your personal sidearm to the tanks
and howitzers of thelocal National
Guard unit.

All those great cliches from the
giant-bug movies are worked into
the game: a crotchety (but lovable,
and probably doomed) old pros-
pector and his mule; a disheveled
and desirable woman who shows
up at your cabin looking for shel-
ter; obtuse hayseeds; the skeptical
National Guard officer; the sym-
pathetic university scientist; even
a jalopy full of local drugstore
cowboys who keep running you
off the road in games of chicken.

The ants, you'll discover, are just about
impervious to small arms fire.
Cinemaware’s unsurpassed
graphics really capture the ambi-
ence not only of the movie genre,
but also of the time and place. In
addition to the basic man-vs.-bug
plot are interesting sub-plots in-
volving land scams, romantic ri-
valries, even a desert cult.

In this game, being wounded has its com-
pensations. Thehospitalin Lizard Breath
is well equipped.

If the graphics are delightful,
sometimes spectacular, their im-
pact is greatly enhanced by an
original score that is sublimely
creepy and evocative. It Came From
The Desert is simply a joy.

<GP
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‘ . Fighting
Street) to be
released in

The game fits squarely into the
walk-along-a-variety-of-back-
grounds-and-defeat-a-series-of-
inventive-monsters category, but
has some appealing features that
set it apart from the many similar

PV
11 I/

A walrus fires balls at Adam, our hero, in
the action scene on level one. Adam’s
weapon, for the next few seconds, is a
shuriken-like spiral.

games.
Monster Lair has 14 levels, each
of which contains an action scene
and a shooting scene. In the action
scene, you can move left or right,
jump, and fire weapons at mon-
sters. In the shooting scene, the
jump button is disabled.
Attheend of eachactionscene,
you enter a dragon-shaped gate.
From there you proceed to the
shooting scene, where a huge
monster waits. Once past the

MONSTER LAIR

Neil Randall

Versionreviewed: NEC TurboGrafx-
16; TurboGrafx-CD playerrequired;

TurboTap optional. NEC Technolo-
gies, 1255 Michael Drive, Wood
Dale, IL 60191.

monster, you begin the next level.
It’s all pretty straightforward, but
challenging nevertheless.

To finish the game, you have to
defeat all 14 boss monsters in
addition to a series of minor foes.
Along the way, you can find food,
collect miscellaneous items, and
— when you defeat certain mon-
sters — acquire more powerful
weapons (which are of variable

Inlevel one’s shooting scene, the uroconda
throwsscales that turninto deadly fish. To
defeat the monster, keep shooting at its
head.

durability).

Each time you fall through a
hole, tumble into the water, or fall
off your mount, you lose one of
your three lives. You also lose vi-
tality as time passes or when you're
attacked by an enemy. Food helps
you regain vitality, and some food
yields more vitality if you shoot it
before picking it up. Also, you can
gain extra lives by scoring enough
points.

Monster Lair is a fast and color-
ful game that’s even more fun

when played by two people (the
multiple-player mode requires a
TurboTapaccessory). And because
the game is on CD, the stereo
soundtrack is superb. Monster Lair
has enough charm to last through
many playings.

After freeing the girl from her bubble-like
cage, Adam touches her to gain strength.
But an ape is sneaking up behind him
while an enormous serpent waits ahead.
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f you're looking
for a game that
willhelpyoulearn
the basics of boat-
ing safety and
etiquette, Cobra
Triangle is proba-
bly not a good
choice. But if it’s
guerilla warfare at sea you're after
— complete with guns, missiles,
and plenty of action — then climb
aboard the Cobra.

Cobra Triangleis something like
a demolition derby for boats. You
must race through a variety of
courses, avoiding such hazards as
whirlpools, sea monsters, and gun
turrets (not to mention your fel-
low racers) while you try for the
best finish time. In some stages
there are even more challenges in
store, like trying to round up float-
ing mines before they explode, or
guarding innocent swimmers from
kidnapping. As you race along, be
careful of anything that might
damage your boat — but don’t be
too cautious, or time will expire.
Either way, you're sunk.

Don't just let the other guys pass you,
shoot them! You can bet they’d do the
sameand probably will before you'redone.

w A. Firme
LR

Matthe

Version reviewed: Nintendo. Nin-
tendo of Americaq, Inc., 4820 150th
Ave. NE, P.O. Box 957, Redmond,
WA 98052.

To help you get to the finish
line in time, and in one piece, your
Cobra-class speed boatis equipped
with such features as a high-speed
racing engine, an on-board gun
with unlimited ammo, and even a
helicopter blade for flying from
one water course to another. In
addition to this standard option
package, you can earn special

Poor bathers, how could they have known
that this tranquil swimming hole would
soon become a war zone?

power-up items to give you even
more of a fighting chance. Picking
up enough of the numbered pods
causes certain display items to
flash their availability. Once acti-
vated, they will allow you to fire
missiles, increase your speed, or
activate a forcefield to help you
through the really tough courses.

The graphics in Cobra Triangle
are very good, and the action is
fastand challenging. Handling the
boat as you race along is a bit
difficult at first, mainly because
the game does such an accurate
job of simulating the feel of a boat
in water. After all, there’s a big
difference between steering a car,
all four wheels firmly gripping the
road, and steering a boat. So don’t
expect to be able to swerve around
obstacles at the last minute as you
might in a car racing game. But
once you get the feel of the Cobra
boat, you'll appreciate the added
realism. And if you don't want a
challenge, you probably won't
want Cobra Triangle. This game is
no cakewalk.

<SP

You'll need a burst of turbo speed to get
across the roaring falls. There are a lot of
wrecked boats in this chasm.
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opulous gives
you the powers
of a god. You
hold dominion
over hundreds
of  possible
worlds, rang-
ing from icy
tundra to fertile
grasslands.
Eachworld isinhabited by two
kinds of people: Good and Evil.
Youarethe god of the Good people,
and through divine manipulation

B = e 2

The page at the top of the screen shows
your entire world, with a three-dimen-
sional closeup below.

you foster their cultural, techno-
logical, and economic growth.
Your goal is simple: to become
powerful enough to overcome the
Evil god and sweep the world of
his people.

When the game begins, your
people are poor and primitive,
living in crude huts with barely
enough farmland tosupport them-
selves. Their success, and your
power as a deity, depend on the
amount of manna (crops) your
people can produce. By lowering
and raising sections of the land-
scape, you can create more arable
flatland. Then you can command

Matthew A. Firme

Version reviewed:1BM, Tandy, and
compatibles; CGA, EGA, or VGA
graphics (VGA shown); 512K mini-
mum memory (384K in CGA);
mouse or joystick optional, mouse
recommended. Also available for
the Amiga. Bulifrog Productions/
Electronic Arts, 1820 Gateway
Drive, San Mateo, CA 94404.

As your people grow in numbers and
advance in technology, they build increas-
ingly sophisticated structures.

your people to start planting crops
and building settlements.
Meanwhile, your foe—the Evil
god — is working to improve the
lot of his people, too. (The Evil god,
usually controlled by the com-
puter, can also be a second player,
but only via a modem or null-
modem hookup.) As your people
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toil to better themselves, so do the
Evilones. Tolimit the Evil peoples’
growth and protect your own
subjects, you haveseveral options.
You can call forth an earthquake,
aiming its epicenter at the heart of
the greatest Evil city. Or you can
try a cataclysmic flood, wiping out
entire continents. Of course, the
Evil deity can do the same.

Virtually all actions in Popu-
lous are selected by pointing a
hand cursor at the appropriate
icon. Although the game can be
played with the keyboard or a
joystick, neither works anywhere
near as well as a mouse.

It will take a few defeats at the

Therecanbebutone winnerin thisstruggle
between Good and Evil.

hands of Evil to get the hang of the
many options and strategies in
Populous. Experience is the only
way to learn, especially since the
instructions are definitely the
game’s weak point. But Populous
is an exceptional game, and you’ll
soon find yourself completely
absorbed in the drama of your
people’s lives and the fate of their
worlds. Be warned, though —
Populous is absolutely addictive.

<SP
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n a land before
. recorded time —
or at least just
prior to the
founding of Bed-
rock — there
lived ayounglad
named Dino-
Riki. In those
days humans

didn’t rule the Earth, but were
subjects of a race of powerful di-
nosaur-like creatures. In Adven-
tures of Dino-Riki, your task is to
liberate humanity from these ma-

Don’tbelieve for one second that the other
side of the lake is just a few hops across
these lily pads. The pads will disappear
without warning.

You can finally give up your rocks, now
that evolution has provided you with a
boomerang. But can you get it to come
back to you?

GAME PLAYER'S

Gary Meredith

Version reviewed: Nintendo.
Hudson Soft, 601 California Street,

Suite 2004, San Francisco, CA94108.

levolent monsters. If you fail, man
will never progress beyond the Pa-
leolithic Age, and the world will
never come to know such won-
dersas skateboards, Nintendo,and
pizza-eating mutant turtles.

You start the game armed with
nothing but a few pitiful stones.
But thanks to evolution, you
quickly progress to more power-
ful weapons, such as axes, torches,
and boomerangs. Additional items
give you extraordinary powers.
Soon you’ll be able to run more
quickly, fly through theair, oreven
transform yourself into the formi-
dableancient warrior, Macho-Riki.

All this comes in handy, be-
cause the dino bosses you go up
against are not exactly pushovers.
There are five of them, and each
has its own unique way of dis-
patching anyone foolish enough
to lay down a challenge.
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Of course, you can’t just waltz
up to the big guys and start fight-
ing. First you'll have to battle your
way through a nightmare menag-
erie of lesser monsters, eventually
earning the chance to get fatally
beaked by an irate pteranodon.

There are also a number of
“natural” disasters to contend
with. In the swamps, you'll en-
counter lily pads that tend to dis-
appear just as you step on them,
and hidden pits of quicksand that
suddenly appear with the same
deadly timing.

Were pteranodons plant-eaters or meat-
eaters? From the way this one’s looking at
you, he probably isn’t thinking of starting
his meal with a salad.

And, of course, the stages get
progressively tougher — not that
there isn’t enough action to keep
youbusy from the very beginning.
In this game, there’s definitely no
rest for the weary.

Adventures of Dino-Riki won’t
be mistaken for an educational
program on prehistory. Butit does
provide nonstop action and ex-
citement, spiced with a touch of
humor.

<SP



o you have
enoughsalt-
water in
your veins
for a daring
voyage to
the edge of
the known
world — a
dangerous
journey in search of gold and new
territory for king and country in a
ship little larger than a dinghy?

His Majesty graciously

pernits you to donate
S 3988 to the Croun

Treasury Secret Funds

&=

WAR | &

Continue

TheSpanish Crown doesn’t mind demand-
ing outrageous taxes right from the start.

WAR | 4

Continue

Your colony in Venezuela has been wiped
out by an’uprising among the Guajiro
natives.

As Portugal and Spain begin
celebrating the 500th anniversa-
ries of their explorations of the
New World, we can pay tribute to
those brave explorers by re-creat-
ing their exploits in SSG’s new
Gold of the Americas.

REVIEWS
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GOLD OF THE
AMERICAS

Selby Bateman

Versionreviewed: IBM, Tandy, and
compatibles; 512K minimum
memory; CGA,EGA, MCGA, VGA,
or Hercules monochrome graph-

ics. Also available for the Amiga.
Strategic Studies Group (SSG), 1747
Orleans Court, Walnut Creek, CA
94598. Distributed by Electronic
Arts.

Columbus “discovered” the
New World when he arrived at
San Salvador in 1492, and
Portugal’s Pedro Alvares Cabral
reached Brazil in 1500. What be-
gan in the 15th century as a tenta-
tive trickle of exploration soon
mushroomed throughout the 16th
century into a free-for-all of con-
quest. England, France, Portugal,
and Spain sought to find, exploit,
and finally colonize all of the rich
lands they continued to stumble
upon.

Gold of the Americas offers
armchair seafarers the chance to
carve their own initials into the
New World, leading expeditions
for any of those four nations. It's

an excellent introduction for new
strategy gamers who want a
nonthreatening taste of adventure
without being overwhelmed by
masses of details, acomplex player
interface, or a glacial pace.

Gold of the Americas lets you
control the entire game by using
an easy-to-master menu system.
One to four players can cycle from
move to move quite easily. The
game offers multiple levels of dif-
ficulty (novice, normal, and ex-
pert); historical and random sce-
narios; a 30-move playing limit;
and amap of the New World that’s
reminiscent of theboard game Risk.

The emphasis is on colonizing
rather than exploration. Players
must juggle their treasuries and
secret funds in order to afford
armies, colonists, warships, mer-
chant vessels, and privateers.

Experienced strategy game

Manuel libera
ato Gross.

°
The colony is u

Continue

Your explorer, Manuel, and five armies
have invaded and taken the English col-
ony of Mato Grosso.

players may find the options
somewhat limited. On the other
hand, Gold of the Americas is one of
the easier historical strategy games
to get started with, and it should
provide a lot of fun for beginning

and intermediate gamers.
<SP
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i-Tech Ex-
pressions
hasreleased
a Nintendo
version of
one of the
best and
most popu-
lar chess
gamesever developed for personal
computers — The Chessmaster. The
Software Toolworks released the
computer versions (Chessmaster
2000 and Chessmaster 2100), and
Hi- Tech Expressions’ Nintendo
version is an excellent translation.

Not only is The Chessmaster the
first chess game for Nintendo, but
it’s also so good that any future
Nintendo chess games will have
togoalong way to equalits power,
ease of use, and variety of options.

Whether you'reabeginning or
experienced chess player, you’'ll
find alot to like in The Chessmaster.
The controls are simple to use and
easy to remember. The Chessmas-
ter’s board alternates with an on-
screen menu system that allows
you to select from a wealth of
options.

Moving pieces on the main game screen is
as easy as picking them up and putting
them down with the hand icon.

GAME PLAYER'S
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Selby Bateman

Version reviewed: Nintendo. Hi-
Tech Expressions, 584 Broadway,
New York, NY 10012. Aiso avail-
able as Chessmaster 2000 or
Chessmaster 2100 for IBM, Tandy,
and compatible computers; the
Amiga; and Atari ST. The Software
Toolworks, 19808 Nordhoff Place,
Chatsworth, CA 91311.

BLACK |BEST HINT

The War Room screen shows a smaller
view of the board plus a move list, the
captured pieces, and even hints, if you
wish.

There are a number of other
options as well, including 16 dif-
ferent levels of play ranging from
Newcomer to Infinite; an opening
book of 150,000 positions; board
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THE CHESSMASTER

Begin New Game
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This menu screen shows some of the many
options available in The Chessmaster.
coordinates for easy identification
of each square; and two different
views of the chessboard. One view
shows the board and pieces. The
alternate view, called The War
Room, shows a smaller version of
theboard as wellasa movelist, the
captured pieces, and the program’s
“thinking” in progress.

Although The Chessmaster is
not primarily intended to be an
instructional program, it has sev-
eral features that make it an ideal
first computer chess game for
beginners — children and adults
alike. Forexample, there’sa Teach-
ing Mode that shows all legal
moves for any piece you select.

Experienced players will find
that The Chessmaster accurately
includes all of the fine points of
chess, such as pawn promotion,
castling, capturing en passant, and
similar features.

In short, The Chessmaster is a
superb addition to any Nintendo
collection and is an excellent ex-
ample of the new wave of more
sophisticated and thoughtful
games for the Nintendo Entertain-
ment System.

<SP
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NEW NINTENDO GAMES

The recent Winter Consumer Elec-
tronics Show proved to be a bo-
nanza of new Nintendo games.
With titles ranging from arcade
favorites to adaptations of hit TV
shows and movies, 1990 appears
to be a game player’s dream come
true.

Here are some of the new titles
you can look forward to playing
this year. For even more new
games, be sure to read this issue’s
“Nintendo News” column.

Hot-B USA, a relatively new
name in Nintendo games, will add
asecond title toits Nintendo lineup b >
with Shingen. Hot-B’s first title, The ~ [; - o _,pl.t S
Black Bass, re-creates all the chal-  |& : e
lenge and excitement of competi- l f? R gi
honIE?Eslf/[ﬁ[s\lE’lngr.ica has bicen ifis The original Road Warrior takes to the wasteland in Mindscape’s Mad Max.
volved in Nintendo indirectly until
now by licensing its video and ar-
cade games through such compa-
nies as Nintendo of America, Data
East, and Taito. Now deciding to
market games themselves, IREM
has become a licensee of both NES
and Game Boy cartridges. IREM's
first two Nintendo games are Im-
age Fight, a spaceship shoot-em-
up, and Kickle Cubicle, a puzzle-
solving maze and action game for SOMETHING YOU WANT?
players between 5 and 12 years of
age.

Withsuch well-received games
as Shadowgate and Spy vs. Spy al-
ready available, Kemco-Seika an-
nounced four new titles for 1990.

Snaopy is a sports contest for the Recognize this character from the movie, Mad Max Beyond Thunderdome? He also
makes an appearance in Mindscape’s Nintendo version of Mad Max.

younger set, featuring that lovable
beagle Snoopy and his brother
Spike. Rescue: The Embassy Mission
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and Rocket Ranger are both adapta-
tions of popular action-adventure
games for personal computers,
while Bugs Bunny Il picks up where
last year’s Bugs Bunny’s Crazy
Castle left off.

In 1989, Koei made a strong
impression with two complex
strategy games adapted from their
home computer versions, Nobu-
naga’s Ambition and Romance of the
Three Kingdoms. Koei’s next title,
Genghis Khan — another computer
game adaptation — should reaf-
firm the company’s strong reputa-
tion for bringing alternative games
to Nintendo players.

Matchbox Toys plans to intro-
duce three games this year. Web
Worldisanarcadeadventure, while
Urban Convoy and Monster Truck
Rodeo feature two extremes of truck
driving action.

GAME PLAYER'S

PREYV

For snowboarding action, try leaping the semi truck in Heavy Shreddin’ from Parker Brothers.

Thefour new gamesannounced
by Milton Bradley will double their
Nintendo offerings. The publisher
of such hits as California Games
and Marble Madness will present
Abadox, Captain Skyhawk, Ca-
bal, and Time Lord.

Mindscape has several titles
for 1990. Three of them should be
available when you read this: Road-
Blasters,a car racing gamein which
you clear a path through traffic by
shooting at your opponents; 720, a
skateboarding game; and Infiltra-
tor, a combat game in which you
fly a helicopter on several air-
ground missions. Upcoming titles
include M.U.L.E., a four-player
strategy game that was a hit on
home computersin the early 1980s;
Mad Max, based on the movies
that starred Mel Gibson as a post-
Armageddon renegade; Dirty
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Harry, adapted from the movies
that starred Clint Eastwood as a
trigger-happy cop; Bruce Lee Lives,
based on the martial arts movies
and the computer game by The
Software Toolworks; Gauntlet II,
converted from the arcade favor-
ite; and Days of Thunder, based on
an upcoming movie starring Tom
Cruise as a stock car driver.

NTV International released its
first Nintendo game (Rock-n-Ball)
only a few months ago. Now, in
addition to working on cards for
the Game Boy, NTVIC has
announced Isolated Warrior, a Nin-
tendo game in which you must
save the world from aliens threat-
ening to absorb the cities.

Nexoft’s only Nintendo game
in 1989 was Castle Quest. But in
1990, the company is expanding
its presence in the Nintendo mar-
ket. In addition to producing two
new games, Wizardry and Faria,
Nexoft will be introducing a car-
rying case and game cards for the
Game Boy; an infrared Nintendo
light gun and controller; and even
a line of Mario Bros. and Teenage
Mutant Ninja Turtles greeting
cards.

From Parker Brothers, watch
for another monster truck title,
Monster Truck Rally, and a new
sports game, World Trophy Soccer.
A third game, Heavy Shreddin’, is a
racing game on snowboards and
snowmobiles.

For the thrills of tournament
bowling, look for Romstar’s Cham-
pionship Bowling. Another new
Romstar title is Rally Bike.

Joining Seta USA’s initial Nin-
tendo game (Adventures of Tom
Sawyer) is Castle of Dragon. Your
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task is to battle through the castle
of Darklarza, seeking weapons
and magic to help you to free the
Princess Amoreena.

The new Nintendo game from
Sofel, makers of last year’s Casino
Kid, is Wall Street Kid. The objec-
tive is the same: become the
wealthiest kid in town.

Taito will be very active in
Nintendo during the coming year,
with at least four and possibly as
many as six new games. The Wrath
of the Black Manta is incurred when
drugs threaten a group of kidnap-
ped kids. Dungeon Magic is a role-
playing game, while Demon Sword
is a Castlevania-style battle for
power, magic, and victory over
evil. Target: Renegade, a sequel to
the earlier Nintendo hit Renegade,
isamartial arts game. And finally,
thoughspecificreleasedatesaren’t
known, Taito has plans for two
other titles: Indiana Jones and the
Last Crusade, based on last sum-
mer’s hit movie, and Chase H.Q., a
high-speed race game in which
you pursue criminals in high-per-
formance cars across the U.S.

Tecmo, known for the hits

| E W S

The fate of an ancient kingdom is in the hands of a modern boy in Vic Tokai’s Kid Kool.

Ninja Gaiden and Tecmo Bowl, plans
to release Tecrno World Wrestling,
another entry in the very popular
lineup of wrestling games.

From Toho, makers of Godzilla:
Monster of Monsters, look for ac-
tion under the big top in 1990’s
Circus Caper.

Finally, Vic Tokai will release
four new titles in the coming year.

The MAFAT Conspiracy is another
adventure with Golgo 13, world-
renowned super-agent. In Terra
Cresta, you'll lead an aerial attack
against enemy forces. Kid Kool is a
youngster pulled back in time by a
sorcerer to help save a kingdom.
And Conflictis astrategic war game
that emphasizes thinking over
reflexes.

Onedecadeago, Richard Garriott’s
Ultima was one of the first role-
playing games written for personal
computers. It also proved to be
one of the most successful, spawn-
ing four sequels and, in 1983, a
new software company — Origin
Systems.

ULTIMA'S

As popular as ever, the Ultima
series now enters its second dec-
ade with Ultima VI: The False
Prophet. This latest adventure re-
turns to the world of Britannia,
where a race of gargoyles threaten
the peace of the kingdom. To de-
feat the Gargish invaders, you
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must first learn their legends and
culture. As the quest progresses,
the knowledge you gain takes a
surprising turn, leading to an
understanding of this strange race
and the means to forever end the
strife between the human and
gargoyle races.

GAME PLAYER'S
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Ultima V1 is the first of the Ul-
tima series written and designed
entirely for IBM-compatible com-
puters instead of the Apple II
Ultima V1 is designed to make the
best use of the PC’s VGA/MCGA
color and graphics capabilities, as
well as optional sound boards.

As Ultima VIbegins, you're sitting peacefully in your living
room, enjoying your state-of-the-art entertainment system.

Opened!
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>Use-the oaken
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Suddenly you are whisked into the
realm of Britannia, called once more
by Lord British. Ultima VI takes ad-
vantage of the latest PC-compatible
graphics technology.

CHAMPIONS
ROLE-PLAYING GAMES
COMING FOR PCs

Miles Computing has secured rights to the best-
selling Champions series of superhero role-playing
games and will convert them to run on PC-compat-
ible computers. The licensing agreement is with Hero
Games, the company which publishes the Champions
role-playing books and games. More than 300,000
copies of the board games have already been sold.

CHALLENGE
THE RED BARON

Wings, a new computer game from Cinemaware,
allows you to fly more than 300 missions as a pilotin
World War I. Wings is based on actual air battles and
even keeps a historically accurate journal of your
adventures. The game’s opening screens trace the
evolution of manned flight starting with the Wright
brothers’ first 1903 flight at Kitty Hawk, N.C.

CRIME WAVE
COMING

If you liked Access Software’s
Mean Streets, take a look at Crime
Wave. Access is applying its dig-
itized video and RealSound tech- :
nologies to the arcade genre, TG ss
producing a fast-paced, smooth,
and detailed action game. The
story begins as the president’s
daughteris kidnapped by a crime
boss, and it’s your job to find her
— and bring her back alive.

GAME PLAYER'S
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Inanattempt to flee her captives in Crime Wave, the
First Daughter sees too much of the operation.

Scenes like this one are used throughout Crime Wave
to advance the story and add realism.
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THE FRENCH
CONNECTION

Ubi Soft, a French software pub-
lisher, is releasing four computer
games in the U.S. this year. All will
be available for the Amiga and PC
compatibles through Electronic
Arts.

B.A.T.: Bureau of Astral Trou-
bleshooters is a role-playing game
setinthe22nd century. After many
power struggles, a stable govern-
ment has been installed on Earth
and the B.A.T. must work to pre-
serve peace. B.A.T. features de-

PREYV

tailed graphics, spaceflight simu-
lation, and an enormous range of
locations and characters.

In Iron Lord, an action game,
you play the son of a great king.
When youreturn home aftera