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It's a brand new decade1. Tengen's got 19 different ways 
you can start it off right. All of 'em are the hottest 
arcade games and movie titles — now ready for play 
on your Nintendo. They've got everything you want in 
action games: stunning graphics, dynamite sound 
effects and sizzling game play. That's the kind of stuff 
you need to really start off the '90s with a big bang! 
Look for Tengen games at your favorite store. 

To find the name of your nearestdealer or to order 
direct using VISA or MASTERCARD, call: jit 
1-800-2-TENGEN (1-800-283-6436). 
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THE FIRST WORD ON VIDEO GAMES... 

One of the most frequent questions we receive from industry insiders and 
readers alike concerns our ability to track down new information and provide 
a complete story on all the latest video game hardware and new games. As 
veteran readers know, EGM was the first magazine to break the story on 
Nintendo’s upcoming 16-Bit Super Famicom, the NEC Super Grafx, Konix’s 
Multi-System, the Nintendo hand-held GameBoy, the color Lynx, and the 
Japanese Genesis and TurboGrafx-16 to name but a few. Over the months 
EGM also brought the first newsstand photos of games such as Gradius 2, 
Batman, Phantasy Star 2, and many, many more. 

How do we do it? Well, it’s not easy! Our staff maintains a constant 
relationship with dozens of contacts around the world. Not only do we trade 
news and information with the leading magazines of Europe and Japan, we 
also stay in touch with top executives at some of the leading manufacturers 
and development houses throughout the same countries. Over the past six 
months EGM ambassadors have traveled to Japan and Europe a number of 
times to visit important trade shows and meet privately with some of the lead¬ 
ing video game super-powers. 

Why do we go to so much trouble just to get a story? Because, as game 
players, we know that the most important role a video game magazine can 
play is in providing new information. Whether it’s honest reviews with an 

seas, EGM is the magazine that will be their first - with all the facts. 
Sometimes other stumbling blocks will make it difficult to bring you info 

through normal channels. Some companies unjustly award private exclusives 
to competing publications, unfairly penalizing game players like you if you 
don’t read a particular gaming magazine. We never demand exclusives be¬ 
cause EGM feels it is your right to know as much as you want about all the 
new products on the horizon. For a company to hold a private showing of a 
new hand-held or provide an exclusive and thereby lock out your desire to 
know the complete story, good or bad, is just plain wrong. 

That’s why we’re introducing a new column in this issue of EGM! 
Electronic Gaming Express is your ticket to the latest developments in the 
world of video games. This issue we continue our edge on the forefront of 
technology with the total coverage and the first photos of the new Nintendo 
Express hand-held, NEC hand-held, and new info on the Sega 8-Bit hand¬ 
held. You’ll also find the first news and pictures of SNK’s new video game 
console, the NEO GEO! This is hard-hitting editorial you won’t find 

Combined with our regular International Outlook and Next Wave features, 
you’ve got the best ticket to the ever-changing video game world right in your 
hands! Steve Harris 

Editor 
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Rating the Review Crew 
First of all, 1 would like to say how 

much I love your magazine. I’ve been 
playing video games for two years now 
but have only recently started to read 
video game magazines. On the Fust day 
I ever bought them, I purchased four. 
Your publication was head and 
shoulders above the competition. My 
favorite part of your mag is the "Review 
Crew". Though I don’t agree with 
everything that is said, it is an awsome 
idea (and very helpful) to give numeri¬ 
cal grades instead of idiotic reviews 
that are always saccarine sweet. 

Asif Rahman 
Rockville, MD 

(ed. - We’re glad to hear that you and 
others value the information in the Re¬ 
view Crew segment of the magazine. 
With game prices rising into the strato¬ 
sphere, we realize how important it is to 
get honest appraisals of upcoming titles. 
Giving you four separate opinions from 
four top-notch game players (not writers 
who play games once in awhile) is the 
best way to give you an honest and un¬ 
biased review of a new game. Beginning 
with this issue, we’ll begin to increase the 
number of reviews we feature, in an ef¬ 
fort to critique as many games as we 

Where’s the Team? 
Completely on impulse I picked up 

one of your magazines the other day. 
As an avid game player I was impressed 
by your informative articles and equal¬ 
ly well-organized visuals - especially 
your four-man Review Crew. 

I do have one question, however. 
How the heck do you get on the U.S. 
National Video Game Team? I believe 
I may have the credentials necessary to 
join. Please help! 

Christopher Lewis 
Houston, TX 

(ed. - Pick up the next issue of EGMfor 
complete details on how YOU can join 
the gaming elite on the USNVGT.) 

Turbo vs. Genesis 
Debate 

I subscribe to four video game 

scribe to just one - EGM. You have the 
best reviews, by far the best rating sys- 

ments in the video game industry, I al¬ 
ways read about them in EGM one to 
two months ahead of the other maga¬ 
zines. You’re the only magazine that 
would rate the new game systems, as I 
did before purchasing one. I tried out 
NEC’s Turbo and Sega’s Genesis and 
found the NEC to be a good system, but 
the Genesis proved to be the best! 

Ken Iler 
Defiance, OH 

I purchased my Sega Genesis two 
months earlier than my TurboGrafx- 
16, so I have more games for it (11 for 
Genesis versus seven for the Turbo). 
However, my brother, my best friend 
and I enjoy the games on the Turbo 
more. The Sega games seem to have 
fancier graphics, but the Turbo games 
play better. Keep up the 16-Bit cover¬ 
age! 

Jeff Kramer 
Pembroke Pines, FL 

While the Sega Genesis is more pow¬ 
erful than the NEC TurboGrafx-16, the 
Turbo has a lot more games coming 
out. At the local Toys ’R’ Us store they 
have only 9 Genesis games, compared 
to 18 TurboGrafx games. The Turbo¬ 
Grafx is pulling ahead fast. 

Robert Benjamin 
Wysox, PA 

I recently purchased a Sega Genesis 
and it is a truly awesome machine. Tur- 
boGrafx-16 is better than Nintendo, 
but the differences between Genesis 
and Turbo are obvious. I don’t know 
who would want a system that retails for 
$199.00 and still needs a $35.00 Booster 
for sound and stereo quality that’s not 
as good as Genesis’. 

Kevin McGaffey 
Alvin, TX 

I don’t agree with your awarding the 
Sega Genesis the honor of "Best New 
System of 1989”. While the hardware 
may be more advanced than the Turbo¬ 
Grafx-16, the majority of the Genesis 

those available for the Turbo. I know 
because I owned the Sega Genesis and 
traded it in for the TurboGrafx. Even 
the better Sega games, like Ghouls and 
Ghosts, are ruined because of annoying 
flicker problems that are so bad in 

character! Is this 16-Bit power? If it is 
than I’d rather have the inferior system; 
especially when it plays more games of 
better quality 

Mark Payne 
Little Rock, AR 

(ed. - Ever since we proclaimed the 
Genesis "System of the Year" in our an¬ 
nual Buyer's Guide, we’ve received a 
flood of mail from die-hard fans of both 
systems. Since this is becoming an issue 
of great debate, we urge users of both sys¬ 
tems to respond with their feelings about 
the consoles and the games they play.) 

We Buy-Sell Used 

NINTENDO 
SEGA - GENESIS - TURBO 

GAMES 
HIGHEST PRICES PAID! 

Send For A Price List 

With A Self-Addressed 

Stamped Envelope To: 

u.v.T., inc. 
Olympia Plaza 

Route 22 East 

Scotch Plains, NJ 07076 

(201)232-3222 
CALL FOR NEW GAME PRICES! 



ELECTRONIC 
GAMING 
REVIEW 

CREW 

NES-Nintendo 
Super Mario Bros. 3 

Type: Action Release: 2/15/90 
Levels of Play: 8 Difficulty: Avg. 

NES-SunSoft 
Batman 

Type: Action Release: 2/15/90 
Levels of Play: 5 Difficulty: Avg. 

138 HI ms 
The long-awaited sequel and latest 

chapter in the Super Mario saga continues 
the running/jumping/block-breaking of 

landscapes. Claim areas and fight for 

tumes that broaden Mario and Luigi’s ac- 

the most challenging Super Mario yet. 

The Caped Crusader comes to the video 
game screen courtesy of SunSoft! In this 
NES adaptation of the comic book super 

traverse multiple levels of vertical and hori¬ 
zontal scrolling to reach the Boss charac- 

power-up capsules that are left behind by 

weapons. Detailed intermissions which 

$ 
T 
E V 
E 

E 
D 

M 
A 
R 
T 1 
N 

J 1 

Having survived the CES in Las 
Vegas, Steve is now looking for- 

pleted Bonk’s Adventure and 
Neutopia for the Turbo! 

Super Mario Bros. 3 is the largest, most 
is coupled with Jgp^aphics and back_ 

mood of the movJW^ does detract a bit 

termissions are w^B^e and there's plen- 

Some of Ed’s favorite carts at the 
CES included Shinobi Kidd and 
Moonwalker for the Sega 8 and 
16-Bitters, Super C and Mario 3 

ture on the Turbo. Phantasy Star 

have created a gan^hdose to perfection 
as you can get. Se A best from SMB, 
add the changing^lalities of SMB 2, 
and beef it up witt3|*g of power, hun- 

get the best game ever made for tire NESI 
1 

Mega Drive, Bloody Wolf on PC 
Engine and Red Alert for the PC 
Engine CD-ROM. 

mm 
Batwing, but all in all this is great gaming. 

Jim is in video game heaven now 
that he’s gotten ahold of Castle- 

tures. Astyanax and Super where along the w^j!|^ine to make SMB mm 
10 







In a Land of Impossible Evils... 
the classic struggle between good and evil 

comes to life. Mixed with magic and the latest 

computer technology, a spell-binding game 

for your Nintendo Entertainment System® 

is bom! 

As the hero warrior Victar, you will battle 

Wizards, Troglodytes, and Undead Souls. 

Master 7 levels and 3 worlds in your quest 

to conquer the demons of the Dark Lord. 

Traverse chasms of fire and mountains of 

doom to confront the fiendish Gatekeeper. 

Risk It All 
With cunning and skill you wield the 

ancient and broken Demon Sword” lb defeat 

the evil forces ruling the land, you must 

recover the Sword’s missing pieces and restore 

its mystical power. The journey is long and 

the way is hard. Gather your courage, grasp 

your blade, and release the power that is 

yours to control! 





TOSS ONE 
AND SEE WHAT HAPPENS. 

A Submersible Bubble... A Trampoline... A Vitablaster... 

Blob has come from the distant planet 
Blobolonia™ in search of an earth boy to help 
him save his world. 

Discover his amazing appetite for jellybeans, 
and watch as he changes shape with every flavor. 

Learn to use this special power to overcome even 
the most outrageous obstacles. 

Join the Blob on his famous adventure filled 
with constant surprises and humorous characters. 
A BOY AND HIS BLOB." New for the NES. 



NES-Jaleco 
Astyanax 

Type: Action Release: 4/01 
Levels of Play: 6 Difficulty: Avg. 

NES-FCI 
Phantom Fighter 

Type: Act./Adv. Release: 4/1/90 
Levels of Play: 8 Difficulty: Avg. 

NES-Hudson Soft 
XEXYZ 

Type: Act./Adv. Release: 3/15 
Levels of Play: 6 Difficulty: Avg. 

J? 
you’re wisked away to a violent world filled 

battle your way through these deadly 

cess he has imprisoned. A variety of scrol¬ 
ling backgrounds, weapons, power-ups 

You control Kenchi, the well-known Phan¬ 
tom Fighter, in a battle against the evil 
Chinese phantoms known as Kyonshies. 
You must traverse eight peaceful villages, 
battling the ghosts with your superior mar- 

Phantom Fighter is supported with de- 

its theme by taking players on a trip 

and under the sea. Each round of play cul- 

who possesses even more powerful 
abilities. All types of power-ups are at- 

Astyanax seems to be inspired by the Turbo Phantom Fighter is not an incredibly intense 
game, but it doe^fl^pood job of taking 
your typical kung^^^Man game one step 

scrolling playfielc^C^Very well animated 
fighting techniquePWothing new, but a 

What begins as a slightly below-average ad- 

out and slightly addictive. 

just doesn’t play well. The back- 

that doesn’t makeup^tthe game’s lack of 

The enemies in the<» rooms jump and 
punch. You punt^tenAck. No fancy kick 
spins or slick mo^l^, just the very bas- 

it! Otherwise we’ A^^Hh a very good ad¬ 
venture/quest game^flfilar in concept to 
Blaster Master. Xew#offers a wide variety 
of challenging action both character and 

and variety in game play make this work. 

mm kung-fu games J^SnES. Extremely 
smooth animatioBffl^iickly scrolling de¬ 
tailed backgroun&brfl this game to life. 
Questions are thr^Wi to challenge your 

A side-scrolling action/shooting game 

eluding side-scrolC^^on, detailed gra¬ 
phic/text intermis^n*^nd mean Boss 

game controls, whi^Wrasluggish and inef¬ 
fective. Strictly average gaming here. 

ing^un^-fu^ only succeeds 
half-way. The c^^cs are indeed well 
done, but the ga^^Jjf is numbingly re- 

The graphics and music in Xexyz are noth¬ 
ing to write home They’re very flat 
and very averageMh^Bame doesn’t play 
well early on eitfBf^^the scope of the 

1 _-l 





NES-FCI 
WCW Wrestling 

Type: Sports Release: 3/1/90 
Levels of Play: N/A Difficulty: Avg. 

NES-Tertgen 
Shinobi 

Type: Action Release: Now 
Levels of Play: 8 Difficulty: Avg. 

NES-Talo 
Wrath of Black Manta 

Type: Action Release: 3/15 
Levels of Play: N/A Difficulty: Avg. 

’’ A" . iiil 
Wrestling sweepstakes is FCI's World 
Championship Wrestling. This cart corn- 

can now control well-known competitors 
like Lex Lugar and Ricky Steamboat in 

puter or human opponent. Great graph¬ 
ics, customizing holds, and fabulous voice 

his debut on the Nintendo Entertainment 
System courtesy of Tengen. Adapted 
from the coin-op game of the same name, 
NES Shinobi reproduces all of the star¬ 
throwing, karate kick-em-up action of the 
quarter-eater. Rescue hostages while 
wasting bad guys in each scrolling level of 
play, and take on the bigger and badder 
Bosses that wait for you at the end. Don’t 
be afraid to use some Ninja Magic for extra 
offensive muscle when things heat up! 

games such as Rolling Thunder and Code 

anics such as jumping and fighting, with 
special messages and graphic/text 

Once you learn the proper methods of in¬ 
itiating attacks, becomes a load 
of fun. It has a mu^preater attention to 

play, than similar Arts and promises to 
delight wrestling f A who got burned with 
WWF Wrestlemania. 

character as well^^^ overall game play 

a high level of^ctiA with more than 
enough enemy tfflfcpTut NES Shinobi un- 

Wrath of the Black Manta looks fine and has 
all the necessary e^gMats to create a great 
game, but the \ej cfWfacter just doesn’t 

==ess 
enough excitement to deserve its rating. 

Not a bad wrestling game! The selection of 

age, but the audio is outstanding. 

Just another version of the original game. 
Not as good as version, but if 
you've never play^^SMS this one's O.K. 
The game is f reproduced and 
about as good ^^thAjES can do. The 
graphics are onl^Aige, audio is good 
and the game handles well. 

This game is only slightly above-average in 

as smoothly as Special hidden 

added to expand the appeal of Manta. 

I’m not into wrestling games, but this is the 

more could you want in a game! 
mm This game is nothing spectacular, but it 

phics are O.K. play is fair, but 

cart in general. ■SBon't have Rolling 
Thunder than yoiNp^t want to check it 

The most notable thing about this game are 
the great voice effegp^riously, this wres¬ 
tling game impr^fes^pon previous at- 

phics are also handhpRuch better, with re- 

cade version, but^^^fore sacraficing gra- 

disappointing. 

16 



The year's 2777. And 
earth is gripped by terror! 

XEXYZ, a peaceful global kingdom, 
has been attacked by a great space 

fortress of bizarre mechanical beasts! The 
whole planet is enslaved, doomed to 

a nightmarish existence. □ Only you, a lone 
Star Warrior, can challenge the robotic 

monsters and their cruel empire. Only you can 
save earth from its horrible fate. □ Play 

XEXYZ, live XEXYZ. Look for it today 
at your favorite video store. 

MrMtmWT 
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TurtaoGralx - NEC 

Final Lap Twin 
Type: Driver/RPG Release: Now 
Levels of Play: 20 Difficulty: Avg. 

TurboGrafx - NEC 

Cratermaze 
Type: Maze Release: 3/15/90 
Levels of Play: 60 Difficulty: Varies 

TurboGralx-NEC 

Bonk’s Adventure 
Type: Action Release: 4/15/90 
Levels of Play: 5 Difficulty: Hard 

II1 ■ II ■ ■ 
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Rev your engines and get the pedal to 

tion, with real tournament play in both For¬ 
mula One and standard scenarios. Select 

ment that takes you across the globe to 

pack to reach the top six positions and go 

ed with scattered treasure as well as nasty 

gun that creates holes which trap the bad 
guys, and also fill holes to kill them. Other 
power-up implements, like shoes to move 
faster and exploding bombs, can be used 

the mid-game and end-game Bosses, 

Grafx appears to be Bonk: a sheepish cave 

bad guys and the Bosses they control by 
head-butting them or jumping high and 

special techniques round out the game. 

well, with plenty (^|^s available and 20 

mode gets repetitiv^Ken though the cour¬ 
ses change, howevwind you may be tired 
of racing by the tinrjyou reach the end. The 

The enjoyment you get depends on the dif¬ 
ficulty. At its easiest^he game is a push- 
over, appealing onlvBiunger audiences. 
At the higher lev^K®nging doors, and 
faster bad guys arBlAito make it almost 
too difficult. Either®, the game’s not 
much fun and the graphics remain sparse. tinue is welcome. A bit short, but very good! 

Overall a decent racing game. FLT offers 
good graphics but the head-to- 

fun. The race/quest^Kion is different and 
not especially grealAot as fast as Victory 

the two player split-screen play. 

Another game oriented to younger players. 

interest but the 60 le^ftffer little variety to 
hold a person's in^eflThe difficulty sel- 

impossibly difficul^®hics aren’t excep¬ 
tional and the game gets boring quickly. and whole game is very, very well done. 

An RPG driving game, all 1 can to this al¬ 
ready rediculous idys that its very poor 
first-person graphiBBd almost non-rel- 
evant quest makg^s^Turbo game which 

the arcade original^Kstead it ends up 
being a real disappointment. 

An average maze-type game which seems 

will prove to be iMfehrough for most 
players. This oneJadeBitely intended for 
younger players, 

saur foes. Great! &J^nt game play and 

will delight all typflof players. Enough 
challenge for all players. 

Final Lap Twin doesn’t excel as a RPG (there 

split screen provBl^^interesting effect, 
but limits playab®. Je structure of the 
race is fine, and th®pKilty is just right, but 
FLT is not intense enough as a racing game. 

Cratermaze looks bright and flashy, but has 

did on level 1, the ga^Krovides too many 
power-ups and toeiwtes into a walk¬ 
through with little HVT Harder levels add 
challenge, but are too difficult. Forget it! 

Forget about the Cratermazes and Final 

Bonk is an excBS^side-scrolling ac¬ 
tion/adventure with superb 
graphics, excelleMnu* and sounds, and 
enough variety in%0play mechanics to 
allow for all kinds of options. A great game 

20 



"HOW I WRESTLED 
MACHO MAN’AND WON!” 

“I just beat ‘Macho Man’ Randy Savage™! And I did 
Acclaim’s WrestleMania® for Nintendo? This is one 
tough video game. It’s got incredible wrestling 

. moves, and the best WWF superstars. 
“When I wrestled ‘Macho Man’, I was Hulk 

Hogan™(Nobody beats the Hulk.) I went head-to-head I 
with my friend, Johnny Sterner. He was ‘Macho Man’. I 

He came at me with his patented 
flying elbow smash and a vv^Atoys 

: —3sps^F?'"~5%eacl butt, two of his best ^ A jSL- 
'Av moves. But I was the 

Hulkster, ” down but never out. P“At first I kept my distance, letting 
f my power level build up. I was smart 

enough not to corner the ‘Macho 
Man’, because that’s when he turns 

into a real Savage. Then I came 
back with a furious attack— 
an uppercut smash, a head 
butt and a drop kick, wearing 

him down and keeping him 
0. from grabbing his energizers. 

“I finished him off with the 
. • ultimate body slam 
gfg and... I’d tell you more, but ”*•*-'*' M I^^^^nHH^lifwemet— 

you might beat 
jUjjjjP * me the same way. 
******** “Wanna try? Go out and 

get Acclaim’s WWF WrestleMania® for 
your Nintendo? It’s the video 

, 9ame to beat!” 

WK* >1«laim 
Masters of the Game 



GameBoy-Fd 
Boxxle 

Type: Puzzler Release: 3/15/90 
Levels of Play: 108 Difficulty: Hard 

GameBoy-Nintendo 
Golf 

Type: Sports Release: 3/15/90 
Levels of Play: N/A Difficulty: Avg. 

GameBoy-Bandai 
Hyper Lode Runner 

Type: Puzzler Release: 4/15/90 
Levels of Play: 50 Difficulty: Hard 

_______ 

placed boxes onto an equal number of tar- 

tions. As a handy warehouse worker, you 

designated dots. Two sizes of action add 

Beside bearing the distinction of the first 

eluding inputing your name, selecting 

porates the standard LR rules within the 
smaller GameBoy screen. Game play 
scrolls to accomodate a larger playfield, 
although the whole level can be paused 
and viewed. The object is to retrieve piles 
of gold by using ladders and ledges, while 
outsmarting the troops that give chase. 
The pursuers can be stopped by digging 

sions play between each level. when all treasures are captured. 9 

made and should please golf fans. but the puzzling game play is no fun at all.' 

reality proves to taPcuSFchallenging. Up 

that, however, it geyso hard and complex 

ics or sound, but the game is fun for awhile. 
ms GameBoy copy. It^B&hard and offers lit¬ 

tle enjoyment as yWi p^. Each level is vir¬ 
tually the same and^fe game becomes 
frustrating very qiMI^B you like LR it Is a 
good conversion amBWsigned to be more 
difficult than average. Way too hard. 

A nice addition to the GameBoy library of GameBoy plays an excellent game of Golf. 
All of the features |||^||gpect from the real 

This is Lode Runner for GameBoy, that’s all. 
If you’ve played the *»ne on the NES or 

to get from this version. Decent 
game play and aiH^Bde are the strong 
points in this otherwisBoring title. 

There are too many puzzlers on GameBoy. 
While it’s a nice mag^e's mind can only 
take so much abusgbetore a headache sets 
in. Honestly, this a bit better than 
most, although iu^jjjnall screens that 

great, as a game it’s only average. 

This is a very good game that addresses 

lated shots of specific areas and more! 

an NES ga^e, i^^afns lousy Is a 
GameBoy game. Wt^Kend the time mak¬ 
ing a puzzle gam*ha» absolutley no fun 
at all? LR starts oU^Pfird from the begin¬ 
ning and contains nothing to motivate play. 
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Hot News for Hot Shots! 
Get the inside track on SunSoft games in the 
FREE Sunsoft Game Time News. 

The CAPED CRUSADER is back, a: 

you’ve never seen him before! 

If the stark reality and explosive actionJRhe 
movie BATMAN left you screaming^Prore, 
this is the moment you’ve beeniw^j 
for! It's a trek from the stree^^r 
GOTHAM CITY'" to the djpPfepths 
of the city underworld JjfMunt to life 
with graphic magicjIrBATMAN 
today at your favoflB dealer now. 

WlEHOLDER! 



GameBoy- Acclaim 
Kwirk 

Type: Puzzler Release: 3/01 
Levels of Play: 99 Difficulty: Avg. 

Blue Lightning 
Type: Shooter Release: Now 
Levels of Play: 9 Difficulty: Avg. 

Chip’s Challenge 
Type: Puzzler Release: Now 
Levels of Play: 150 Difficulty: Hard 

PP!| 

~feli I 
aiiiiiiiiiiBiiiiniM 

Sort of an expanded version of Boxxle, 

cucumber-like buddy. The goal of the 

be pushed over walls to destroy them, and 
an arcade-style game which awards points 

sleek jet-fighter, given new mission orders 

uver freely while hunting down air and 
land-based targets, while others require 
precision flying through canyons. Guns 
and a limited number of missiles can be 

codes allow you to continue at higher 
levels of play. 

puzzles loaded with hazards, dangers, 
and rewards. Only by securing the objec¬ 
tive in each round, either retrieving target 
items and/or reaching a target location, 

ficult rounds. Obstacles, puzzles, and 
multiple types of surfaces all combine to 

Blue Lightning is a showpiece game for this 

ing of the backgiKn* coupled with the 
realistic scaling oSiSjects, make this a 
visual tour-de-for^jj| game play, while 
changing slightly^^repetitive, but this 
remains a must-have buy for Lynx owners. 

Chip's Challenge represents the first puz- 

graphics and pla^l^^ superlative, with 
a good game the end result. 

Yet another puzzle game for Game Boy. ssw.1iss« 
Chip’s takes the box-type puzzle idea one 
step further by adffj/gjmjpr and expanding 

be done in just the ^Rrder. it becomes 
too difficult too c||gpnd Just isn,t much 

scrolling is well impWiented and adds to 
the game even moJM Conveyor belts and 

goals, add variety and challenge to the 

push revolving bj^ksfl hinges in the cor¬ 
rect pattern. AnUl^puzzle game that 

WOW! Because of this game 1 am com¬ 
pletely impressedJMtte graphic capabil¬ 
ities of the Lynx, the best first-per¬ 
son scrolling I've ^■^Eice After Burner in 
the arcades, hg## repetitive,butthe 
graphics and 3-u^PR more than make 

Chip’s Challenge is a great maze/puzzler 

find entertaining. Very addictive. 

and it succeeds oofl^t accounts. Some 
of the puzzles amre^hteresting and the 

don’t really affect the game much. 

This game is outstanding, with graphic real¬ 
ism that before no^^ld only be found in 
the arcades! TheAcm first-person scoll- 
ing, combined w^B^Tconstant shooting 
and deafening exjj^^^ all come together 

plenty of action! 

This is the type of game that the Lynx should 
probably have, buUte not exactly over¬ 
whelming. ChipwBfces many different 
games that all mastered to pro¬ 
gress to the higheHevV. Chip's is sure to 
keep you occupiec^|^me time, but most 
will probably get bored before they finish it. 
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SIMON BELMONT 
RETURNS TO BATTLE IN 

CASTLEVANIA 3 

)ther new addition made to the 
vania theme in part three intro- 
a whole new level of strategy and 
ment into play. During the 
i of the quest, Simon must battle 
1 major Bosses such as a hunch- 
d Igor and the brother to Count 
la, the vile Count Alucard. Oth- 
js, such as the Vampire Hunter, 
;ld captive by other creatures, 
these special Bosses are reached 
sfeated, Simon will become en- 
I with their special powers! Much 
the game Mega Man, you must 

when to activate certain person- 
and weapons. 
alter ego feature servos several 

ses. First of all, it requires Simon 
lore and visit all of the lands in 
vania. Because later rounds re- 
the use of the many different 

3 is also loaded with hazards that range 
from swinging pendalums to rotating 
gears. Conveyor belts, breaking 
stones, rotating platforms, smashing 
spikes, and falling stones are but a sam¬ 
pling of the surprises that await Simon 
in his third outing against Dracula. 
Castlcvania doesn’t stop there, either. 
Now you must not only eliminate the 
blood-sucker, but also several other 
monsters! The final conflicts takes 
place in the chambers of an enormous 
demon who attacks Simon in a manner 
almost identical to Loki from the Gene¬ 
sis game Ghouls and Ghosts. While the 
Nintendo version of this battle is no 
where near as detailed, it is just as chal¬ 
lenging! Destroy the last creation and 
Castlevania is saved! Or is it? 

; 
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' THE CULTURE BRAIN WORLD 
When you hold a game cartridge 
from Culture Brain, you’ll find 
it is like a little magic box that 
moves you with the excitement 
to make your dreams come 

the four latest dream worlds. 
The first world is the Magic 
of Scheherazade.' "A masterpiece 
of action adventure based on 
the Arabian fantasy story 
which has been passed down 

second 

Simulator 
highly rated 
ES sports gi 

swwuwr'" 



2 PLAYERS COMICAL KUNG-FU 
ACTION GAME 

Jacky and Lee, it’s up to you to 
through the Demon's Castle and rescue Princess Min- 

ARCADE HIT 

Sake(wme) 

Shorin Temple MarkB 
It the Cat Mage hits you 

h with her beam, you'll turn 

sure will protect you from 

Shorin Temple MarkA 

th this treasure, you'll 

Mirror 

GRAB THE TREASURES! 





REALISTIC KUNG-FU ACTION RETURNS! 

5 A BATTLE OF THE 
rER A PROLONGED SILENCE, 

THE LEGEND RETURNS! 

SUPER REAL KUNG-FU GAME. 

iuu ii idtc me luugiieM uidiiengei* iium sia 

different styles of fighting, at the World Tournament 
of Contact Sports. 



You are Ryuhi, a dedicated student of the ancient art of Kung-Fu. But your wise 
master has been kidnapped, and with him, the Secret Scrolls, which hold the key to 
awesome fighting skills. Now, set out to defeat the evil Tusk Soldiers and regain the scrolls. 
Your goal: The World Tournament of Contact Sports, where you will seek out the evil 
warriors of darkness. 

•M 

FLYING DRAGON™ 
The classic hand-to-hand combat game and 
arcade hit(Shang-Hai Kid")is back,especially enhanced for the 
NESI 

" I KUNG-FU SO REAL, YOU’LL BE OUT OF BREATH! 
Tilt’s the first game to include realistic defensive 

techniques, letting you thrill to the most authentic 
kung-fu fighting ever created in a videogame. 
With an incredible assortment of 
moves at your command, 

you’ll feel like an expert fighter, thanks to the support of 
Artificial Intelligence programming. Here are just some of 

the fantastic moves you’ll master. 
o a w 6 © o © 
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rJVE CHAPTERS OF MAGIC AND MYSTERY, 
OVER 750 DAZZLING SCREENS. 
Unprecedented scale, challenging puzzles, and intense 

wonder. The world of Scheherazade is an adventure full o 

MAGICAL BATTLESWITH ELEVEN ALLIES! 
Seek out your trusty companions and invoke an astonish 
ing variety of magical spells. Through the past and the 

ARTIFICIAL INTELLIGENCE ENHANCES THE 
GAME EVEN MORE! 



ELECTRONIC CAMINC EXPRESS 

FIRST IOOKS AT NEW HAND-HELD AND PORTABLE 

MACHINES FOR NINTENDO, SEGA, AND NEC SYSTEMS 

"The only constant is change." 
This adage holds particularly true for 

the videogame market, where technolog¬ 
ical strides in hardware and game de¬ 
signs are necessary elements in the evolu¬ 
tion of the marketplace. 

While the most recent high-tech bat¬ 
tleground proved to be the 16-Bit con¬ 
soles, with NEC’s TurboGrafx-16 and 
Sega's Genesis machines the principle 
contenders, the next war fought between 
the gaming goliaths may not be in your 
living room. Fueled by reports in the last 
issue of Electronic Gaming Monthly, 
we’ve set out to bring you the complete 
story on the next-generation of hand- 

pear on these shores. 
Led by the current leaders in the port¬ 

able gaming field, Nintendo (with 
GameBoy) and Atari (with their more 
powerful Lynx), the hand-held party will 
soon be crashed by even more advanced 
units from NEC and Sega that will not 
only bring complete mobility to game 
play, but also allow you to use vast librar¬ 
ies of existing games. Even more ad- 

these newer systems. 
The staff of EGM has traveled the 

world, contacting the designers of these 
machines, to create the following article. 
While more details are sure to follow in 
the months to come, we’ve compiled the 
latest facts and figures on the primary 
weapons set to battle in the war of the 
hand-helds, as well as new info on the 
GameBoy and Lyrnc. 

BDL’s 
Nintendo Express 

With talk and rumors of all kinds of 
color hand-held and portable systems 
coming from all the major guns, many 
insiders have been waiting for Ninten- 

with a new ColorBoy or GameBoy 2 
color machine. For the time being, 
however, Nintendo has officially stated 
that they have no plans to release such 

But wait! It appears that a portable 
Nintendo game system will appear this 
year! BDL, a new high-tech company 
with an extremely bright future, has se¬ 
cretly engineered the new system and 
will now produce the machine themsel- 

Without a doubt the most exciting of all 

but will also play all current NES cart¬ 
ridges! 

Called the Nintendo Express, BDL’s 
new wonder-system uses a specially 
constructed 4 inch color CRT with a 

vivid picture quality. Carts snap into 
the back of the unit and provide all of 
the enjoyment of standard NES games 

Through special designing by high- 

minated unnecessary circuitry and 
scaled the system down onto a board 
that measures only three inches by five 
inches. The end result is a NES with a 
handle and built-in screen that’s light¬ 
weight and completely portable. 
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NEW SNK 16-BIT GAME SYSTEM BRINGS REAL 
ARCADE GAMES HOME IN JAPAN! 



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, 
very move you make could jeopardize your 
?llow rescuers, and those held captive. 
RESCUE: The Embassy Mission. The ’ 
rtion comes fast and furious. Itchy- 
ngered enemy gunmen. A perilous rappel 
own the sheer face of the Embassy. If you 
trvive that, don't get cocky. You've still got to out- 
taneuver and out-think your opponents inside and 
lastermind the escape. 
There are 15 levels of difficulty, from "Training/ / 
lission" to wickedly-fast "Jupiter Mission:' Thrills are 
elivered in bold strokes, with super high quality ' 
raphics and animation. 
With RESCUE: The Embassy Mission, brainpower 

, as important as firepower. / 
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SECRET VIDEO GAME TRICKS, 
CODES, AND STRATEGIES 

_m GAMEBOY CASTIEVANIA 
Sestet 1-Up 

This is a very simple tip that will 
allow you to raise your reserves of 
lives by one. When the game 
begins, ignore the first torch that 
you see. Whatever you do, don’t 
whip it! If you collect all the tor¬ 
ches after that, you’ll discover that 
one will become a 1-Up instead of 
being just another coin! 

JAELECO 
Play the one game and see what 

happens, you’re sure to be happy! 
Andy Peters 

6H0ULS AND GHOSTS 
bvMMHy 

We printed the top secret trick for 
instant warps to anywhere in the game 
Ghouls and Ghosts in issue 6 of EGM, 
but now we’re back again with a new 
code that’s perfect for players who 
want to win, but also don’t want to 
miss the spectacular sights and sounds 
that are delivered along the way! 
To initiate this superb power-up, you 

must press the the pad Up, Down, 
Left, and then Right. Each time you 
press the pad you must also press the 
’A’ button at the same time (do NOT 
hold down button ’A’ or the trick will 
not work). 

Now, after you have finished with 
this, you should hear a short harp 
sound (just like when you activated 
the level select from issue 6). When 
you hear this tone, HOLD DOWN 
button ’B’ and press ’Start’. Next, let 
go of the ’B’ button and HOLD 
DOWN button ’C’ and press ’Start’. 
Now go show ’em who’s Boss! 

Brian Gatti 
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FIGHTING STREET First, you must get a score high 
1 Secrat Input* enough to allow you to access and 

Fighting Street can be very difficult 
to complete, even for the most table. Depending on which set of 
seasoned players. There is a new special initials you input, you’re given 
technique that has been discovered, all types of enhancemei its and op- 
however, that will allow anyone to tions: 
take advantage of several built-in op¬ .AS - Level Select 
tions - if you know the secret! Use .SD - Ryu throws all supe :r punches 
these to finish this great CD game. .LK - Ryu uses all super 1 :echniques 

: super ss 

8-EYES 
Spscial C«d« 

8-Eyes can be a very complicated 

1 highest 
ounds almost immediately! Try 

both and see what happens: 
TAXAN TAXAN 
FINAL STAGE 

Now you’re ready for the final battle! 

es you can progress 

BLAZING LAZERS 
Invincibility 

After accessing the sound test by 
holding ’Select’ and toggling the pad 
Left and Right, press button 1, press 

:on 2, and then hit ’Select’ 21 
:s (see EGM #6 for more de¬ 

tails). Move the sound test to 6E and 
hold Down on the pad before press- 

ig ’Run’ for invincibility! 

i 

33 H I 
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BASEBALL STARS 
Pww-Uy Team 

To create a super team in the SNK 
baseball game, Baseball Stars, use 
these special power-up techniques. 
The first trick will give you a power- 
up team, while the second one sup¬ 
plies you with an all-girl power-up 
team! Here we go: 

First of all, make a team using the 
’A’ button as normal. Then press 
Down, Right, Left, Down, Down, 
Right, and Up. The question "When 
isn’t it?" will appear. Change this to 
"When it is”. Now you are gree to 

am name and logo 
eh, you can select an all- 
l composed of powerful 

Once again, make a team. Press 
Down, Right, Left, Down, Down, 
Right and then Up, making sure not 

Change this phrase to "A Bird." and 

the ’B’ button and then the ’A’ but¬ 
ton and you’ll be free to put in the 
team name and the logo to start play 
with the most powerful women! 

Dennis Bononami 
Woodridge, IL 

WE STAND CORRECTED! 
In issue 6 of EGM we mistakenly 
printed incorrect procedures for 
several tips. On Galaga ’90, press 
and hold the pad Up when pressing 
the ’Run’ button to access the pow¬ 
er-ups (not button 1 as was print¬ 
ed). In Legendary Axe hold 
’Select’ and button 1 while pressing 
the pad to the Left for extra con¬ 
tinues (don’t hold button 2). 

WIN A FREE GAME FROM EGM! 
We want you to play like a winner, and we’re ready to pay! 
Give us your tips and clues, your secret continues, level 
selects, power-ups and codes! If we print your tip, we’ll give 
you credit in these pages as well as a free game of our choice 
(you can pick the system)! Get the best tips anywhere and 
get a great game as well from the magazine that’s first with 
the best secrets on all the game systems - EGM! 
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PHOTOS OF 100 NEW NINTENDO, SEGA, TURBO AND GENESIS GAMES 

THE MOST COMPLETE REPORT 
YOU'LL FIND ON THE GAMES OF CES 



ELECTRONIC GAMING MONTHLY TAKES YOU... 

BEHIND*SCENESsCES 
Twice a year the big guns in the video 

game industry gather together to par¬ 
ticipate in one of the largest trade con¬ 
ventions of its kind. The bi-annual 
Consumer Electronics Show (CES) not 
only provides game manufacturers with 
an excellent opportunity to show off 
their latest softs to toy store buyers, it 
also gives mags like EGM the chance 
to sample the carts that will begin ap¬ 
pearing throughout the year. 

The most notable participant at the 
show, as you could probably guess, is 
Nintendo. The gargantuan Nintendo 
booth, which measures in at around the 
same size as a football field, not only 
contains the new innovations from the 
video game mega-power, but also in¬ 
cludes most of the third-party licensees 
(which now number more than 50). At 
the Winter CES, more than 100 new 
NES games were shown, in addition to 
nearly 90 new GameBoy softs (watch 
for EGM #10 for previews and photos 
of the new portable carts). 

In the other corner was Sega, recent¬ 
ly liberated from their Tonka distribu¬ 
tion agreement and showcasing both 8- 
Bit and 16-Bit titles within the walls of 
their maze-like presentation area. 
While several new 8-Bitters occupied 
their area, the major focus and most of 

TWICE A YEAR THE BIG CUNS 

IN THE VIDEO GAME INDUSTRY 

GATHER TOGETHER TO PARTIC- 

PATE IN ONE OF THE LARGEST 

TRADE CONVENTIONS-THE 

CONSUMER ELECTRONICS SHOW 

the attention was reserved for the 16- 
Bit games and the selection of new 
third-party games being offered for the 
first time by names such as Treco, Seis¬ 
mic, Dreamworks, and Activision. 
Some of the best games at the show 
were to be found in the Sega booth. 

The last big-name player to appear on 
the show-floor was NEC. Making up 
for their no-show at the last summer 
CES, NEC pulled out all the stops to 
make the CES premiere of their Turbo- 
Grafx-16 game system a success. Mix¬ 
ing previews of familiar titles like 
Bonk’s Adventure and Neutopia with 
unreleased PC Engine softs seemed to 

the use of enormous big-screen tele- 

While the CES may seem like a game 
player’s paradise (and it is!), your dili¬ 
gent EGM staff was there in another 
capacity; to document the entire show 

best to insure multiple photos of every 
game at the convention for this EGM 
special! Many of these games have 

were shown to EGM on an exclusive 
photographic basis. We’ve done our 
best to bring you the real reason for the 
show...GAMES, GAMES, GAMES! 
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Steve Harris 

NEW GAMES & LICENSEES KEEP NES ON TOP 
White occupying a slightly smaller 

space than the previous CES, the mam¬ 
moth Nintendo booth packed in a num¬ 
ber of new licensees with dozens of veter¬ 
ans determined to show off their best. 

Some of these new companies, such as 
Bullet-Proof Software and Square may 
not be familiar names, but they’ve pro¬ 
duced some of the hottest NES titles ever 
made (Tetris and Rad Racer respective¬ 
ly). Other new licensees included Ar¬ 
cadia Systems (coin-op and computer 
manufacturer), INTV (previously the 
major agent for the old Intellivision), 
Parker Bros, (leaving Sega for the NES), 
as well as JVC and the American 
Softworks Corp. 

The other big news at the Nintendo 
booth revolved around the company’s 
Satellite and Four Score peripherals. 
These wireless and conventional adap¬ 
ters will make it possible for up to four 
people to interact simultaneously on 
some games. Both Nintendo, with their 
Super Spike VBall, and other licensees 
showcased new carts that will take ad¬ 
vantage of the multi-player function. 

Secret developments included the dis¬ 
tribution of more information on the 16- 
Bit Nintendo, raising the possiblity of a 
stateside release. A prototype of a new 
computer keypad, foruse with the NES’s 
upcoming modem peripheral, was also 
shown to selected parties. 

Acclaim - July 
NARC 

While graphically no where near as 

claim version of Narc makes a very 
good attempt at bringing the violent 

toned down a bit for home release, 
but hopefully it will remain the same. 

Konami - Now 

TOP GUN 2 
This is what the first Top Gun for 

the NES should have been. Konami 
has taken their time here and produc¬ 
ed a highly playable, occassionally in¬ 
tense simulator/shooter loaded with 
some nice effects and play that blows 

k the first game out of the sky! 

Taxan - May/June 

LOW ’G’ MAN 
Low G Man (Low Gravity Man) 

merges a number of proven play con¬ 
cepts with detailed scrolling back¬ 
grounds, hidden goodies, heavy pow¬ 
er-ups and huge Bosses. The closed 
door preview we received at the show 
left us begging for more! 
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Data East - Now 

HEAVY BARREL 

In this Contra-type battle game, you control a super- 

While this title does possess some nice scrolling graph¬ 
ics and potent power-ups (which are collected by un¬ 
locking chests with keys), the game play suffers from 
poor controls that make certain tight situations next to 
impossible to negotiate. Diagonal movement and firing 
are particularly frustrating and diminish the appeal of 

FCI - July 

AD&D - HEROES OF THE LANCE 

FCI’s latest addition to their library of adventure and 

the genre. AD&D - Heroes of the Lance, borrows the 
name and some of the game play from the successful SSI 

members, and action that combines straightforward at¬ 
tacks with adventure overtones. Promised as the first in 
a series of AD&D games (with Pools of Radiance set to 
follow), FCI has another exciting series of games. 
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THIS Past Christmas You Waited To Find A Parking Space, Waited in Long Lines, Wasted Lots 
of Time, and Wasted Lots of Money... ONLY To Find Out... 

THEY DIDN’T HAVE THE GAME YOU WANTED!!! 
THEN You Called US, WE HAD IT, WE SHIPPED IT. YOU GOT IT! 

THE ULTIMATE GAME CLUB 
Next Time CALL US FIRST & don’t waste time ever again. 

And since we ship overnight & match any price, why bother going anywhere else! 
CALL 1-800-TOY-CLUB & Order NOW! 



Capcom - March 

CODE NAME: VIPER 
Part Rolling Thunder, part Bionic 

Commando, Capcom’s Viper is a fan¬ 
tastic game. Graphic/text screens are 
used to break up the continuous 
scrolling action as our hero makes his 
way around the world in search of the 
bad guys. 

BPS - October 

HATRIS 
The NES sequel to Tetris from the 

Russian designer who started it all! 
From what we saw, Hatris wasn’t ex¬ 
actly a worthy sequel, with bland gra¬ 
phics and less than thrilling play. Per¬ 
haps they’ll try the computer sequel, 
Weltris, and leave this one home. 

BPS - July 

PIPE DREAM 
Adapted from the Lucasfilm com¬ 

puter game, Pipe Dream places you in 

pipes that lead in the correct direction 
to drain off before the water that trav¬ 
els through the maze catches up. 

Nexoft - May 

WIZARDRY 
One of the hottest RPGs in Japan, 

translated from one of the most suc¬ 
cessful quest series for home PCs, 
makes its way to the NES. Create a 
party and journey through three-dim¬ 
ensional mazes filled with wonderous 
treasures and hideous monsters! 

Milton Bradley - November 

TIME LORD 
This RPG, programmed by the 

European wizards at RARE, com¬ 
bines action and adventure elements 
together to capture the best of both 
worlds. While the game comes off 
well, die-hard fans of either genre 

58 



Milton Bradley - April 

ABODOX 
This shooter carries many standard 

features we’ve come to expect from 
the best blast-em-ups like highly de¬ 
tailed scrolling backgrounds, weapon 
upgrades for superior firepower, and 
large Boss attackers to conclude each 
round of play. Great game! 

Romstar - May 

RALLY BIKE 
Blaze your way through a variety of 

different landscapes, locating the best 
paths to take while avoiding opposing 
vehicles. An overhead perspective is 
used in this racing game that offers 
enough diversity in layouts to remain 
challenging. 

Acclaim - June 

BIGFOOT 
Challenge yourself or others to a 

multi-event contest featuring the 
giant car-crushing trucks and staring 
the one and only Bigfoot. Blaze 
through all types of powerhouse con¬ 
tests in this very different type of 

HAL - March 

L0L0 2 
That waddling puzzle-solver, Lolo, 

is back once again with all-new rooms 
to conquer. Wind your way through 
each room, retrieving the heart con¬ 
tainers that allow you to progress to 
higher rounds, and the power-ups 
that let you take the bad guys on! 

rtiQPf 
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Asmik - May 

COSMIC EPSILON 
In this Space Harrier-ish first-per¬ 

son fighting game, you command a 
flying soldier against a high-tech 
world full of opponents. Decent 
game play was improved greatly with 
a 3-D mode that requires special glas¬ 
ses and produces dazzling effects! 
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Kemco - March 

SNOOPY’S SPORTS 
Snoopy’s Silly Sports Spectacular Bm ... mixes the game play of Konami’s clas- 1 

sic Track and Field, with the loveable 
Snoopy character in a bunch of events 
that look and play just like cartoons! 
A great game for the younger set, fill¬ 
ed with a lot of fun and good looks! 

■§!-' -1 : 

Asmik - June 

JACK & BEANSTALK 
The Jack and the Beanstalk fairy 

tale comes to life, albeit somewhat 
haphazardly. This cartoony ac¬ 
tion/adventure cart tries to capture 
the feel of Super Mario games, but 
doesn’t succeed. To its credit, Jack 
looks good, but unfortunately plays 
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Irem - July 

IMAGE FIGHT 
A superb arcade shooter comes to 

life on the NES with equal quality! 
Image Fight introduces all kinds of ex¬ 
citing new power-up implements, in 
an outer-space shoot-out that 
matches some of the best Nintendo 
has seen! Great game! 

Irem - November 

KICKLE CUBICLE 
What looks like an abstract kiddie- 

game is instead a very addictive ac¬ 
tion/strategy cart fdled with possibil¬ 
ities. Using some play concepts pio¬ 
neered in the ancient coin-op Pengo, 
you slide enemies away while forming 
bridges to higher levels! 

Vic Tokai-April 

CONFLICT 
This is another NES attempt at 

bringing the action and suspense of 
board war games home. In Conflict 
you control armies within a self-con¬ 
tained environment, with all move¬ 
ments and action transpiring on a hex 
grid. War gamers should love it! 
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Nintendo - April 

PINB0T .. . 
The classic arcade pinball ms 

Milton Bradley - June 

CAPTAIN 
SKY HAWK 

One of the most surpris¬ 
ing games of the show. Ex¬ 
cellent scrolling graphics, 
featuring pseudo-3D land¬ 
scapes offer powerfully at¬ 
tractive action filled with 
lots to shoot and plenty of 
explosions. First-person 
rounds slow down and dull 
the game somewhat, but 
the primary scrolling bat¬ 
tles make this one of the 
most exciting original ef¬ 
forts (programmed by 
RARE) seen at the show. 
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UN - April 

NIGHTMARE ELM ST. 
A Nightmare on Elm Street pits you 

against fiendish Freddy Kruger, the 
disfigured monster out to capture the 
souls of the Elm St. kids while they 
sleep. While skipping on the gore, 
this game provides some decent 
thrills and 4-player combo action. 

Bandai - May 

DYNOWARZ 
Small characters and poor-man’s 

scrolling highlight this action game 
that features little excitement and a 
lack of detail. The graphics and 
sounds are adequate at best, and the 
whole game suffers from not being 
filled with enough to do. 

Arcadia Systems - July 

SPOT 
The stars of the new 7-Up commer¬ 

cials have their own game, and supris- 
ingly, it’s very good! Resembling a 
cross between checkers and Othello, 
Spot’s title character dances and per¬ 
forms other animations, while up to 
two people try to capture more spots. 
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Nintendo - April 

FINAL FANTASY 
Continuing their push for more 

RPGs, Nintendo delivers Final Fan¬ 
tasy. This is a role-player with some 
adventure-style scenes, scrolling gra¬ 
phics, and text interaction with a num¬ 
ber of characters that help provide 
clues and give advice along the way. 

CSG Imagesoft - June 

SOLSTICE 
Developed from a computer title, 

this game holds up well on the NES, 
with well-drawn three-dimensional 
rooms, secret passages, and special 
items that help make moving through¬ 
out the game a little easier. Thumbs 
up to CSG for this welcome surprise! 

Data East - April 

ALIEN ASYLUM 
The first in a series of low-priced 

($19.95) games from Data East, Dash 
Galaxy in the Alien Asylum is an 
original effort that combines cool in¬ 
tros with box-moving stage selection 
and a number of very basic games 
within a game. 

Capcom - June 

RESCUE RANGERS 
Another Disney game from Cap¬ 

com! Chip and Dale’s Rescue Ran¬ 
gers uses graphic/text screens to in¬ 
troduce the game and then switches 
to a horizontally scrolling action game 
filled with new techniques and hidden 
power-ups. A very good game. 

Capcom - June 

MAGIC KINGDOM 
The other Disney game at the show 

was Capcom’s Adventures in the 
Magic Kingdom. Using well-defined 
graphic/text screens and dual scroll¬ 
ing overhead movements, you can tra¬ 
vel the Disney park, where each ride 
is a game in itself! 
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Bandai - July 

GILLIGAN’S ISLAND 
This adventure RPG features the 

crew of the shipwrecked S.S. Minnow 
and casts you in the lead role of the 
Skipper. Following you through your 

gether you must use your wits and col- 

HI 

Tradewest - April 

OFF ROAD 
The multi-player arcade hit comes 

home to the NES as a multi-player 
racer courtesy of the Four Score and 
Satellite. Rip up the road and in- 

se your power through multiple 
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Tecmo - March 

WORLD WRESTLING 
Tecmo leaps into another sport and 

the results are impressive! Basic 
wrestling moves are accompanied by 
a commentator who follows the action 
at the bottom of the screen, and iso¬ 
lated close-ups of well-executed tech- 

UN - March 

X-MEN 
The comic book super heroes face 

their toughest battles yet in this new 
NES cart. Select a team of two char¬ 
acters and use their special abilities 
while you race through the vertically 
scrolling playfields towards the ulti- 
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Matchbox - May 

WEB WORLD 

Data East - April 

AL UNSER RACING 
Turbo Racing is Data East’s entry 

into the racing sweepstakes. Their ef¬ 
fort features qualifying laps, a number 
of different courses, and customizing 
features, not to mention the A1 Unser 
name. A dicker problem showed up, 
but otherwise a fine game. 

TOP PLAYER TENNIS 
Boasting the endorsement of Ivan 

Lendal and Chris Evert, not to men¬ 
tion full four-player compatibility 
with the NES Satellite and Four 
Score, Asmik’s Top Player Tennis 
stands out as one of the best tennis 
carts available for the NES. 

Seta - May 

BUILT TO WIN 
An interesting road rally racer that 

allows you to participate in activities 
related to the cityyou’ve reached (like 
gambling in Las Vegas). Customizing 
features expand play options even 
more, but unfortunately the racing 
portion of the game is weak. 
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Sofel - June 

WALL STREET KID 
This is one of the most unique RPGs 

we saw at CES. Instead of collecting 
armor and weapons to increase your 
booty, you fight corporate battles, col¬ 
lecting cash and stocks, to increase 
your portfolio. Definitely not main¬ 
stream, but the quest looks good. 

Arcadia Systems - July 

SILVER SURFER 
Here comes another comic book 

super hero determined to save the 
day! You assume the role of the title 
character, in a shooter that presents 
targets in both horizontal and vertical 
environments. Good graphics and a 
lack of color round out the cart. 

UN-April 

BACK TO FUTURE 2 
Beam Software programmed this 

little gem that, while better than the 
original Future game from UN, is still 
not exactly a blockbuster. The graph- 

better, and more exposure to the 
game could reveal more qualities. 

Tecmo - May 

BAD NEWS BASEBALL 
Tecmo expands their sports library 

with this new version of baseball that 
is slanted towards a younger audi¬ 
ence. With cartoon-like backgrounds 
and characters, BNB loses some real¬ 
ism, but the bright colors and cinema¬ 
scope effects add an original touch. 

Electrobrain - March 

PUSS ’N BOOTS 
This cartoon action/adventure stars 

a super cat named Pero who must find 
his way through multiple levels of 
scrolling obstacles. Along the way, 
Pero can uncover items and battle the 
enemy characters that stand in his 
way. Control could have been better. 
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UN - April 

THE PUNISHER 
Take a nasty comic book killer and 

place him in a scrolling shooter. As 
the detailed backgrounds move by, 
you control a target that can blast 
away bad guys and street objects. The 

play becomes repetitive. 

NTVIC - May 

ISOLATED WARRIOR 
One of the best new games unveiled 

at CES was this three-quarter per¬ 
spective scrolling shooter. Move 
about the diagonally-moving playfield 
(similar in appearance to the classic 
Zaxxon arcade game), wasting oppo¬ 
nents and grabbing up power-ups. 

Taito - March 

BLACK MANTA 
Wrath of the Black Manta is the 

complete title of this Americanized 
version of Japan’s Ninja Cop. Com¬ 
bine scrolling action similar to Rolling 
Thunder, with the additional techni¬ 
ques and graphic/text screens of Gai- 
Den and you have an idea of Manta. 

Seta - April 

CASTLE OF DEMONS 
Into the Flames of Darklarza is the 

subtitle of this side-scrolling battle ac¬ 
tion game. Ghosts and Goblins-type 
maps, and large end-level Bosses 
round out a package Filled with good 
graphics, sound, and solid game play. 
A nice effort from Seta. 

Kemco - May 

ROCKET RANGER 
Take the Nazi’s out of the computer 

version and you get the Kemco NES 
translation. Good graphics and a 
number of varied contests test your 
skills as you fight through standard 
play themes as well as large animated 
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Tengen-June 

LICENSE TO KILL 
Relive the adventures of James 

Bond, agent 007 in this licensed effort. 
Not only do you control the super-spy 
in multiple levels of play, you also take 
control of amazing gadgets and pow¬ 
erful hardware like a helicopter, boat, 
and tanker truck. Decent graphics 
and play bring the movies to life! 

life 

Tengen - April 

XYBOTS 
This first-person maze/shoot-em-up 

gathered little attention in the arcades 
due to the complexity of play. As an 
NES cart, however, Xybots offers lots 
to interact with, special rooms to ex¬ 

degrees and view all angles from your 

Tengen - April 

POLICE ACADEMY 

different roles, assuming the identi¬ 
ties of each of the Police Academy 
hopefuls, all out to save Commandant 
Lassard’s prized goldfish. Each char- 

of obstacles in this finely detailed ac- 

LJN - April 

PICTIONARY 
Play the popular board game onyour 

NES! This Pictionary combines the 
drawing/guessing of the real thing, 
with special mini-games that chal¬ 
lenge your game playing skills. None 
of the mini-games are too substantial, 
and the real game is more fun. 

Vic Tokai - May 

THE MAFAT 
CONSPIRACY 

The specially titled sequel to Vic 
Tokai’s in-house super-hero, Golgo 
13, stood out and above similar efforts 

The government once again calls on 
Golgo 13 to help solve a sinister plot 
by a criminal organization. A special 
spy satellite has fallen from the sky, 
and threats of a terrorist bombing are 
beginning to come from the 
mysterious Mafat organization. Can 
Golgo help? 
Superb graphics, fantastic new inter¬ 

missions, and hard-hitting game play 
make Mafat an explosive winner! 
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TURBO CHAMP 
Steve Harris 

NEC SHOWCASES PC ENGINE & CINEMAWARE 

With the exception of the Portable 
TurboGrafx shown to selected retailers 
and press (see Electronic Gaming Ex¬ 
press for complete details), the excite¬ 
ment at the NEC booth surrounded the 
company’s newer titles Bonk’s Adven¬ 
ture (which they hope to develop into a 
series of games), Neutopia, and Cyber 
Core, as well as the new alliance with 
software developer Cinemaware. In ad¬ 
dition to porting over the majority oftheir 
TV Sports line-up (including Football, 
Baseball, and Boxing), Cinemaware is 
also working on new frontiers in CD- 
ROM technology with It Came From the 
Desert - a sci-fi action game featuring 
real digitized images, movie-quality 
musical scores, and voice! 

NEC showcased a number of PC En¬ 
gines titles at CES, many of which have 
already been licensed from Japan. 
Some of the games that are going to be 
released later in the year include Shan¬ 
ghai, Microbox, and Double Dungeon, 
while cards under evaluation include 
Sinibad, Casino, Bloody Wolf, Super 
Volleyball, Tiger Road, and P-47. Many 
of these titles have a doubtful future in 
the U.S., but others may indeed arrive 
later in 1990. 
Another new peripheral, theAVBoost- 

er Plus, was also displayed. This new 
device will allow you to store and save 
games in progreess (ANY game)l This 
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Cinemaware - July 

TV SPORT FOOTBALL 
TV Sports Football uses several dif¬ 

ferent screens, as well as a scrolling 
playfield, to duplicate the sport of 
football. The static screens, used for 
certain functions such as field goals, 
are handled very nicely, but the actual 
movement of characters is choppy. 

NEC-June 

DOUBLE DUNGEON 
This first-person RPG uses a split 

screen to divide player statistics and 
information from the graphic window 
that constantly updates your position 
within a real 3-D environment. The 
game moves fast, looks good, and ap¬ 
pears to have decent game play. 

NEC - No Date 

BLOODY WOLF 
Finally, a good Commando-style 

shooter for the PC Engine/Turbo! 
Bloody Wolf uses great graphics and 
play mechanics for the bulk of the ac¬ 
tion, while simultaneously providing a 
fast-paced storyline filled with en- 

NEC - July 

RED ALERT 
Finally, a second Commando-style 

waste-em-all battle game. Red Alert 
plays a bit better than Bloody Wolf 
and is more likely to appear in the 
U.S. It’s also a CD-ROM title with 
great music and voice effects. A great 
game that will hopefully make it! 

Tengen - July 

XYBOTS & RBI 2 
Not chained to the mighty Ninten¬ 

do, Tengen is thankfully providing 
some of their more popular titles for 
the Turbo. Xybots looks cool, but 
another baseball game, even one as 
good as RBI Baseball, leaves a lot to 
be desired. Why not Stun Runner? 
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Steve Harris 

GENESIS GAMES GETTING EVEN BETTER! 

The most impressive games of the show 
were in the growing Sega Genesis booth. 
Now that Sega has signed on over a doz¬ 
en third-party licensees for the Genesis, 
anticipation is higher than ever. 

Sega appears to be sticking to their 
roots with coin-op names such as Super 
Monaco GP, Crackdown and E-Swat. 
But more original efforts, like SuperReal 
Basketball and Herzog Zwei should be¬ 
gin joining other Genesis carts soon. 
Another angle that Sega appears to be 
taking is aggressive licensing of movies 
and other properties such as Dick Tracy- 
Spiderman, Captain America, Fantasia 
and Mickey and Minnie Mouse. Al¬ 
though they’re in-house developments, 
these games possess the rich graphics 
detail, and solid game interaction we’ve 
come to expect from a Sega Genesis cart. 
A trademark that we’re promised will 
continue with projects like Hockey, Final 
Fight, and Shadow Dancer in 1990. 

Several computer companies will also 
launch titles on the Genesis, including 
EA’s Abrahms Battle Tank and 688At¬ 
tack Sub, MicroProse’s F-15 Strike 
Eagle, and Spectrum Holobyte’s ’Vette. 

Peripherals included the $50 Arcade 
Power Stick (look for it in May), and the 
Tele-Genesis modem should finally hit 
in July for around $100. New Tele- 
Genesis titles included Cyberball, Base¬ 
ball, and Battling Worlds. 

Tengen-June 
PAPERBOY 

From the odd-angle of scrolling, to 
the detailed characters and scenery, 
Tengen does the classic Paperboy 
coin-op complete justice on the 
Genesis. Very little is sacraficed to 
get the look and feel of the arcade 
original - Paperboy looked hot! 

Tengen-June 

HARD DRIVIN’ 
The ultimate racing game remained 

little more than the screen you see at 
the right. Tengen promises that the 
great visuals and thrilling speed will 
be faithfully captured on the Genesis, 
providing a good alternative to the 
equally impressive Super Monaco. 
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XTBUTS 
Tengen-June 

XYBOTS 

shooter should be done complete jus¬ 
tice on the Genesis. While the gra¬ 
phics in the arcade version were 
slightly choppy, the first-person, fu¬ 
turistic Gauntlet should delight fans 
of action and shooting games alike! 

73 



Technosoft - June 

THUNDER FORCE 3 

The most amazing shooter of the 
CES, in fact, the most amazing shoot¬ 
er ever created, appears to be Thun¬ 
der Force 3. Not only does this cart 
make part 2 look like a bad Nintendo 
game, it features some of the most in¬ 
credibly intense battles, all-new wea¬ 
pons, and fantastic opening screens 
that add a whole new dimension to 
play! 

Gone are the boring overhead 

placed exclusively by scrolling back¬ 
grounds and obstacles that fly past at 
dizzying speeds. Each round leads 
up to a specific objective and some of 
the wildest Boss enemies ever cre¬ 
ated! Thunder Force 3 is a blaster 
without equal, and a sure favorite of 
all Genesis owners who like a game 
that offers much more than good 
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Sega - July 

MOON WALKER 

A hot new license that’s sure to see 

cades and on the Genesis is Michael 
Jackson’s Moonwalker video game. 
Using portions of the great gloved 
one's Moonwalker movie and various 
music videos, the Moonwalker Gen¬ 
esis game mixes familiar tunes with 
Revenge of Shinobi-style game play. 

You’re Michael, trying to stop an 
assortment of thugs and creeps in all 
kinds of different locations. Besides 
kicking the bad guys out of the pic¬ 
ture, you can also use several special 
moves to thwart the enemy agents 
and get at the big Boss. 

The graphics in Moonwalker are 
dynamite, animated much better 
than normal games to provide an ex¬ 
tremely fluid appearance. Great 
sound and music are also employed 
to capture the theme. 

Sega - May 

GHOSTBUSTERS 

This action/adventure title stars the ghost-bustin’ trio 
from the Films and Saturday morning cartoon. Through 
graphic/text screens, the goal is established and you 
must plot your strategy. Explore the danger-filled 
hallways of various downtown buildings. Uncover hid¬ 
den items and take on the slimers who are determined 
to surprise you when you least expect it. Conquer the 
vapors for cash and return to H.Q. to boost your busi¬ 
ness and help rid the city of evil. 

Sega - July 

CYBERBALL 

Licensed from Atari Games, this translation of the 
famous coin-op football of the future disappointed 
many players. While the version on display (and shown 
in these photos) was far from completion, the graphics 
detail, realism, and scrolling all looked like they had 
popped off of a standard Nintendo 8-Bit cart. This game 
will be offered for the Tele-Genesis, and the interaction 
between players will hopefully be preserved from the ar¬ 
cade, but the CES preview left us ui ' 
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Sega - July 

E-SWAT 

One of the most recent Sega arcade 
hits has already been lined up for the 
Genesis. You’re a cyborg cop on a 
side-scrolling mission filled with 
weapons, dangers, and sizzling 16- 
Bit graphics! Very early on this one. 

Activision - June 

HARD YARDAGE 

The first true football game (not counting Cyberball) 
for the Genesis. This Activision effort incorporates life¬ 
like still shots with a detailed field and players that thank¬ 
fully move at real speed instead of like slugs. The 
graphics, while not outstanding, are very good, and an 
emphasis appears to be placed on strategy as well as 
quick moves. An unplayable prototype was shown. 
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Treco - May 

ATOMIC ROBO-KID 

Atomic Robo-Kid uses a slightly surreal cast of 
characters and backgrounds in an otherwise straightfor¬ 
ward shooter that offers independant scrolling in any 
direction (when allowed), plenty of targets to blow 
apart, and creepy end-of-level Bosses that will undoub¬ 
tedly give gamers the most problems. The advance 
copies shown at CES painted the first two rounds of ac¬ 
tion in a very lively and active way. Weapon upgrades 
increase options as well as the appearance of this game. 

Sega - April 

HERZOG ZWEI 

Developed by the same house responsible for Thun- 
derForce 2, Herzog Zwei uses the overhead perspectives 
of TF2, splits the screen for independant two player 
simultaneous views, and creates a world of aircraft, 
tanks, and more. Light on action, Herzog Zwei leans on 
numerous types of strategy as players try to secure ob- 

Activision - May 

TONGUE OF THE FATMAN 

An enhanced version of the odd fighting game that 
recently appeared on PCs will soon make its way to the 
Genesis. The action is confined to an arena full of other¬ 
worldly spectators, cheering for all kinds of strange 
creatures who stand ready to do battle with your human¬ 
oid. Choose your moves from all kinds of techniques 
and then lash out at monsters from around the galaxy. 
If you’re good enough, you’ll reach the Fatman himself, 
and have to face his assortment of attacks! 
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HOT-B-June 

INSECTOR X 
The twist in this side-scrolling 

shoot-em-up is that the majority of the 

bugs, big bugs, and really nasty Boss 
bugs! The standard weapon power- 
ups and round definition prevail in 
this nice looking title. 

Dreamworks Factory - May 

TARGET: EARTH 
This shooter features a main charac¬ 

ter decked out in a power suit with all 
kinds of different weapons. The 
game looks alright, but the control 
and difficulty left something to be de¬ 
sired. Dreamworks promises revis¬ 
ions, so this cart holds potential. 

HOT-B - June 

KAGEKI 
Kageki was a seldom seen arcade 

game released a couple of years ago 
that stars an assortment of odd-look¬ 
ing caricatures who duke it out on city 
streets as the other baddies watch and 
wait. Nothing tremendously exciting, 
but fight fans may like it. 

Dreamworks Factory - April 

SHOVE IT! 
Probably known to most as Soko- 

Ban or the GameBoy game Boxxle, 
this 16-Bit version stars the same 
workhouse assistant who must solve 
puzzles and put a roomful of misplac¬ 
ed freight back in its place. It seems 
a little out of place on the Genesis. 

Sega - August 

SPIDERMAN 
Spidey takes on his arch-nemesis 

Dr. Doom in this unusual action 

prototype stage, showing the screens 
to your right as well as a multi-layer 
scrolling screen featuring Spidey 
climbing from skyscraper to 



Ed Semrad 

NEW GAMES INSURE NEW LIFE FOR 8-BIT! 
Contrary to rumors filtering out of 

Japan and reported in the last issues of 
EGM, Sega will continue to support the 
8-Bit Master System with a rich variety of 
new softs into the new decade. The evi¬ 
dence of this was on display at the CES 

shown to attendees. 
Sega hasn't exactly tooled up develop¬ 

ment for Sega’s flagship system, but they 
have managed to collectively pool sev¬ 
eral new titles with a number of games 
that Tonka had previously passed over. 

Some of the carts that we playedfor the 
first time at CES included Shinobi Kidd, 
a comical action game with a quantity of 
interesting features; a new target-shooter 
called Assault City; three sports titles; a 
driving/shooter entitled Battle Out-Run 
as well as a Master System version of 
Super Monaco GP; and a new game 
based on Sega’s Mickey Mouse license. 

New softs will probably continue to 
come from Sega, but one of the most 
promising sources of new games could 
be Europe, where the SMS is a top-seller. 

such as Ocean and Mirrorsoft, have an¬ 
nounced plans to bring out top games 
like Xenon 2 for 8-Bit play. While this 
may not thmst the Master System ahead, 
it will give it a solid foundation to stand 

Sega - April 
SHINOBI KIDD 
do you get when you mix the 

>n of Alex Kidd with the 

obi? You get a hybrid hero named 
Shinobi Kidd who battles cartoon 

cal landscapes, employs all types of 
"Ninja Magic", and faces happy-look- 
ing Bosses in a pastel world of soft 

Shinobi Kidd does have some en¬ 
dearing qualities that kept us playing 
more than once. The unique method 
of rocketing the title character across 
the screen, the long rounds compos¬ 
ed of dual scrolling mazes, and the 
Shinobi structure all helped to make 
this game one of the better Master 
System carts that definitely was crea¬ 
ted with a younger player in mind. 
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Sega - April 

SLAP SHOOT 

Here’s a hockey game worthy of the Sega Master Sys¬ 
tem. Not only does Slap Shoot allow you to choose from 
a wide array of play options, including tournament and 
exhibition modes, team selection, team line-ups and 
more. Once you get on the ice, Slap Shoot dishes up 
both a side-scrolling rink where the majority of the ac¬ 
tion takes place, as well as large screen shots for isolated 
movements such as going for the goal and fighting. 
Another good sports update for the SMS. 

Sega - April 

NIGHTMARE BASKETBALL 

With this title Sega takes some liberties with the real 
sport, and then tailors the rules to fit the new game 
they’ve created. Nightmare Basketball adheres to most 
of the standard rules of the sport, but instead of simulat¬ 
ing real athletes and conditions inside an arena, this 

graveyard! The main portion of play is extremely car- 
toony, detracting from the wickedness of the game, but 
large isolated animations are included for slam-dunks. 

Sega - April 

PSYCHO FOX 

Why Tonka passed on Psycho Fox is anybody’s guess. 
It’s a great game in the same tradition as Super Mario 
Bros. 2. All of the running, jumping, and fighting takes 
place on a scrolling playfield littered with strategically- 
placed obstacles and enemies who stand in your way. 
During each round you can choose one of four identities 
(Fox, Monkey, etc.), and each character can perform its 
own list of amazing feats. Throw in the superior Sega 
graphics and you get a good derivitive and a great game. 

--- 
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Sega - May 

ASSAULT CITY 

Assault City is one of those games 
that is comprised of a multitude of 
different mini-games that are all 
strung together by one common 
thread. In this game, the action 
doesn’t change too much from round 
to round, but the different back¬ 
grounds and goals vary drastically as 
you make your way to the goal. 

The game first tests your targeting 
abilities by presenting a grid of 
squares and quickly turning certain 
boxes to reveal good and bad targets. 
Depending on your initial perfor¬ 
mance, the game decides its difficul¬ 
ty. You proceed through automati¬ 
cally-scrolling backgrounds of 
bombed-out cities and ruins. Boss 
encounters feature static screens 

devices providing targets. Lots of 
shoot, shoot, shoot! 
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FROM THE EDITORS OF ELECTRONIC GAMING MONTHLY... 

The Ultimate ALL-SEGA Magazine! 
Finally, a magazine made 
exclusively for owners of the 
Sega Master System and 
Sega Genesis! Introducing 
Mega Play, the first full-color 
publication with all the tips, 
tricks, reviews, and pre¬ 
views a Sega fan could ever 
want! Each quarterly issue 
of Mega Play is packed with 
behind the scenes info and 
photo-spreads of the latest 
8-Bit and 16-Bit sensations. 
And since it’s from the edi¬ 
tors of EGM, you know Mega 
Play is a magazine you can 
trust! . To get the most out 
of your Sega system, you 
NEED Mega Play! 
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TIPS, TRICKS, AND SECRET 

STRATEGIES ON YOUR 

FAVORITE NEW GAMES! 

plus GAME MAPS, NEW INFO, 

GOSSIP, HIGH SCORES and mor 

for your SMS and GENESIS! 

HONEST MULTI-REVIEWS BY 

FOUR TOP PLAYERS! 

FIRST-LOOKS AND PREVIEWS 

OF NEW MASTER SYSTEM 

AND GENESIS GAMES! 

I WANT MEGA PLAY! 
Please start my introductory subscription to MEGA PLAY - 
the ALL-SEGA GENESIS and MASTER SYSTEM magazine! 

Please include $9.95 for your subscription and mail to: 
Sendai Pub., 1920 Highland, Suite 300, Lombard, IL 60148 
Make check or money order payable to Sendai Publications. Foreign orders add $10.00. 

Please wait until May 31,1990 for your first issue. Quarterly issues will be mailed thereafter. 



Bubble Bobble 
China Warrior 

Contra 
Double Dragon 
Double Dragon 

Double Dragon 2 
Ghouls and Ghosts 

Gyruss 
Ironsword 

Kamcv 
Missie Defense 3-D 

Ninja GaiDen 
Out Run 

P.O.W. 
Q*Bert 

Rampage 
Rastan 
R-Type 
Shinobi 

Sky Shark 
Space Harrier 2 

Star Force 
Super Mario Land 

Tetris (TV) 
Thunder Force 2 

Wizards and Warriors 

TurboGrafx 
Genesis 
Nintendo 

TurboGrafx 
Nintendo 

TurboGrafx 
Nintendo 
Nintendo 

Sega 
Nintendo 
Genesis 
Nintendo 
Nintendo 
Nintendo 

Sega 
Nintendo 

Sega 
Nintendo 
Nintendo 
Nintendo 

Sega 
Sega 
Sega 
Sega 

Nintendo 
Genesis 
Nintendo 
GameBoy 
GameBoy 

Nintendo 
Nintendo 

1,109,700 
347,000 

14,073,630 
1.530.350 
228,300 

6.553.500 
128.350 
571,100 
95.800 

519.800 
2,008,650 
229,850 
534.500 

55,626,340 
69,000 

230,300 
219,820 
502,215 
322,790 

1,016,300 
940,100 

1,043,570 

Steve Ryno 
Geoffrey Erickson 

Mark Winters 
JeffYonan 
RoseLuchs 

Scott Wiliams 

BobSeigmann 
JeffYonan 

Chuck Mller 
JeffYonan 
Jim Alee 

Ralph Mendes 
JoeTadder 

Deverell Baty 
Dan Lee 

Mark McCormick 
Conrad Cheslock 

Mike Nichols 
Brian Herrmann 

George Sun 

1,144,560 
639,500 

15,197,360 

JeffYonan 
Jim Kily 

JeffYonan 

For information on how to submit a high score to the U.S. National 

Video Game Team, send a stamped, self-addressed envelope to: 

U.S. National Video Game Team’s High Score Club, 

c/o Sendai Publications, 1920 Highland, Suite 300, 

Lombard, Illinois 60148 
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ESCAPE 
FROM THE PRISON CAMP 

OF ORDINARY GAMES! 

Surrounded ... Captured ... Imprisoned in an enemy war camp! You’ll have to 
fight your way to freedom with your bare fists. But if you can break into the am¬ 
munition depot, you’ll find grenades, knives, and M-16’s to tilt the odds in your 
favor. This is the prison camp they called “escape-proof.” But they’ve never had 
to reckon with this P.O.W.! 

fflSNK 
SNK Corporation of America, 246 Sobrante Way, Sunnyvale, California 94086. 

Call (800) PLAY SNK. 





Thank you! 

Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 

People interested in helping out in any capacity, 
please visit us at www.refromags.com 

ide from these scans, nor do we offer anything 
n the Publishers themselves. 

e across anyone selling releases from 
e do not support them and do let us know. 


