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You Live It! 
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You'll Love 
These Smash Hits! 

Two of Irem’s most popular 
L arcade hits are now avail- 
| able for Game Boy. With 
B the same eye-popping 
I visual punch and exciting 
I action you've come 
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ABC AUDIT APPLIED FOR 

REAL-LIFE VIDEO CAME 

WARRIORS... 
As I sit in front of my trusty computer, tapping out my latest observations 

from the electronic gaming world, the CES convention has just ended and 
the war against Iraq is just two days old. While I had planned to dedicate 
this space to express some personal opinions that were formed at the 
Consumer Electronics Show in regards to new product, a very interesting bit 
of reporting has continued to illuminate the tube. 

One after one the allied pilots who have been forced to take the military 
option in response to Saddam Hussein's plundering of Kuwait have 
appeared on television trying to describe the sensations of modern air war¬ 
fare. With all of its high-tech trappings and extensive use of computers for 
sighting enemy targets, the closest thing any of the top guns interviewed 
could compare the real-life battle with is -you guessed it- a video game. 

It's not hard for me to understand how this could be. From the cockpit 
video tapes that have played so far, the electronic sightings that today's jet 
fighters employ look just like something out of an After Burner game. Even 
though you don't feel the physical strain that our heroes in the gulf experi¬ 
ence when they perform incredible aerial acrobatics, the actual look of air-to- 
air and air-to-ground combat is very much the same. 

Could this mean that the skills that are needed to perform well on the video 
game screen can translate into useful talents in other parts of your life? The 
argument for video games being a great vehicle for improving hand-eye 
coordination have been reinforced by our soldiers in the gulf. It's tragically 
unfortunate that the men and women of our armed services need to be pre¬ 
sent in this conflict at all. But it's also reassuring to know that any threat to 
democracy and freedom can be destroyed. 

How was the show, you might ask? 
Besides the fact that the show was held inside what amounted to be little 

more than glorified green houses (which always seemed to be either too hot 
or too cold), the Winter CES in Las Vegas did see the introduction of some 
new hardware, a behind-the-doors peek at the 16-Bit Nintendo and more 
softs than you can imagine! 

Having sampled what the Super Famicom can do, it was a little disappoint¬ 
ing that Nintendo chose not to make a stronger announcement for their high- 
end console, but not that surprising. At Nintendo's press conference, the 
powers that be at the big 'N' did little more than promise to sell four billion 
dollars worth of equipment once again this year, including two million Super 
NES's in just over three months time. That means Nintendo plans to sell 
twice as many units as the Genesis in roughly an eighth of the time. Sure it's 
optimistic, but it also lets Nintendo fill in a 20% decline in sales with a new 
product line. 

This issue is dedicated to the CES show by delivering our bi-annual photo¬ 
excursion through the show, spotlighting all the softs that were on display. 
It's also dedicated to our armed forces: may peace bring them safely home. 

STEVE HARRIS 
Editor 





RGB FOR GENESIS!.. 

through the same 
procedure by having 
the optional Turbo 
Booster modified. Like¬ 
wise for the Super 
Famicom. 

For a less expensive 
alternative you may 
want to consider a 
'normal' computer 
monitor (or one of the 
new monitor/TVs) with 
audio/video inputs. 
Sega has just come 
out with a ready-made 

nect directly to the 
'A/V' terminals. That 

cable will cost under $20. 

With all the progress being made in 
improving the resolution of home 
video games, one thing that seems to 
have been overlooked is an article on 
game monitors that are compatible 
with, and can fully display the full 
power of these new super systems. 
I've tried just about everywhere to find 
a monitor that will work with the RGB 
analog output on my Genesis - to no 
avail! Since you claim to be the “last 
word on video games", can you tell us 
what monitor will do the job? 

John Gurnee 
Appleton, Wl 

(ed. We're glad to hear you are 
turning to us for technical advice. As 
you stated, an RGB monitor is indeed 
the best way to squeeze out every bit 
of graphic data from the new 16 bit 
systems. You are on the right track 
but the problem you are having is not 
with the monitor but rather it is with 
the cable. Any RGB monitor with an 
analog (not digital) input will work, but 
what you will have to do is take the 
monitor and Genesis to a good elec¬ 
trical engineer or knowledgeable 
computer technician. He will be able 
to identify and match up the red, 
green, blue, sync and ground pins on 
each. A custom cable will have to be 
made as there is no universal cable 
on the market. But be aware that it 
won't be cheap. The cable and labor 
will be about $100 and the monitor 
can run anywhere from $400 to 
$2000! TurboGrafx users can go 

CROSS LICENSING..? 
I would like to commend you on 

your informative and interesting 
magazine. However, I have some 
questions concerning the CD-ROM 
for the Genesis. Are TurboGrafx CD's 
compatible with it? If not, why? Will 
there be cross licensing from the 
Turbo to the Genesis? If there will be, 
that would be a very awesome option 
for the gamer as he would only have 
to buy one system and enjoy the 
benefits of both. What do you think? 

Steve Tanous 
Greenwood, MS 

(ed. Unfortunately the TurboGrafx/PC 
Engine CD's will not play on the 
Genesis/Mega Drive (or vice versa). 
This is for several reasons. First, the 
hardware specs of the CD-ROM 
players are different. And second, the 
program code is designed to work on 
a specific system. While the CD's 

that they are interchangeable. It's like 
trying to put a Commodore C-64 
floppy disk into an IBM and expecting 
it to work. 

Cross licensing is another thing 
though. We are beginning to see 

Valis 3 for the Genesis and TurboGrafx! 

more games coming out on both the 
TurboGrafx and Genesis. Even the 
big 'N' is starting to bend a bit by not 
requiring its SFX licensees to pro¬ 
duce softs only for that system!) 

WHERE ARE..? 
In issue number 13 there was a 

preview of two games for the Genesis 
I want to buy. The first game is 
Caesar by Micronet and the second is 
688 Attack Sub by Electronic Arts. 
Can you tell me when these games 
will be released? 

Jason Smith 
Keedysville, MD 

Good job on your bodacious 
magazine. Some time ago I had 
heard that Tecmo Bowl 2 was coming 
out. Where is it? 

David Mayo 
Baltimore, MD 

Quite a while back you showed a 
picture of Spiderman for Genesis. I 
would really like to get this game and 
I have not seen it in any of the stores. 
Could you guys do a review of this 

Rod Saxon 
Ashland, AL 

I am a frequent reader of EGM and I 
believe that you have the best mag on 
the shelves. What I would like to see 
are more fact-files of Genesis games. 
Arrow Flash is one I'm really 
interested in! 

Daniel Stotridge 
Topeka, KS 

What is this new RPG called 
Shining Darkness? Is it really 8 meg? 
It could blow away Phantasy Star 3! 
Can you show us pictures of this 
super soft? 

Jackie Wilson 
Los Angeles, CA 

(ed. Whew! We could do a whole 
letters column on just the 'Where 
Are?' letters! You can get many of 
your answers by thumbing through 
this special CES issuel The Ambition 
of Caesar is now called Warrior of 
Rome and will be coming out as an 8 
meg plus battery cart! Bignet will 
have it out in April. 688 Attack Sub is 
by Sega and their list shows it coming 
out in June. Tecmo Bowl 2 is now 
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Super Bowl and special preview 
pictures of this fantastic soft are on 
page 76. Spiderman is coming along 
nicely and is scheduled for a July 
release. For Shining Darkness (yes it 
is 8 meg!) and Arrow Flash you will 
have to pick up a copy of the newest 
issue of Mega Play, our all Sega 
magazine.) 

SPEEDY JAPANESE 

TRANSLATOR WANTED! 
Why does it take so long for the 

Japanese games to come to the U.S. 
market? For example Dragon Warrior 
2 and Final Fantasy were both 
released in Japan in 1987. Sega is 
not much better as Phantasy Star 3 
was out in Japan early last year and 
every time I call Sega they keep 
pushing back the U.S. release date. 

B. Kuran 
Edmonton, Alberta 

Coming soon - Phantasy Star 3! 
(ed. You're right, it does seem like an 
eternity but besides language 
translation, many times the game has 
to be modified for the U.S. market. 
Timing is also important as you would 
have to agree that, for example, 
bringing out Vermilion and Star 3 at 
the same time wouldn't be a wise 
idea. It may be frustrating to have to 
wait so long but most times the 
changes are for the better.) 

TOO HIGH A SCORE! 
In a back issue you asked for ideas 

how you can improve your mag. I 
believe that your monthly U.S. 
National Video Game Team Top 
Score contest is unfair. In one game 
the high score is in the millions while 
the game score rolls over at 999,999. 

Santiago DeMars 
Eau Claire, Wl 

(ed. A good point Santiago! In the 
game you mentioned the high score 

was verified by watching the VCR 
tape that was included with the entry 
form. The tape ran through the entire 
game and included several 'rollovers' 
of the score. We agree with you that 
not everybody can tape their game 
and changes are being made, 
effective this issue, to the monthly 
contest rules. Now, there will be a 
random drawing of all entries with 
scores that rollover. For the rest of 
the games listed on the high score 
pages, rollovers will be allowed, but 
must be proven with a VCR tape.) 

MORE CONTEST 

PROBLEMS.. 
Something needs to be said about 

the way EGM runs contests. I am 
complaining about your Ninja Spirit 

TurboGrafx 16 and the game before 
you can enter it. And the Batman 
contest. I suppose that everyone who 
entered that one has a Mega Drive. 
How can you then say 'no purchase 
necessary'? In the future you should 
have contests that do not exclude 
anyone. Everyone likes the chance to 
win something, even those of us who 
don't have the system necessary to 
play the game on. 

Thomas R. Hedlund 
Kansas City MO 

(ed. Thanks for the letter Tom. As you 
can see in this issue our Great 
$10,000 game Give Away is right up 
to your specs. Unfortunately though, 
not every contest is made for all 
players. A TurboGrafx CD player 
would be of little importance to 
someone not having the base system. 
If you don't have a Genesis you don't 
need Batman, and if you don't have a 
NES you won't want Shadow of the 
Ninja. We did have one contest for 
each major system though.) 

MORE NEO-GEO!!. 
You have given an emphatic “nay' 

as to the viability of the Neo-Geo. 
Granted the machine is quite 
expensive but you may rationalize the 
expenditure by getting only one true 
arcade game instead of three 
mediocre Genesis games. I am a 23 

year old English major and only the 
very best Genesis cart can even half¬ 
heartedly hold my interest. I finally 
dumped that though. I assert that you 
perhaps have heard of Orange 
County, Beverly Hills or Palos Verdes. 
Not all people are created equal and 
those with the money will buy the 
system. Your coverage of the this 
masterpiece sucks as compared to 
the other mags and maybe your game 
reviewers do not appreciate the 
sophistication of the Neo-Geo 
because they are not sophisticated 
themselves. I was a devoted reader of 
EGM and will still peruse it until my 
subscription runs out. Some advice, 
pray your target audience remains 
predominantly young and unsophisti¬ 
cated. 
P.S. Martin do you really believe that 
you can beat Nam for $5 at the 
arcade, I've been on level 3 for 
months now. 

Michael T. Daley 
Long Beach CA 

(ed. It is too bad that you are letting 
your subscription run out as you will 
then miss out on the only game mag 
who will be doing Neo-Geo reviews! 
We were the first to report on that 
system and we now are the first to 
give multiplayer reviews! We do not 
give a 'nay' to the Neo-Geo but 
neither do we give it all 10's as the 
ultimate system. Yes it IS the arcade 
machine but that is not always a 
benefit. One major drawback, other 
than price, is the fact that it is too 
much like an arcade machine. Arcade 
shooters or action games are set up 
to eat quarters. You die, put in 
another two bits, and then continue 
from where you died. When done on 
the home Neo-Geo, this means 
infinite continues. And not having to 
worry about dying does take away 
from the challenge. On the positive 
side, we agree with you that their 
sports games are among the best 
ever, as are the game graphics and 
sound. And just as there is a market 
for a $200,000 Lamborghini there is 
one for the Neo Geo. Now that the 
system has a larger base of users, 
we will start to cover this elite product 
and its software in our previews, fact 
files and multiperson reviews.) 
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zombies!! It's enough to make me 
want to move to freakin' Los 
Angeles with all the other fruits 

Monday December 13,1999 

Zombie Hoards Attack U.S. 
■Strange samurai 
head heading to New 
York City. 

There Goes the Neighborhood 
Mrs. Emma Nuttz of Brooklyn 

had this to say about the situation. 
“Just when it seemed safe for 
decent folks to walk the streets 

I. C. GOOLS, Times Staff 

NEW YORK-What appeared to 
be a harmless meteorite crashing in 
the Nevada desert has turned out to 
be Dare Seed, an evil alien creature 
with horrible powers. By shooting 
strange magnetic rays, Dare Seed 
has turned the helpless nation into 
zombie slaves and has brought the 
Statue of Liberty to life to do his 
dirty work. 

Angeles wi 
andnuts!!! 

Mayor Hi 
called an emergency press de¬ 
ference where he read the fol¬ 
lowing prepared statement. "I um, 
er, ahem, ah, I am doing every¬ 
thing, ah, er, er, humanly possible 
to see to it that ah, this situation er, 
um, this terrible situation ah, comes 
to a ah, ahem, a swift and , er, um, 
um, a swift and satisfactory close. I 
er, er, um, have no further er, er, 
comment at this time. Thank you". 

ZOMBIE NATION: 
Ground Shaking NES™ Action 

Zombie Nation is a ground 
shaking action/shooting game.for 
the Nintendo Entertainment 
System®. The object of the game 
is to wreak total destruction on 
everything you see by firing 
powerful projectiles (it’s a dark and 
dirty job, but somebody’s got to do 
it). Meanwhile, you need to rescue 
as many zombie hostages as you 
can in order to gain enough 
strength for the ultimate showdown 
with Dare Seed (he’s toast!). 

ZOMBIE NATION: 
Devastating Graphics and 
Pounding Sound Effects 

Zombie Nation’s graphics are so 
devastatingly realistic you’ll almost 
be tempted not to demolish them 
(yeah right!). And the relentlessly 
pounding sound effects will make 
you feel like you’re right in the 
middle of the action hammering 
away at skyscrapers, mountains, 
and everything else that crosses 
your path.. So don't just stand there 
like a Zombie, get your copy now! 

and there goes the neighborhood. 
And if that wasn’t bad enough, it 
seems the only way to defeat this 
ruffian is by totally destroying 
every in sight. Now there really 
goes the neighborhood!” 

Mr. I.M. Sickentired of the 
Bronx added, "As if we didn't have 
enough stinkin' garbage on the 
streets already. Between the 
freakin' wino’s and the blasted 
beggars and all the other louses 
already fouling up this miserable 
town...and now these sleazeball meldac 

CIRCLE #105 ON READER SERVICE CARD. 



Nintendo - NTVIC 

Isolated Warrior 
Type: Action Release: Mar. 
Levels: 7 Difficulty:Avg. 

hands as the Isolated Warrior! In 
this three-quarter perspective scrol¬ 
ling shoot-em-up, you confront all 

Nintendo - CSG Imagesoft 

Dragon's Lair 
Type: Adv. Release: Now 
Levels: 7 Difficulty:Avg. 

Master System - Sega 

Mickey Mouse 
Type: Adv. Release: Feb. 
Levels: 7 Difficulty:Easy 

Dirk the Daring, that star of the 
video game classic Dragon's Lair 
which ushered in the laser-disc 
game, has finally made his way onto 

types of enemy opponents on a 
battlefield of the future. Walk these 
mean streets with your pulse rifle, 
collecting power-up incentives along 
the way to upgrade your health and 

the Nintendo, sans the beautifully 
animated cel animation. The goals 
are similar, however, as you guide 
Dirk through various encounters by 
timing the interactive pushes on the 
pad and buttons. Get Dirk through 
one battle and another awaits...until 
you reach that dragon... 

version as Mickey tries to make his 
way through the gauntlet of dangers 
and obstacles that await in each 

niques can get Mickey through the 
hard times, but only a skillful hand 
will get our hero past all the chal- 
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K A B U K 

(Nintendo) j 
EnTEBTHinmEnT 

SVSTEm* 







Turbo Grafx 16-NEC 

Super Star Soldier 
Type: Action Release: Mar. 
Levels: 8 Difficulty:Avg. 

•l$ CO % 

Turbo Grafx 16 - NEC 

Valis 2 
Type: Action Release: Now 
Levels: NA Difficulty:Easy 

Gameboy - Nintendo 

F-1 Race 
Type: Sport Release: Mar. 
Levels: N/A Difficulty: Easy 



JACKIE CHAN’S 
ACTION KUNG FU 

Ready... Set... POWH! It's a Black Belt Blowout 

with JACKIE CHAN'S ACTION KUNG FU. 

Punch. Kick. Flip. Dive. Hurl fire bolts at lesions of demons! 
Who knows? You just misht last Ions enoush to face the 
Prince of Sorcerers. 

Battle your way past molten lava pits, creep by the skull 
and crossbones tomb, slay man-eatins tigers! 

And NO wimpy graphics. Everything's big, splashy, exploding with 
color through hundreds of levels! 

JACKIE CHAN'S ACTION KUNG FU. Look for it wherever you buy super 
video games. 





Return To A World 
of Loyalty and Honor 

Misplaced loyalties In the feudal era of 
Japan often proved fatal. The mighty Japa¬ 
nese hero Oda Nobunaga sought an end to 
generations of bloody conflict between the 
warring states of his country. Tragically, his 
dream of unifying Japan ended when he 
was betrayed and murdered by his own 
general. It's your turn now to become a 16th 
century warlord and fulfill Nobunaga's 
ambition! 
Command over 400 distinct Samurai char¬ 
acters - each with separate personalities 
and goals. A Samurai will pledge his sword 
and honor to your cause, but can he be 
trusted? 
Enhanced battle scenarios include Siege 
warfare, where you must storm the castle 
gates, swim the moat or scale the castle 
walls. In Field warfare, the tactics are Charge, 
Ambush and Surprise. You can even catch 
the enemy off guard by a night attack! 
If your character falls in battle, the war con¬ 
tinues with your chosen successor. With 
strikingly detailed graphics, this simulation 
of Japan's Civil War Era is more realistic 
than ever before! 
• Two scenarios, five levels of difficulty. 
• 1 to 4 players 
• 38 unique battlemaps and castles. 
• Interact with over 400 Samurai 

characters. 
• New HEX battle features Night and Siege 
warfare. 

• Not copy protected. 
• Full color map/poster. 

KOEI 

KOEI CORPORATION One Bay Plaza, Suite 540 i Bayshore Hwy. Burlingame, CA 94010 (415) 348-0500 
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GAMING GOSSIP 
Super Famicom To Get New Name in the U.S.?...Atari Panther Update...Best Games of the CES... 
Atari Games' Future Coin-Op Hit...Aliens vs. Predator Take War to Japan...Mega Drive Rumors... 
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The TurboGrafx-16 system has more 
amazing 16-bit video games to choose from 
than anyone else. You can count on it. 
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ELECTRONIC GAMING EXPRESS... 

NEO-CEO DOUBLES IT'S GAME LIBRARY! 

6 NEW GAMES UNVEILED AT WCES! 

At the Winter Consumer 
Electronics Show, SNK demon¬ 
strated a half dozen new games 
which will soon be available for the 
Neo-Geo. These softs range from 
Bowling to classic arcade vertical 
scrolling shooters. Adventure 
games and punch and kick titles 
are yet more of the high quality 
arcade softs that are soon to be in 
the arcades and also in the homes 
of those who can pay the money! 

The spectacular Neo-Geo brings true 
arcade action into the home! 

LEAGUE BOWLING 
More challenging than the 

real thing. Two people can 
bowl on two adjacent lanes 
simultaneously. This is 
about as close as you can 
get to the the actual sport! 

KING OP THE 
MONSTERS 

It's Rampage under a 
different name! Destroy 
cities but watch out for the 
second player as he can 
turn, and go after you! 

THE SUPER SPY 
Forget about the simple 

action games that you've 
played on the other systems! 
This is punching, kicking and 
stabbing action as never 

GHOST PILOTS 
You are a flying ace on a 

your enemies. Shoot any¬ 
thing that moves as you 
know they will be going for 

This is SNK's version of 
Columns and Tetris 
combined. Match up rows 

to remove them from the 
playfield. 
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FACT-FILE 
I Manufacturer: Acclaim 1 

Machine: NES 
l Cartridge Size: 2 Meg 

Number of Levels: 5 
! Theme: Action 
| Difficulty: Average 

Number of Players: 2 
! Available: Now 

THE THIRD 

TIMES A CHARM! 
One year after defeating the 

Shadow Warriors and their master, 
Marion has been kidnapped again! 
Brett, the best student of the 
Double Dragon Dojo, witnesses the 
crime, but he didn't last long 
enough to warn Billy and Jimmy of 
the dangers ahead. A wandering 
gypsy, Hiruko, tells them of the 
three Sacred Stones. To get 
Marion back, the brothers must find 
the stones! 

Luckily, Billy and Jimmy have 
learned some new moves, but 
these new goons are stronger, 
faster, and more skilled than the 
former Shadow Warriors. It will 
take all of their skills, techniques, 
and agility to overpower this threat. 
Also, they must pick up allies to 
help them in their quest across the 
globe. The Double Dragons are 
Marion's only hope!! 





TEENAGE MUTANT NINJA TURTLES 2 
(Konami/Nintendo) 

Start with 10 Turtles - At 
the title screen, press Up, 
Right, Down three times, 
Left four times, B, A, then 
Start. 

Stage Select - At the title 
screen, press B, A, B, A, Up, 
Down, B, A, Left, Right, B, 
A, then Start. This will 
allow you to start on any 
level with 10 turtles. 
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Jamie Blinker 
Professional Gamer 

when Jamie says Gaiares really smokes, 

we believe him. That's because Jamie's 

since he was twelve. And when we 

introduced Jamie to the eight meg power 

and 3 way scrolling graphics of Gaiares, 

he was blown away. 

Why? Because Gaiares is the first of its 

kind to offer universal action, outrageous 

plus a side kick probe that 

errorizes enemy ships by stealing their 

fire power, then returns so you can blow 

them out of oblivion. 

So before you buy the next game for 

your Sega system, see what the 

pro's go for, then go for Gaiares. 

987 University Avenue, Suite 10 
Los Gatos, CA 95030 (408) 395-8375 

CIRCLE #113 ON READER SERVICE CARD. 
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American Sammy Corporation 
2421 205th St., Suite D-104, Torrance, CA 90501 

Phone: (213) 320-7167 • Game Tips: (213) 320-7362 
CIRCLE #118 ON READER SERVICE CARD. 



MEGAMAN 3 
(Capcom/Nintendo) 

Huh?!? - If you manage to slide 
past Breakman in the Gemini 

stage, some of the enemies become 
scrambled and the music stops! 

WIN A FREE GAME FROM EGM!! 
e 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, passwords, 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 w< 
from the magazine that's first with the best secrets on all the game systems - EGM! 

Sendai Publications, Inc is not responsible for tl 
rd the game carts to those people who sub 

located by the staff of the magazine or any affiliated publication or media source. In t 
being submitted, the first tip received will be chosen as the winner. Final selection of g 

terns include: NES; GameBoy; SMS; Genesis: Game Gear; Turbo; and Lynx. Void wl 

was previously 
m identical tips 

is up to us. The game 
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INTERNATIONAL OUTLOOK 

Mega Drive Software comes on strong in 1991! 

BLUE'S ALMANAC 
Sage's Creation/Genesis 

With very few quest/adventure games out for the Genesis, Sage's Creation has 
a new soft coming out that has all the potential to be one of the best ever! While 
what we saw was quite preliminary, it did have excellent battle scenes, a good 
story line which unfolded as the quest progresses and a good blend of strategy 

and action. Definitely one worth looking for! 

/-\ 
STAR CRUISER 

NCS of Japan/Mega 
Drive 

Probably the best 3-D solid filled polygon game 
to come out for the Mega Drive, this shooter, 
set in a first person perspective, combines 
intense action with constant dialogue and 
cutbacks to your base ship. Unfortunately, 
since this has a large amount of Japanese text 
it is highly unlikely that any U.S. company will 
pick up this great game. The game plays fast, 
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You ve seen fc* y V* 

the weak stuff. The ■ 

two-on-two’s and J0 
the bogus “full- court” games. But. 

you’re a die-hard gym rat who can play 

the game and expect a lot more than 

what they’ve got. Now, you’re going 

to get it! 

All-Pro Basketball gives you 

true all-court, five-on-five pro ball, 

tournament mode, 1 or 2 player con¬ 

trol, player substitutions for tiring 

starters, slam dunks, blocked shots, 

fouls, cheerleaders, and a half time 

show! 

Now leave that weak stuff be- 

, and get down to the pro game. 

VIC TOKAI INC. • 22 
Nintendo® and Nintendo Entc 
trademark of VIC TOKAI INC. 

12904 Lockness Avenue • To , CA 90501 
.NIX) OF AMERICA INC. All Pro fesketball, 



TWIN COBRA 
Treco of 

Japan/Mega Drive 
Treco of Japan is converting this 

great overhead view, vertical scrolling 
shooter to the Mega Drive.Features great 
graphics and lots of nonstop action which puts 
it light years ahead of the version done for the 
NES. Coming out in Japan next month. 

WONDER BOY 
Sega of Japan/Came Gear 

Sega is working rr—^ 
feverishly to bring out 
software to support it's [ 
new Game Gear. To J 
build up a quick library 

mannobeHShsr 
Look 

Sega of Japan/Game Gear 
The quest/RPG genre isn't being ignored for the 

GG. Similar in concept to a Legend of Zelda quest 
type game, rather than a true RPG, Dragon Crystal 
should attract a large following and help sell the 
GG. It's a 3/4 overhead view with some dialogue 

plenty of enemy to kill off to gain experience 
points and increased 
status. This game is 
scheduled to come to 

.S. under the 

To help launch the 
GG, Sega is f 
out a quest game! 
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GONE SOFT ON THE BRAIN ? 
You’re not playing Daedalian Opus 

The same people who engineered Light BoyT1 

developed this » . Look what they’ve devised for you. 

You’ve pulled away 
from the pretenders 
now. Keep those brain 
cells popping! 

You’ve hit the 
afterburners, and 
you’ve exploded int 
uncharted territory. 

<8> 

Your brains are 
scrambled, but the end 

LICENSED BY 

(Nintendo4) 

Don’ttumthis 
page until you’ve 

played Daedalian Opus. 
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PILOTWINGS 
Nintendo of Japan a megabit January 1991 



The Biggest News in the History of Krynn! 

Heroes of the Lance Is Here! 
The first official ADVANCED DUNGEONS 
AND DRAGONS®game for Nintendo! 

T1 
n 

sj 

EROES 
■ OF THE LANCE 

Big news for AD&D" gamers! Now you can play the first Official ADVANCED 
DUNGEONS & DRAGONS9 action game made for the Nintendo Entertainment 
System!" Heroes of the Lance is a challenging action-adventure game based on 
the popular Dragons of Despair DRAGONLANCE" module. The player takes control 
of eight fighting fantasy characters, guiding the brave companions through 
exciting encounters with dragons and dwarves...magic and monsters, in their 
quest for the precious Disks ol Mishakal. Decide the tate of the world of Krynn. 
Vanquish the ancient black dragon Khisanth or be doomed to failure! Look for the 
Official ADVANCED DUNGEONS & DRAGONS ’ trademark to be sure you're getting 
the only authorized AD&D” Nintendo products. Get Heroes of the Lance, the 
newest last-action game from FCI. 

i Defend yourself with 
magic and an arsenal of 

FCI® 
Not Just Kid Stuff 

I ON READER SERVICE CARD. 
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Where do video games come 

With all of the action and adven¬ 
ture found in your average cart, one 
might think that dozens of people 
are involved with the production of 
each game. Many softs roll a long 
list of credits at the conclusion of 
play that can list up to 50 partici¬ 
pants contributing to a single game 
title. Who are these people and 
what do they do? 

To find the answer to this import¬ 
ant question, we visited our friends 
at Jaleco USA, the producers of 
arcade blockbusters like Cisco Heat 
and NES paks such as Bases 
Loaded and Astyanax. With the 
help of Earl Bless, Advertising 
Manager, and Jeff Hill, Product 
Manager, EGM found the game 
designing blueprint that big time 
companies follow to make super 
hits! 

Some of the changes that occured in the development of Metal Mech 
was a name change and a cosmetic alteration in the Mech itself! 

One of the hottest new carts on 
the way from Jaleco is a futuristic 
action/adventure yarn called Metal 
Mech. We sat down with the staff 
of Jaleco, as well as Sculptured 
Software, the developers of the 
game, to find out exactly what goes 
into the production of a new video 
game from the beginning idea to 
the final box. 

The Metal Mech story starts in 
Salt Lake City, Utah, where Sculp¬ 
tured Software is based. Joe 
Hitchins, one of the conceptual 
people of Sculptured in charge of 
new game ideas, was tinkering with 
the idea of a giant walking robot 
with bristling with weapons. Similar 
to the Transformers and Battletech 
robots, Joe also added a human 
element to his machine of mass 
destruction by casting the player as 
a futuristic warrior that resided 
within the machine who could leave 
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By themselves, the staff of Sculp¬ 
tured began working more on the 
project and assigned Ned Martin, 
an expert PC programmer, to begin 
plotting out the elaborate backdrops 
and bizarre enemies that the mech¬ 
anized robots would fight. 

"It was during this phase in pro¬ 
duction that the game began to 
come together," explained Hal 
Rushton, Project Manager of Metal 
Mech, "Ned got some of the back¬ 
grounds in place and worked out 
the mechanics of how the charact¬ 
ers would react.” 

Before the game would be finish¬ 
ed on the PC, however, Howie 
Rubin, President of Jaleco USA, 
and other members of the Jaleco 
team were exposed to the unfinish¬ 
ed PC product. Realizing the great 
potential that this type of game 
would have on the Nintendo format, 
Jaleco quickly snapped up the 
rights to the game and logically 
assigned Sculptured to begin work 
on the NES conversion. 

"We adapted much of the game 
play directly from the PC version," 
Rushton continued. "The game 
was looking good on the computer 
so we all said 'Why not on the NES' 

The first steps in bringing Metal 
Mech to life were to work on the 
backgrounds and other artwork that 
would comprise the futuristic world 
of the robot warriors. Each round 
was attacked by artist Heinee Hin- 
richsen separately, laid out on the 

WRITING THE SPEC 
(Month One - Two) 

Once the idea and theme have 
been refined to the point where a 
workable game concept can be 

mapped out, a writer is brought in 
to complete the specifications for 

the game. The specs let those 
involved with the project know 

what is happening in the game and 
to the player at any time during 
play. Once the spec is finished, 
the artist and programmers will 

review the document to make sure 
the game can be done with the 

memory resources allowed. 

ARTWORK BEGINS 
(Month Two - Six) 

The game begins to take its first 
steps at forming a real shape 
under the hand of the artist 

responsible for crafting the look of 
the game and its participants. The 

majority of the initial art 
concentrates on the background 

images as well as the more 
complex scenes. The artist also 

creates the border that surrounds 
the playfields at this stage. 

Separate artist may be assigned 
for complex work such as 

intermissions at this time as well. 

PROGRAMMING BEGINS 
(Month Two - Nine) 

Using the basics of the rough initial 
art and the spec as a script, the pro¬ 
grammer can now set about to create 

a game out of the words. The first 
work concentrates on basic move¬ 

ments of the main character, writing 
the routines that will power the main 
play actions (such as scrolling play- 
fields, fades and other important mo¬ 
ments of the game to be). Game logic 
is also addressed at this point of the 

project. This is where the programmer 
creates the laws of the universe which 

will be expanded upon later. 
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Art Director Heinee Hinrichson 
at work on another NES project! 

Amiga and begin specifically with 
the different backgrounds for each 
level. After the levels are created, 
the opponents are drawn and the 
programmer sets about to meld the 
different aspects of play, including 
the graphics and sounds, into one 
cohesive form. 

During the process of develop¬ 
ment, a give and take approach 
usually will occur where the pro¬ 
grammer and producer try to get as 
much of the original game idea into 
the memory configuration that's 
allowed. This is important because, 
as you may have guessed from the 
retail prices, the more exotic the 
chips and the more memory that is 
placed in the game, the more ex¬ 
pensive it becomes. To insure the 
proper level of profits, companies 
will usually limit the size of a game 
and rely on the programming team 
to make the most out of what they 
have to use. Metal Mech was no 
exception. 

The President of Sculptured 
Software, George Metos! 

"The original script called for eight 
levels, but we had to settle on six," 
said Producer Rushton, "but we 
were able to give the last level a 
look and feel all its own to make up 
for this." Earl Bless adds "We also 
had to alter the main walker slightly 
by giving it a third leg because 
Lucasfilm though it was too similar 
to the Imperial Walkers from Empire 

Metal Mech combines the 
graphics quality of side¬ 

scrolling classics like Contra, 
with an original twist in the 

game play! 

The man behind the Metal 
Mech, Hal Rushton, Producer! 

Strikes Back. Even the name of the 
game," he continues, "had to be 
changed because of a copyright 
that existed on Mechanoids. After a 
couple of days of brainstorming, we 
went with Metal Mech as the best 
alternative." As far as changes in 
game play, the only thing missing 
was a flying mech that just didn't fit 
into the rest of the game. 

The hardest problem to overcome 
in the development of Metal Mech 
was gaining approval from Nintendo 
of America. Completed games are 
submitted to Nintendo for final test¬ 
ing before being sent to manufact¬ 
uring. Several minor changes 
needed to be made to meet Ninten¬ 
do standards, but with the game in 

shelves, we'll all be able to appre¬ 
ciate the time and effort spent by 
the gaming experts of Sculp-tured 
Software and Jaleco to create an 
exciting world of action unlike any 
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THIS TINY GAME HAS 
1,253 ENEMY SOLDIERS, 
392 TIME DELAY BOMBS, 

140 LASER CANNONS, 
28 SINKHOLES, AND 

ONE KICKBUTT 
ATTITUDE. 

BUT IT STILL HAS ROOM FOR YOU. 
Give or take a few enemies, time 

delay bombs, laser cannons, and sinkholes, 
but who's counting. Because you'll need all 
your skills, good judgement, and quick 
reflexes to crack this game. 

In Crack Down, you 
must accept a top-secret 
mission to re-take control of 
a heavily guarded facility 
where artificial life systems 
are created. The only 
problem is that their evil 
leader wants to use them to 
take over the world. And they 
don't appreciate well-armed, 
visitors, spoiling their plans. r“E3£so-iinfu 

Once inside, you'll have a limited 
amount of time to set off time delay bombs at 
key locations inside the compound and get 
past the patrolling guards. 

If you need help, use 
the two-player split-screen 
mode. This special option 
allows you and a friend to 
blast away with your 
weapons as two separate 
teams within the facility. 

So if you want a 
game that has an attitude, 

make a reservation to play 
Crack Down. We have just 
enough room to fit you in. 

A • Diilribulad by SAGE'S CREATION, Inc 



AMAZING PENGUIN 
THE ATTACK IS ON! 

Join Pendrich, the Prince of Penguii 
battles the enchanted armies of th 
Borbon the Great. The evil magician I 
scores of animated erasers, met 
crayons and pencils to block the p 
ways of the Penguin Realm. 

Split-second timing combines with the cl 
lenge of multiple mazes in this action-st 
egy game. It takes quick reflexes and k( 
tactics to help Pendrich win back the P 
guin Realm from Borbon's invaders! 

• 40 levels of non-stop action! 
• Password feature returns you to your I 

completed zone. 
• Unlimited "continues" gives you 

Portable Penguin Power. 

Attack with mighty I 

tion by bursting the p 
panels to progress ■ 

M/YTSUMF 



FROM THE EDITORS OF ELECTRONIC GAMING MONTHLY... 

IS 
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! 

S&SHi— • HONEST MULTI-REVIEWS BY 

' FIRST-LOOKS AND PREVIEWS 

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! 

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

Zip 

Please include $14.95 for your subscription and mail to: 
Sendai Pub., 1920 Highland, Suite 300, Lombard, IL 60148 

All other foreign add$20.0a Please allow 6-8 weeks for your first issue. Bi-Monthly issues 

CIRCLE #138 ON READER SERVICE CARD. 
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PACT-FILE 

Manufacturer: Irem 
Machine: NES 
Cartridge Size: 2 meg 
Number of Levels: 5 
Theme: Shooter 
Difficulty: Average 
Number of Players: 1 
Available: March 

V_J 
n STORM IS 

FIVE TOUCH 

LEVELS! 
It'll take all your skill and 
cunning to master these 
incredibly grueling areas! 
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FIVE ROUGH 

BOSSES! 

\ 

TRY THESE DIFFERENT ATTACK METHODS! 

WHICH WAV 

IS UP?? 
Ever since the intense anti¬ 
gravity scene in Stricter, 

game that utilized the 
feature so completely and 
realistically! The feel of 
"falling" to the ceiling is 
excellent. This special 
feature adds a dramatic 
new weapon to an already 
impressive arsenal! 

TECHNIOUES 

AND MORE! 
Two special techniques in 
this game are the "jump- 
and-flip" and the "distance 
flip." The jump-and-flip 
requires the M-308 to jump 
off a platform and land on 
the reverse side. The 
distance flip requires a 
player to jump and flip 
gravity at the last moment. 
Get special items this way. 
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■ "I 
FACT-FILE 

Manufacturer: Irem 
Machine: NES 
Cartridge Size: 2 meg 
Number of Levels: 5 
Theme: Shooter 
Difficulty: Average 
Number of Players: 1 
Available: March 

L_J 

FIVE TOUCH 

LEVELS! 
It'll take all your skill and 
cunning to master these 
incredibly grueling areas! 

A STORM IS 

BREWING... 
Fresh from the masterminds 

behind R-Type, Metal storm adds 
a brand new approach to 
scrolling shooters. In this 
game, you command 
the M-308 Gunner, 

pound suit of armor! 
Of course, the concept of armored 
warriors isn't uncommon, but this 
technological masterpiece has the 
ability to reverse gravity! 

At first, walking on the ceiling 
seems awkward, but after a little 
practice, many gamers will prefer 
the ceiling instead of the dangers 
on the floor. Actually, in some 
levels, the Gravity Flip is a 
necessity rather than an option. 
Level Two features an intricate 
maze of one-way platforms and 
trap doors which operate 
according to the flow of gravity. 
Careful, though! One touch from 
any enemy, door, spike, or laser 
bolt will send the M-308 careening 
into oblivion! 

At first glance, this shooter 
appears only average, but the 
techniques are new and exciting, 
opening the doors for a new 
generation of side scrollers. 
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\ > IrfWfc l I > 

The ability to 
the gravity fields 
essential in 
areas, but be sure 
to spring any traps! 

V 
WHICH WAV 

IS UP?? 
Ever since the intense 
gravity scene in Strider, 

game that utilized the 
feature so completely and 
realistically! The feel of 
"falling" to the ceiling is 
excellent. This special 
feature adds a dramatic 
new weapon to an already 
impressive arsenal! 

enemies. 
Only large enemies 

withstand it. 

J 
TECHNIQUES 

AND MORE! 
Two special techniques in 
this game are the "jump- 
and-flip" and the "distance 
flip." The jump-and-flip 
requires the M-308 to jump 
off a platform and land on 
the reverse side. The 
distance flip requires a 
player to jump and flip 
gravity at the last moment. 
Get special items this way. 
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FACT-FILE 

Manufacturer: Vic Tokai 
Machine: Nintendo 
Cartridge Size: 
Number of Levels: 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: 

V_ 
EARTH'S ONLY HOPE! 

Once, long ago, ancient Earth faced the 
dreadful Great Beasts. These monsters 
nearly destroyed all civilization. In 
desperation, the people called upon a small 
witch of enormous power to stop the 
creatures. When the witch succeeded, 
peace reigned 
Earth once again. 

Now, a new evil 
menace threatens 
Earth and its 
people. The deadly 
Krions have 
attacked, and Earth 
is defenseless 
against their power! 
Mankind has refused to bow 
the Krions, but time is running out. 
Each night, killer robots, searching for 
prey, roam the streets. Nobody is 
safe after dark! 

One such night, a small boy being 
chased by robots found a strange 
wand in a dead end. Raising the 
wand for protection, 
his eyes. In a blinding flash, the 
robots erupted into balls of flame! 
The wand flew 
and magically transformed into the 

MEGA WITCH! 
In this MegaMan clone from 

Vic Tokai, the Krion Empire 
has attacked Earth. Only the 
right combination of speed, 

USE THE WEAPONS! 
From the very start, Francesca hi 
arsenal of weapon to choose from: Normal 
shots, Ball shots, Freeze balls, a Shield, a 
Broom, and the Firebird. Each will be used 
constantly throughout the game. The most 
useful weapons are ball shots and the 
broom. The ball shots bounce around and 
hit elusive enemies while the broom allows 
you to fly over or around dangerous 
obstacles! Also, the Firebird is powerful, but 
since it uses valuable energy, release it only 
in an emergency! A wise gamer will win. 
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Freeze magic can 
only stop certain 
enemies for about two it wisely, and n 

v will befall you. 

Use the Broom to get 
to high places! The 
Broom is great for 
quick escapes! 

BOSS ONE! 
Beware Thunder Knight's 
massive laser bolts! The 
easiest way to dodge the 
lasers is to remain on the 
lower left half of the 
screen. Then, use the Ball 

, shots to blow him away! / Each 

So then, don't 
rush! Patience 

this game! By 
taking the time 

route, you will 
ultimately be 
victorious! The 
weapons each 
have a specific 
purpose, too. 
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r i 
FACT-PILE 

Manufacturer: Vic Tokai 
Machine: Nintendo 
Cartridge Size: 
Number of Levels: 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: 

USE THE WEAPONS! 
From the very start, Francesca has a huge 
arsenal of weapon to choose from: Normal 
shots, Ball shots, Freeze balls, a Shield, a 
Broom, and the Firebird. Each will be used 
constantly throughout the game. The most 
useful weapons are ball shots and the 
broom. The ball shots bounce around and 
hit elusive enemies while the broom allows 
you to fly over or around dangerous 
obstacles! Also, the Firebird is powerful, but 
since it uses valuable energy, release it only 
in an emergency! A wise gamer will win. 

EARTH'S ONLY HOPE! 
Once, long ago, ancient Earth faced the 

dreadful Great Beasts. These monsters 
nearly destroyed all civilization. In 
desperation, the people called upon a small 

f enormous power to stop tl 
creatures. When 
peace reigned on 
Earth once again. 

Now, a new evil 
menace threatens 
Earth and its 
people. The deadly 
Krions have 
attacked, and Earth 
is defenseless 
against their power! 
Mankind has refused 
the Krions, but time is running out. 
Each night, killer robots, searching for 
prey, roam the streets. Nobody is 
safe after dark! 

One such night, a small boy being 
chased by robots found a strange 
wand in a dead end. Raising the 
wand for protection, the child closed 
his eyes. In a blinding flash, the 
robots erupted into balls of flame! 
The wand flew out of the child's hand 
and magically transformed into the 

70 Electronic Gaming Monthly 

DON'T 

MOVE 

TOO 

FAST! 

as a tough end 

So then, don't 
rush! Patience 

this game! By 
taking the time 
to plan your 
route, you will 
ultimately be 
victorious! The 
weapons each 
have a specific 
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Manufacturer: Koei 
Machine:Nintendo 
Cartridge Size:3 Meg + 

128K- MMC 5 Chip 
Number of Levels:5 
Theme:War Simulation 
Difficulty:Hard 
Number of Players:1 
Available:March 1991 

Journey back in time to a land of 
beauty and savagery, a land of 
wealth and poverty, a land of power 
and greed. Your mission is to unite 
the feudal lords of ancient Japan 
into one nation with one ruler-YOU. 

To accomplish this, you start by 
building up your fiefdom. The build¬ 
ing process starts by clearing land 
for farmers to work and merchants 
to build on. Expand the town bound¬ 
aries on the newly cleared land,this 
keeps the town folk and the mer¬ 
chants happy. This also allows you 
to raise taxes, providing you with 
much needed revenue to help 
recruit new soldiers and samurai 
warriors. You will also want to fortify 
your castle to protect you from 
outside attacks. One important note 
is to maintain a high level of flood 
control. You never know when a 
monsoon rain will hit. 

Maintain diplomatic relations with 
some fiefdoms while you are attack¬ 
ing others. This will allow you to 
take control of some land while 
protecting you from attack from 

ls^g) 

iSHE 

G advisors frequent- 
tJpfclEiOB 'V- ttleV wiM 9ive 
Ha fE good advice. Wise 

mMI rulers will listen to 
IBSBBBHHi! their words. 

Battle scenes The.1 
36 are samurai, 

Ability to trade Standard of 
your goods living vs. other 

fiefdoms 

Amount of 1 
I 1 money you J 
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FACT-FILE 
Manufacturer: Kaneko 
Machine: Genesis 
Cartridge Size: 4 Meg 
Number of Levels: 6 
Theme: Shooter 
Difficulty: Average 
Number of Players: 1 or 2 
Available: February 1991 

V_ J 
TWIN PLAYER 

ACTION! BLAST FEARLESSLY 
Based on an arcade coin-op with 

the same name, Air Buster is the 
new addition to the shooter genre. 
The game's manufacturer, Kaneko, 
is presently converting the coin-op 
for both the Genesis and Turbo 
Grafx machines (Aeroblaster for 
Turbo). Nonetheless, this version 
for the Genesis is markedly better 
than the Turbo version. Air Buster 
has independently scrolling back¬ 
grounds and humongous middle 
and end bosses. The animations 
are marvelously smooth and clear, 
deserving a second look from any 
serious gamer. 

Then again, what is a shooter 
without awesome powerups, intri¬ 
cate levels, and cool end bosses? 
Certainly not Air Buster! Not too 
many games allow players to power 
up their main gun ten times AND 
utilize another special weapon as 
well. With a fully powered gun, 
players can completely destroy 
most enemies before they enter the 
screen, including the huge mid 
bosses. Even end bosses don't last 
long under that kind of fury! 

To top it all off, Air Buster has the 
additional feature of two-player 
simultaneous play, similar to Life 
Force. The game quickly becomes 
extremely easy and unfortunately 
mundane with two players blasting 
the enemies unless the hardest 
setting is used. Still, simultaneous 
action doesn't get much better! The 
most notable (and noticeable) effect 
is the absence of animation slow¬ 
down during simultaneous play, a 
marvelous touch to this great game. 

INTO 6 HUGE LEVELS!! BOSSES!! 
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WCES - AN Ol 
The Winter Consumer Electronics 

Show was a mixture of good and bad 
news. The good news first. Nintendo 
was demonstrating the Super Famicom 
on the show floor; Sega officially 
unveiled their not so secret color 
Portable Game Gear and SNK had 
their Neo-Geo with a whole new batch 
of great software. 

The bad news includes: the number 
of Nintendo licensees continues to rise; 
most of the games shown were me-too 
copies of existing, older overworked 
themes; and Sega continued to keep 

secret CD-ROM and TERA computer. 
On the brighter side though, some of 

the products were truly exceptional. 
Sega had the best game at the CES 
with their Sonic the Hedgehog. 
Tradewest had a highly innovative 
Battletoads; NEC will have a winner 
with Bonk's Revenge; and Atari, with 
their new $99 price for Lynx, is going 
after the $89 black and white 
GameBoy. 

In other news, a couple of the big 
Nintendo licensees went public by 
announcing that they will be producing 
both Nintendo and Sega softs. Data 
East will do Midnight Resistance and a 
couple other games for the Genesis, 
and Taito will come out swinging with 
the spectacular 8 meg Sagaia (better 
known as Darius 2) and two other 
titles. Capcom and Konami were mum 
about any Genesis plans. They on the 

with photos. Lots of pix. Over 1500 in 
fact! Why? Because you tell us that 
you want to SEE the games rather than 
read about them in a long boring list. 
So here it is, the best of the show! 
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SMASH 
INTO THE FUTURE 
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GENESIS DO 
IHEfVSrAMXNU 



ES STRIDER. 
r 8-MEG CAME EVER. 

I ."V 11.\ r i rr—* C*Ii 
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10 You must face anddefeat 

It’s here. Strider—the most powerful home video game ever The 
ultimate arcade hit. From hard hitting non-stop action to the awesome 
graphics and radical gameplay. Strider is definitely here! 

An evil Syndicate has violently overthrown Russia and is using their 
scientific and military might to take control of the world. >bu land your 
hang glider in an industrial town and begin your quest to defeat the evil 
mastermind. >bu use your incredible acrobatic skills as you leap onto 
moving platforms, climb to the top of I-beams with your grappling hook 
and slide with heels dug in down steep slopes while you evade razor 
sharp spokes. 

With your only weapons, a trusty laser sword and swift hover craft, 
you take on mutant centipedes, ancient dinosaurs, 
pirates, mad dogs, monkey-like 
ical robots and finally the evil 
mastermind in his mechano- 
skeletal headquarters. 

It’s what happens when 
8-meg power combines with 
the only true 16-bit system, 
on Genesis by Sega™ 



GENESIS DOES IT ALL. 





90 Electronic Gaming Monthly 



FOR LOW PRICES & FAST, 

RELIABLE SERVICE, CALL 

Call for a FREE Price List on these 

GAME TRAIN,INC./112 NOD RD. #17 
CLINTON, CT 06413 





CIRCLE #131 ON READER SERVICE CARD. 
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The Future of Video Game Information is Here 

Verdict TeleReviews™ 

1-900-226-3431 

VTR 
For Players. By Players. 



GAMES & 
MORE 
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ENTER TO WIN ONE OF 

THESE GREAT GAME 

SYSTEMS! 

rJ^j. 
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Get set for the 
most spectacular video game 

contest ever! EGM is giving away more 
than $10,000 worth of video games and 
equipment throughout 1991! We're giving 
away a slew of hard-hitting hardware and 
game softs to FIVE lucky readers in not 
one, not two, but THREE special draw¬ 
ings! Great prizes like a Sega Genesis 
System, a NEC TurboGrafx-16, an Atari 
Lynx and special sets of 10 hot titles for 
the Nintendo Entertainment System! 

And the excitement doesn't stop there! 
EGM is giving away a super GRAND 
PRIZE, a full-sized arcade video game, to 
one of these 15 champions! 

Entering the EGM $10,000 Great 
Game Give-Away is the easiest part of all! 
Simply detach the Reader Service Card 
from this issue, circling the appropriate 
reader service number for FREE GAME 
INFORMATION, and send it in for auto¬ 
matic contest entry! 
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VIDEO SERVICES 

THE GAMES 
YOU WANT! 

AT THE PRICE 
YOU NEED! 

WE 
UNDERSTAND 

YOU! 
We shop for you in 

our stores overseas t~ 
bring only the mo 
exciting and techr 
advanced games...; 
not yet available i" 
states. 

We offer spec 
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FCI Phone Counseling 

OTLINE 
(708) 968-0425 

8 am - 7 pm Central Standard Time 

Get the latest tips, scores and 
info about FCI video games 

Find out about new FCI games 

Put your name on the FCI 
mailing list 

FCI© 



Do You Want the Latest Info, Tips, 
and Release Dates of Your Favorite 

TOHO VIDEO GAMES? 

Talk directly to the game playing pros at Toho and find out 

about the hottest info on Toho's great game, 

as well as additional news on all of Toho's exciting new 

products like 

Call us today for super tips and tricks on 

and ask our staff of champs for more information on 

joining the to receive even more 

updates on the galaxy of great games from Toho! 

GET YOUR QUESTIONS ANSWERED! 



WHAT MAGAZINE HAS THE BEST INFO ON JAPANESE GAMES AND SYSTEMS? 
Introducing... 

Prom the Editors of Electronic Coming Monthly 

o oQ 
► « g> 

ORDER JAPANESE 
GAMES DIRECTLY FROM 

THE PAGES OF SUPER 
GAMING! NOW YOU 

CAN PURCHASE EXCIT¬ 
ING FOREIGN GAMES 
THROUGH THE MAIL! 

THE MOST COMPLETE 
SOURCE FOR 

INFORMATION, PHOTOS 
AND RELEASE DATES 
OF UPCOMING GAME 

SYSTEMS, CARTS AND 
PERIPHERALS! 

HOT INFO • SECRET TRICKS & TIPS ON GETTING STARTED 

FIRST LOOKS AT NEW RELEASES • MUCH MORE! 

BE THE FIRST TO KNOW 

WITH SUPER CUMING... 
Are you the type of video game 

player who has always wanted to 
know about the latest games and 
systems but could never find a 
magazine devoted entirely to 
what's new and in the future? Not 
just games for the Genesis, Turbo 
and Nintendo, but also previews 
of Japanese titles that won't arrive 
on these shores for years - if ever! 

Now the editors of Electronic 
Gaming Monthly, always the first 
word in video games, has created 
a magazine especially for you! 
Super Gaming will take you where 
no other game magazine has ever 
gone before, with the latest news 
and game previews for your Sega 
16-Bit, NEC or Nintendo systems! 
With Super Gaming you will know 
about the hottest carts of tomor¬ 
row today, as well as new devel¬ 
opments and game systems! 

BECOME A SUPER GAMER! 
Take advantage of this intro¬ 

ductory offer and you can receive 
four full-color issues of Super 
Gaming weeks before it appears 
in the stores for only $9.95! 
Become a Super Player today! 



You get all this and 
more in each full color 

SENDAI PUBLICATIONS, INC. 
1920 Highland Ave 
Suite 300 - Dept. A 
Lombard, IL 60148 

DO YOU PLAY VIDEO GAMES?? 
THEN YOU MUST SUBSCRIBE TO . 

Each big issue of 
ELECTRONIC 
GAMING MONTHLY is 
loaded with behind- 
the-scenes info, 
previews of un¬ 
released games, and 
cart reviews that you 
can trust! 

Also get exclusive 
U.S. National Video 
Game Team endorse¬ 
ments, contests, high 
scores, secret code 
trading cards, and tip 
booklets that have all 
the tricks and 
strategies you need to 
amaze your friends 
and play like a pro on 
all the newest games! 

ELECTRONIC 
GAMING 
MONTHLY 

* FULL COLOR! 
* TIP BOOKLETS! 
* PREVIEWS! 
* HIGH SCORES! 
* CODE CARDS! 
* CONTESTS! 
* PLUS MUCH, 

MUCH MORE! 

WANT TO PLAY LIKE A PRO! 

□ YES! I want to subscribe to ELECTRONIC 
GAMING MONTHLY for the low price of 
$23.95 for a full year (that’s 12 incredible 
issues for 50% off the cover price). 

T ON READER SERVICE CARD. 



TOR SCORE CLUB 

UfDEO GAME 

HIGH SCORES 
Effective JANUARY, 1991 



IE 

Iff f| 
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CALL 1-708-916-3147 For Up-tO-the- 

Minute High Score Rankings!! 
Sena Your 

High Scores 

to the Pros 

at the U.S. 

National 

uiaeo Came 

Team ana 

win vour Bia 

At uiaeo 

immortality! 

Enter Our 

Competition 

ana Sena 

Your scores 

to the Mag 

that Banks 

the Best 

Players in 

the woria* 

came Score Player 

SE 
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Brandon Fish 

BEE 

Air Diver 11 James Bryat 

Tony DeSilvy 

r;=e: 
HE 
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After Burner S 

DSr SBo 
CALL THE U.S. NATIONAL VIDEO CAME TEAM 

TODAY FOR YOUR "TOR 100" RANKING ON EVERY 
CAME (BOTH HOME AND ARCADES) EVER MADE! 



GAME OVER! 
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HOW DO 
YOU HANDLE 
A GREMLIN ? 

i 



The arcade classic Pac-Man makes his Game Boy“debut in this sensational 
new release from Namco. Relive the adventure as you munch your way 
through twisting mazes filled with power pellets, bonus fruit, and those 
wicked'ghosts! Beware of their touch- they've been known to snack on Pac's. 

Hook up with a friend to double the excitement in this first 2-player Pac-Man" 
Determine the chal lenge by choosing the number of lives you1 II need to defeat 
your opponent. Add fuel to the rivalry by using the handicap feature which 
allows two players to begin in different rounds. Gulp down a ghost and 
shoot'em to your opponent's maze! 

There's Ghosts to gobble so get Pac'n. 

EEEngg 
I Scott Blvd. Suite 102 ! 



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. 


