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Nobody can hold a stick to

these guys:

> Messier, Coffey, Kurri, Linden,
Bl Savard and the 544 other

gl guys who play hockey at
the highest level The #3s,
deadliest marksmen,
the enforcers, the
brightest stars of the
[pro game.

Theyre all captured in
NHLFA* '93. The official
game of the National Hockey
[ eague Players Association” - —
The all-new version of the most " Zerra
__ action-packed hockey game ever

' Q r Last year, NHL® Hockey was the
" top-selling Genesis™ sports title. This
year, the same game designers deliver even more explosive game play.
Y  Checkoutall the players. The complete, accurate team rosters from the 1992 season.
4 Plus 1993’s new Ottawa and Tampa Bay expansion rosters.
NHLPA 93 is the finest the sport has to offer With more new pro moves than you

can shake a stick at
Faster tougher to beat goalies who leave the crease to clear Ioose pucks,

or lunge and dive to smoother shots. Individualized moves, like
glass-breaking slap shots, nimble stick action, and brutal body
checks. Each player skating his own unique game.
| Hot new defensive techniques

4 and an improved computer

- opponentraise the
electricity in &Rz,
power play Q.‘%
situations. 2



Stan ding
between you
and the trophy
¥ are scorers like Larmer
A Goah es like Belfour. In Um1da tors hke
SN Probert and Gaetz — 4 e e
aach of the 550 pros
rated on 14 characteristics

based on 1992 playing stats.
Some of the

pros are better T G .
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= o~ opponents power plgys.
.. A SéﬁA [f these guys dont stop you

PROEISEGE %v In your tracks, the rets will. A
Calling you for tripping, hookmg
Cross-checking, offsides, B
Interterence, or icing. I he more severe the penalty, the longer youre in the sSin bm
Ihere are even injuries that can knock you out for the game.

for play on the SEGA " GENESIS™ SYSTEM

fuelnnue to San Jose
'I°m Ron Bary for f‘AQiil.

" ;San Jose is ong of the most
Popular teams in the game,
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lalk about a game with impact. EASN' Ron Barr Score with the names of the game.

Personalized moves include Doug Is all over the ice NHLFA '93 is the only
Wilsons cannon-like slap shot. like a Zamboni! place you'll find all 550 pros.

For the first ime ever, battery back-up lets you make the greatest saves outside of your goalie.
Save lines you create. Even player stats for the entire post-season tournament.

I'he coverage of EASN," the Electronic Arts Sports Network, lets nothing slide. Spectacular
camera angles. Sportscaster Ron Barr. The exclusive crowd
Noise-O-Meter.” Highlights from other playolf games.
Instant replay. Commentary:

Stick with the pros: NHLFA '93 and the Electronic Arts R
Sports Network. Skate over to your local EA dealer or -

=m Order by phone anytime: (800) 245-4525.
. LR HOBKEY ™ g And get the greatest hockey game by
o S a long shot.

™
The all-new Super NES
version Is coming soon. R
;3-900288-HINT, -
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seals are the trad rrarl-' "'*u’m endo of America, Inc. NHL is a registered trademark of The National Hockey League .'L'_:.*z.‘.a.' reserved 75 cents for each additional minute
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e Players’ Guide to Football ........................ N— -

Football season is here, and with it the 1992-93 season of
football games. EG takes an in-depth view of what's a touch
down and where the fumbles are. Included are interviews, new
games, and instructions on forming your own stat-league.

FEATURES

© LISt OUL! c.veeeeeeeeeeeeeeeseeessesnsessessssssnsssnsssnessnsesnssssssssnssnnens 36

Join the Crypt Keeper, host of HBO’s Tales from the Crypt, as he looks at

scary games. Okay, Kiddies. This may be one you'll want to send your
parents out of the room for, but if read properly, you just may get a-head.

8 PIICE: OF TCCINNOTOBY wusianiswinmm mowssiomwssiseisiioaos s s i sss s wa o smssi o 42
Do you hate to spend fifty-bucks on a video game? How about $60 or $707
Want to know why games cost what they do? Just turn here.

e Apogee: Shareware ........ccccvveervnnnnnss WL LI u— 444

Shareware used to by synonymous with cheap, poorly crafted software.
Today, that opinion is changing. Here is a look at one of the companies
responsible for that change, and the products they represent.

T R e P O e 48
Desert Strike - Return to the Gulf, is striking the Super Nintendo and
Genesis. EG interviews the creators of this intense action/shooter.
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Consider, CD systems for computers and video game systems.
Are they here to stay, or just passing by?

S GAMINE N LING sciissnsssiniianiiitimsbiiimsiist s r e ivns ik saaamis 94
In the first of his series, Ed Dille looks at America On Line and
the new state-of-the-art games being offered to subscribers.

About the art — We at EG would like to thank the following artists for their contributions to this issue:
Football photos courtesy of the NFL and individual artists listed.

And a special thanks to our freelance artists:
Eric Curry — All department logos, and various photography
Bob Forrest — Price of Technology and CD Multimedia (© 1992 Bob Forrest)

Cliff Spohn — EG Interview
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And Extra Special thanks to the folks at HBO for allowing the Crypt Keeper to visit the EG offices. As you can see by the pic-
tures, we had a great time.
Um...by the way...We really don't mind the paper-clips, pens, and computer keyboard Mr. Keeper accidentally took back in his

briefcase, but if you would, ask him to return Juli, our Art Director. She is needed at work and her plants are dying.
T e T T e R e T R T T e e e e T [ R e e ey T T

EG presents a blow-out of the finest
gridiron contests of the year.
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OCP is sending in Rehab Officers to clear the
streets of Old Detroit, making way for the
construction of Delta City. When ROBOCOP
sees helpless families forced out of their homes
as the bulldozers move in, he joins the
resistance movement to hattle the Rehabs!

Armed with a new multi-weapon arm
attachment containing a large-bore cannon and
a smart bomb, plus a gyropack for airborne
assault capability, ROBOCOP faces a batallion
of ED-209's, tanks, heavy artillery and a new
adversary, 0OTOMO. The odds seem
impossible, but remember—you're ROBOCOP!

ORI

PICTURES CORPORATION

Orion's licensing
representative: CLC

SUPERANTENDE

ENTERTARAINTMENT
SYSTEM®

CIRCLE #192 ON
READER SERVICE CARD.
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Robocop™ 3 TM & © 1992 Orion Pictures
Corporation. All Rights Reserved. TM designates a
Trademark of Orion Pictures Corporation. Game
program © 1992 Ocean Software Limited. Oceanis a
registered trademark of Ocean Software Limited.

Ocean of America, Inc.
1855 O'Toole Ave.
Suite D-102

San Jose, CA 95131




Have Easter Eggs Gone Bad?

I'll never forget the excitement that gripped the office on the day, a decade
ago, that we got a letter from a reader who had found something unexpected
in Atari’s Adventure cartridge for the 2600. By moving around the rooms of
one of the castles in a specific way, he’d made a little dot appear. Properly
manipulating the dot produced the programmer’s initials. Someone, perhaps
Bill Kunkel, commented about the discovery of a hidden “easter egg” in the
cartridge, and a tradition was born.

My favorite Easter Egg was in Coleco’s Smurf Adventure. When the hero
reaches the Smurf Princess he had to make a quick series of jumps to land
beside her on top of a giant skull. But if the hero starts toward the captive and
then turns back, she strips naked as an extra incentive!

Early Easter Eggs expressed the programmer’s individuality. Back in the days
when designers and developers seldom got public credit, these secret bits put

a personal stamp on the game. They were harmless, if subversive, acts; secret

messages to the world from the techies crowded into the back room. | never
heard of anyone getting fired for putting an Easter Egg into a game program,
but it was something that might cause problems for an employee, if
discovered.

That's why we loved them. Easter Eggs seldom exerted much effect on
game-play, but they proved there were actually human beings behind all the
bytes and bits.

Inserting those unauthorized items took skill as well as guts. Easter Eggs
had to be accessible enough to insure that some players found them, yet well-
hidden enough to escape the project manager’'s censorious eye.

Now Easter Eggs have degenerated into little more than a marketing tool.
It's a corporate strategy, not a personal statement. Hidden items are created
right along with the rest of the program, and most companies reveal them
soon after publication to guarantee some extra sales.

Think about that. The company puts an Easter Egg into the game—and then
tells you how to find it! Of course, they pretty much have to tell how to find the
hidden goodies, or only the most compulsive gamers would ever crack most of
them. | confess that, in 20 years of electronic gaming, | have yet to hit a but-
ton 27 times, push left on the control pad 54 times, and then click “reset” 18
times while standing on one foot. Too often, that’s what it takes to find an
Easter Egg in the 90s.

This is a call for intelligence, not abolition. U.S. video and computer game
developers have made a tremendous comeback in the last couple of years,
reasserting our country’s claim to world leadership in game design. Why not
reclaim the idea of the Easter Egg? Those little surprises, if implemented prop-
erly, add extra enjoyment to a game. Let the Easter Eggs of tomorrow’'s games
be as humorous—and glorious—as the ones that set the style.

— Arnie Katz
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REX NEBULAR IS FOR HIRE!

AND THE SPACEWAYS WILL NEVER BE THE SAME!

SLII‘U. he's for hire. But if he doesn’t pull off this job, Rex Nebular’s
reputation as an interstellar adventurer and womanizer will take a

bruising. It that's still possible.

All he has to do is retrieve a priceless vase for

#Q, a really ticked—oft Colonel Stone. It should be

casy ... NOT!

Especially when this Cosmic Gender Bender gig
has enough traps to send Rex to his grave a

thousand times over.
Rex will have to locate a cloaked planet. Survive
the grotesque Gender Bender machine. Negotiate the perils of a vast

underwater world. And tear himself away from legions of sex-starved

aliens. Some of whom would like nothing better than to use our hero as

breeding stock!
And Rex thought women only wanted him for his mind!

Save Rex Nebular from himself. And save the universe
from Rex Nebular. Get your copy of Rex Nebular And The Cosmic

- 2§ AN Gender Bender today at your favorite retailer.
e L NN,
WOMARERL MANIE ¥ N R
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’“3' §= ¥ v~ B r J +STIMULATING state-of-the-art graphics and animation!

e
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. Thousands of MIND-BENDING PUZZLES TO UNLOCK!

-----

Actual screens may vary.

+ TITILLATING rotoscoped art!

- EASY, HARD, and ADVANCED modes!

- AROUSING INTUITIVE INTERFACE light years ahead of any other!
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: To get our [ree catalog, call 1-800-879-PLAY. :
| (Mon.- Fri., 8:30 am-5:00 pm EST.) |
: |
: Or [ill out the coupon and mail it to: MicroProse Software, Inc. |
: 180 Lakefront Drive e Dept. D-10  Hunt Valley, MD 21030-2245 :
! | A0 0, £,
I Name | -8 B
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| Address . A\
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| City State Zip | | |
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Virtuality Opens
- St. Louis Arcade

: St. Louis, MO, got the
| prize — the country’s

_;f first Virtuality center. It's
' located in the city’s most

EA Signs

CD Six-Pack
| In a move that marked
| the industry’s growing
! interest in CD-ROM, Elec-
' tronic Arts expanded Its
| affiliated labels program
| with the addition of six
! CD-ROM publishers.
| According to Nancy
| Smith, speaking for EA,
| the move is designed to
| meet the increasing con-
| sumer demand for CD
| products.
| The companies joining
| the Electronic Arts Distri-
| bution program are
' Ebook, Humongous
' Entertainment, ICOM
| Simulations, Novalogic,
! Pop Rocket, and Zelos!.
! Some of the products
| scheduled for distribution

b i+ s 00 s i il il - i B S G i e | — Pt ey e e s lea i
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beautiful and unique

building, the historic St.

Louis Union Station.

The center contains

four stand-up models and

four sit-down models of
Virtuality,
networked
together for
group com-
petitions.
There are
two games
currently In
play in the
St. Louis
virtual reali-
ty playland,

this winter are: Ebook’s
Aesop’s Fables and
Twelve Roads to Gettys-
burg; Humongous' Putt-
Putt Joins The Parade;
ICOM’s Sherlock Holmes
Il and Earth Invitational;
Novalogic’s battle simu-
ations (not yet named);
Pop Rocket’s rock’'n roll
adventure Total Distor-
tion; and Zelos!’ line of
iInformational titles.

EA Supports
Sega CD

The Sega CD hasn’t
even been released In
America, but it's already
gaining some important
support among software
developers. Electronic
Arts has been licensed
by Sega Enterprises to

il e il et e et il ilions S o S B e s i sl o el il e e B A R W e,

Dactyl Nightmare, a space
chase across a surrealistic
platform, and ExoRex,
which puts the player
inside a robot, to duke It
out with similarly equipped
opponents. New games will
be premiered periodically.

Virtuality provides each
player with a helmet with
liquid crystal viewing

produce software for the
new peripheral.

The Sega CD, which
works with the Genesis
to provide multimedia
entertainment, 1S expect-
ed to be available In
retail outlets in Novem-
ber of this year.

In an EG exclusive
interview, company
spokesman Stewart
Bonn revealed they were
founding a new CD
group, to “jump start the
company in CD, and to
start new develop-
ments”. He went on to
say that they expect 1o
address a wide market,
Including some new
areas for the company.
They are looking into
early learning, edutain-
ment, and infotainment.

Compiled by: Joyce Worley

screen and speakers,
putting the player into
the game, as computers
track all body move-
ments through a 3-D,
360-degree landscape.

Konami Comes
to Genesis

Teenage Mutant Ninja
Turtles—the Hyperstone
Heist is the newest
game from Konami, Inc.,
and it's for the Genesis
system. Konami signed
with Sega of America to
produce original games
for the Genesis, and
other scheduled titles
include Sunset Riders,
based on Konami’s coin-
op game, and, by spring,
Tiny Toon Adventures.

Konami continues
development of games
for Nintendo’s systems,
with 16 games sched-
uled including Teenage
Mutant Turtles IV—Tur-
tles in Time, for the

. Super NES.




Super Controllers
Fill Special Needs

Manufacturers are
vying to create control

| devices with special fea-

tures that make gaming

easier, higher scoring, or

just more comfortable for

the player.this year.

Shoppers will find a wide

variety of joystick and

! mouse controllers to cus-

| tomize play to individual

| taste.

| Logitech introduced
the Kidz Mouse for the

Macintosh. Ergonomically

i ‘__ T
k. :"_-.'-":-'::‘i"-;"-.' a7

Logitech's Kidz Mouse

I designed for small
| hands, it’'s nonetheless
as precise as a a grown-
up mouse. It retails for
| $79, from most dealers.
1 An IBM Kidz Mouse is
! also avallable.

IMN Control introduced
| a special device for
| gamers who already own
! the Gamehandler for use
I on 8-bit Nintendo. The
player plugs the 16-bit
| Super Adapter into the

Game-
handler
NSX by
s IIVIN
‘ Control

| base of the original

I Gamehandler, for SNES
I compatibility. The

I adapter retails for under
$20, and provides the

| same special features

| that are available with

| the new Gamehandler-
NSX.

The Gamehandler-NSX
for the Super NES has

reversible buttons for
customized, one-handed
operation, and the ability
to change games by tog-
gling slow motion, to run
a game backward, or
hyperwarp around the
screen. This deluxe con-
troller retails for under
$55, and features many
pbuilt-in game tricks and
tips, plus promise of
more updates to come
via a special newsletter
from IMN Control.
Suncom’s PC Com-
mand Control is a control
nad for IBM and compati-
nles, designed specifical-
y for Nintendo players
who use computers. It
features five fire buttons
and a control disc, and is
said to be ideal for
arcade and flight simula-
tion software. It retails
for $29.99, and it does
require a game card,
Suncom recommends

PC Command Control

their own GamePort 2+
or equivalent.

Suncom’s FX 2000 is
a joystick for IBM
($39.99): this one lets
users orient the stick for
either left or right-handed
players. It has a pistol
grip, with fire buttons on
top and at the trigger fin-
ger, auto fire, switchable
buttons, throttle control,
and suction cups for
tabletop use. It's report-
ed to reduce arm and
wrist fatigue to allow
longer play.

Computers Mated
At Chess-a-thon

A thousand children
played chess with 30 of
the world’s chess mas-
ters in Central Park in

| the first annual

charity Chess-a-
thon this sum-
mer. This event
climaxed the
two-week U.S.
Chess Festival

iIn New York City,
sponsored by
Fidelity Electron-
ics, Miami, FL,
and its German
sister computer-
1zed chess

pboard maker,
Mephisto, along
with The Software
Toolworks (Chess-
master software) and a
number of other compa-
nies and organizations.
The participating mas-
ter s were each chal-
lenged by 40 young play-
ers. Judit Polgar, the
15-year-old Hungarian
grand master, played
against Harlem’s Raging
Rooks, the former U.S.
Junior High School
Champion chess team.
One of her opponents,
15-year-old Sharu Robin-
son, actually succeeded
INn achieving a draw.

The theme of the Chess-
a-thon event was Push
Pawns, Not Drugs.
According to Dr. John
Renaldo, Fidelity's

Sammy Still
In Business

Despite earlier reports,
American Sammy will not
cease video game opera-
tions in the US. The
Japanese-owned compa-

national marketing direc-
tor, “Chess is a strong
deterrent to substance
abuse among teenagers.
Chess can help keep
kids off the streets and
out of gangs, as well as

Grand master Judit Polgar plays
Raging Rooks team members

Improve their perfor-
mance in schools.”
Kickoff event for the fes-
tival was the third annu-
al Harvard Cup man-ver-
sus-machine chess com-
petition, in which five
grand masters were pit-
ted against machines
from Fidelity, Mephisto
and Heuristics, and The
Software Toolworks’
Chessmaster 3000. No
computerized system
was uniformly successful
against the grand mas-
ters. Michael Rohde
(ranked 14th in the U.S.,
with a 2623 rating)
emerged in first place,
and Sergel Kudrin (rated
at 2669 and ranked
6th), came in second.

ny, whose parent IS a
leading maker of home
video and coin-op
games, plans to publish
all announced titles, def-
Initely including the
eagerly awaited

Might & Magic.

Electronic Games
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Radio Shack Gets
Software Kiosks

After a year-long pilot
project, Radio Shack has
expanded the availability
of the TandyVision
kiosks. The kiosk pro-
ject, tested in almost
200 stores during the
past year, yielded such
good results that the
company will place the
electronic ordering sys-
tem in all stores. The
system indexes software,
with photo and descrip-
tion of each product, so
viewers select, compare,
and even print data
sheets. The multimedia
system inside, accessed
by a touch-sensitive
screen, is capable of

Sweatin’ To The
Video Games

The next time your par-
ents say you 've been
gaming too long, just tell
‘em the doctor said it
was okay. A recent test
conducted by indepen-
dent researchers sug-
gests that video gaming

. Stronger Penalties

Urged for Piracy.

Nintendo of America,
and more than 50 video
game developers and
publishers, appeared
before a House subcom-
mittee, urging the adop-
tion of legislation that
would strengthen crimi-
nal penalties for com-
puter software piracy.

James |. Charne, vice
president of Absolute
Entertainment, Inc.
spoke before the com-
mittee, relating the

5 A T A o T R P TR G R T T AT S TR
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reproducing photographs,
game screens, anima-
tions, or even non-inter-

active demos of the prod-

uct. Customers pay for
their selection in store,
and it’s shipped to them
from Ingram Micro, under
terms of a software ful-
fillment agreement
recently signed with
Tandy.

may actually be as
healthy as a brisk walk.
They tested a group of
players, ages 16 to 25,
after a 30 minute play
session, and found that
gaming caused an 80%

iIncrease Iin energy expen-

diture, and a 25%
Increase In heart rate,
which is equivalent to a

2 m.p.h. hike.

feelings of a disgrun-

tled industry. “We esti-
mate annual losses of
more than $1 billion
from the displacement
of sales of legitimate
video games,” said
Charne, “If counterfeit-
ing like this continues
unchecked, we believe
a substantial number
of U.S. companies like
mine and thousands of
U.S. jobs will be put
into jeopardy.”
Decision on this
piece of legislation
should be made soon.

AR T T R T R T T e e e

CD Pact Unites

Hong Kong, Russia

InterOptica Publishing
Limited, Hong Kong,
multimedia CD-ROM
publisher, and the Insti-
tute of Informatics Prob-
lems (IPIAN) of the
Russian Academy of Sci-
ences agreed 1o Co-
develop multimedia soft-
ware. InterOptica, found-
ed in 1990 by traveler
journalist Simon Win-
chester and his wife
Catherine, produces
such titles as Great
Cities of the World and
Great Wonders of the
World for both PC and

Sierra Network
Design Award

The Interactive Design
Association awarded
The Sierra Network
(TSN) its Design Award,
citing its personal

Tecmo Moves To
Larger Quarters

Video game manufac-
turer Tecmo, Inc., moved
its operations to Tor-
rance, California,
because of the need for
more space.

Announcing the move,
President Ken Nakata
said, “The larger ware-

Macintosh formats. |
IPIAN was founded in
1983 by computer scien- |
tist Boris Naumov, then |
responsible for the
USSR’s minicomputer
products.

“The initial titles will
concentrate on Russian
themes,” said Catherine
Winchester, InterOpti-
ca’'s managing director.
“In later stages we
intend to co-develop
packages in other areas
where the Russians
have well-known exper-
tise, such as computer-
alded instruction and
science.”

approach, graphical
interface and entertain-
ment value. Particularly
noted was TSN'’s graph-
ic FaceMaker, by which
members make visual
representations of them-
selves with which to
interact with other mem-
bers.

A wholly owned sub-
sidiary of Sierra On-Line,
Inc., TSN emphasizes
multi-level on-line inter-
action, so that members
can talk to each other
even while playing or
watching others play
games such as bridge,
chess or backgammon.

house space and more
office space will enable
Tecmo to better serve
our customers and in
addition this move
reflects Tecmo's long
term commitment to the
video game industry.”
Tecmo’s games for
the Nintendo Entertain-
ment System include
Super Bowl and an NBA
Basketball series.




Feel the Power.

Experience the Magic!

or those who choose to brave
dark, foreboding dungeons, unravel
riddles as ancient as time, and clash
with sword and magic against
hideous beasts and tactful villains...

Welcome to the land of Varn!

ead your party of hand-picked
adventurers into this enchanted
world! From the beast-ridden caverns
of the underworld, to the majestic
castles of the land, you’ll travel in
search of clues to unlock the
Secret of the Inner Sanctum!

Beware, brave warriors, for

-
e the labyrinths of Vamn are
& heavy with the smell of Doom.
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Prodigy Hosts
Mystery Party

The Prodigy Mystery
| Party has been added to
! the Prodigy service, a fol-
| low-up to its popular mys-
i tery series, Abel Adven-
tures. Members join
I teams as one of eight
! characters, each of
| whom has a secret goal
to achieve. Each charac-

| ter’s actions are based

| on decisions that the

| team makes as a group.
| Each day the story so far
IS made available to the
players, both public infor-
mation and the decisions

TSN Introduces
Flat Rate

Sierra On-Line
announced a nationwide
flat rate of $12.95 per
month for The Sierra Net-
work, for 30 weekend
and night hours per

. month on line.
Telecommunicators

SNK Breaks
100 MEG Barrier

SNK has completed

the biggest cartridge
done to date, at least In
terms of memory, and
shattered the 100 meg
barrier like a foot explod-
ing through a piece of
plywood. Art of Fighting,

for the Neo Geo, will be

Electronic Games

of the player’'s team.
Stories will last a month,
during which a mystery
has to be solved as well
as players trying trying to
ald their characters to
succeed in their private
agendas. New stories
will be offered several
times a year.

The Prodigy Mystery
Party is just one of the
many new On-Line adven-
tures, popping up on
most major bulletin
board services, all over
the country.

The Custom Choice is
priced at $14.95 over

can sign onto the net-
work, play games with
the other members, chat,
and use all other ser-
vices, which include con-
ferences, tournaments,
electronic mail, and bul-
letin boards on a variety
of subjects.

Additional rates apply
for weekday hours and
certain services.

available for home play
before Christmas.

The giant game need-
ed 108 megs of memory
for non-stop speech, and
for the 10 characters,
(said to be the biggest
ever seen on a home
video game), ranging
from mafioso to martial
artists, each with individ-
ualized strengths, weak-

g nesses and

‘magic attack
techniques'. Play-
ers fight head-to-
head, against
another human, or
even same char-
acter vs same
character.

i e e T e = e

Myriad Debuts
NES Game Packs

Myriad Games, Inc.,
Kingwood, TX, has a
series of multi-game car-

| tridges for the NES that

are sold and rented

exclusively through video

stores.
Each cartridge, retail-
ing for $69.50, contains

Malibu, Acme
Merge

Veteran gamesman
Bob Jacob (best known
for his now-defunct com-
pany, Cinemaware) has
merged his development
group, Acme Interactive,
with Malibu Comics. The
new firm, Malibu Interac-

tive, will focus on co-pub-

lishing agreements.
Jacob saw a synergy
between video games

and comics, which

Maxis Gets Down
to Business

Recognizing the poten-
tials of its simulations
engine, Maxis, Orinda,
CA, publisher of SimCity,
SimEarth and others In

the Software Toys line,
created two business
units for education and
business training.

“Our simulation soft-
ware not only provides a
more effective approach
to learning, it's a lot

more fun than traditional
techniques,” said Jeff

Braun, president and co-
founder. “It's

accepted among
educators that peo-

ple learn better ana
faster when they are
challenged, are

allowed to grow at

Six original games, with
such titles as Cosmo
Cop, Magic Carpet
1001, and Balloon Mon-
ster.

Myriad backs up its
product with sales dis-
plays and promotional
brochures that double as
instruction manuals for
the games.

— R S —— P e T W S S e

sparked the merger.
Jacob plans to turn
comics into interactive
entertainments. Current-
ly, they have the game
rights for Men In Black
(which will also be a fea-
ture film from Columbia
Pictures), and also plan
projects to combine Mal-
iIbu characters with well
known rock bands in
games. “We want to
bring together disparate
elements,” explained

e

their own pace and enjoy
the process as well.”

He noted that the
establishment of three
separate business units
would assure that appro-
priate attention be given
to each area.

A recent investment by
E. M. Warburg, Picus &
Co., New York, provided
capital for the expansion.

Educational versions of
some programs, such as
SimLife, have been pro-
duced all along, but the
newest following the
establishment of the new
units is SimFarm.
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Crystal Ball

Some exciting electron-
IC games are coming our
way in time for the holi-
day season. Here's a
brief rundown on a few of
special interest.

The Incredible
Machine (Sierra On-
Line/PC) is the first
game from Jeff Tunnell
since he formed his new
development group under
the Sierra-Dynamix
umbrella. The gamer
plays Rube Goldberg and
puilds jury-rigged contrap-
tions to maneuver an
object across the play-
field to the exit. There
will be 21 puzzles to
challenge the strategist.
If you like Lemmings,

Koei Romances
Sega’s Genesis

Koei Corporation’s hit
Nintendo title, Romance
of the Three Kingdoms
Il, has just been
released for the Genesis.
This marks the compa-
nies first entry as an offi-
cial sega licensee.
Several other games are
set to follow, including
the strategy adventure
game, Gemfire.

Romance casts the
gamer as a general of
China, and Gemfire is an
Arthurian-styled

Nintendo CD-ROM
To Go 32-Bit

Nintendo's president
iroshi Yamauchi dis-
closed a few more details
about the Nintendo CD-
ROM machine at a press
conference in Tokyo. He

said that Nintendo Is con-

tinuing work on its CD-

L T L e T TR T A T e L el P S I e

14 Electronic Games

S S R TR S g S e S TR e

this is one worth a look
when it gets to stores In
a month so so.

The Lost Files of Sher-
lock Holmes, (Electronic
Arts/PC) may be the best
computer game ever to
feature the World’s
Greatest Consulting
Detective. The case, set
in 1888 London, involves
the brutal murder of an
actress. The point-and-
click interface promises
smooth game-play, and
the graphics and sound
perfectly evoke the
gaslit, fog-shrouded
atmosphere of Victorian
London. The game Is
definitely afoot in this
stylish Holmes adven-
ture!

roleplayer. Both are said
to offer superior game
play, more detailed
graphics, and improved
game speed over their
Nintendo counterparts.

Koei’'s strategy games
are most popular in
Japan and appear on
every system.

Koei also plans two
new releases for IBM
this autumn, Gemfire
and Liberty Or Death
(the gamer takes the role
of General Washington or
Lord Cornwallis in the
war for American inde-
pendence.)

ROM accessory, but the
unit will incorporate a
new 32-bit processor.
According to Yamauchi,
CD-ROM based on a 16-
bit processor would not
provide enough advance
over the capabilities of
the Super FX chip for the
Super NES. By going to
the 32 bit processor the

e e P Tl ek T
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Top Coin-Ops of
June 1992

Figures courtesy of Replay
Magazine, based on an earn-
ings-opinion poll of operators.

Best Upright Videos

1. Streetfighter II1:CE/
Capcom

2. Terminator 2/Midway

3. Double Axle/Taito

4. Sunset Riders/
Konami

5. Space Gun/Taito

6. Turbo Out Run/Sega

7. Captain America/
Datakast

8. Steel Gunner/Namco

9. 5.C.1./Taio

10. Spiderman/Sega

Best Deluxe Videos
1. X-Men/Konami
2. Steel Talons/Atari
3. Grand Prix Star/
Jaleco
. Race Drivin’/Atari
. Final Lap 2/Namco
. Mad Dog/Betson/ALG
. Road Riot/Atari
. Hard Drivin’/Atari
Final Lap/Atari
10 Galaxy Force/Sega

Best Coin-Op Software

1. Street Fighter 11/
Capcom

2. Aero Fighters/
McO’River
. Varth/Romstar
. Ninja Commando/SNK
. Fatal Fury/SNK
. Total Carnage/Midway
. King of Monsters/SNK
. Baseball Stars 2/SNK

Wrestlefest/Technos
10 Steel Gunner/Namco

new machine will offer
game developers twice
the processing power and
speed for an enhanced
gaming experience.

The 32-bit CD-ROM
machine, an accessory to
the Super NES, should be
iIn mass production by
August of 1993. Howev-

er the mtroduchon of the

2 Tl T B R (I e 1 R e WL B Al

tronics Show, June 1993.
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Top Selling PC

Games, June 1992| :

The list of top-selling computer}

software was compiled by PC

Research of Washington, DC.,
based on sales data received |
from Software Etc., Electronics§

Boutique, Babbages and
Waldensoftware.

TOP MS-DOS Games

1. Aces of the Pacific/
Sierra

2. Hardball Il /Accolade

3. A Train/Maxis

4. Indiana Jones:Fate of
Atlantis /LucasArts

5. Dark Queen of Krynn/
Electronic Arts

6. Civilization/MicroProse

7. Gateway /Accolade

8. Sim City /Maxis

9. F11 7A Stealth Fighter
2.0/MicroProse

10. Ultima VIl /Origin

Top MS-DOS Education
Games

1. Where in the World is
Carmen Sandiego/
Broderbund

2. Mavis Beacon Teach-
esTyping/Software
Toolworks

3. Where in the USA is
Carmen Sandiego/
Broderbund

4. New Math Blaster
Plus /Davidson

5. Playroom/Broderbund

6. Algeblaster Plus/
Davidson

(. Reader Rabbit 1/
Learning Company

8. Reader Rabbit 2/
Learning Company

9. Body Works /Automap

10. Oregon Trail/MECC

L L

unit is dependent upon
development of games
for the new equipment
“which offer a significant
difference from cartridge-
based games .

Nintendo expects to
discuss the launch of the
new equipment at the
Summer Consumer Elec-

-’i
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Nintendo Unveils
Super FX Chip

Nintendo games are
set to get a whole lot
~ better, thanks to some
high-level new technology
just developed. Nintendo
aunched a super effects
custom chip at a soft-
ware show in Tokyo, and
predicted that it would
allow a new generation
of 3-D gameplay, at a
level of realism previous-
ly unobtainable.

The Nintendo Super FX
chip, scheduled for

TR

Recycle
Old Systems

If you've been wonder-
Ing what to do with your
old CPUs, here’s an an-
swer—and a tax deduc-
tion, too!

The National Cristina
Foundation wants your
old computer equipment,
to be channeled as
donations to groups that
assist students and dis-
abled workers. They

Cobra Strikes
Sega CD

Sega liked it so much,
they wanted it for their

L own. Renovation’s first

CD title, Cobra Com-
mand, designed for the
Sega CD, hit the spot so

16 Electronic Games
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release in February
1993, is based on RISC
technology, and includes
digital signal processor
functions to perform tex-
ture mapping, shading,
and real time 3-D per-
spective for the 16-bit
Super Nintendo Enter-
tainment System.

The first Super NES
game that uses the chip
should be ready by the
time of the chip’s intro-
duction, and Nintendo
licenses will be able to
start using the chip early

next year.

work with grassroots
partners to direct dona-
tions to route the equip-
ment to training and
educational organiza-
tions.

To donate equipment,
call the Foundation at
800-274-7846. Old com-
puters never die! They'll
just keep on computing,
If you'll send them to
someone who'll love ‘em
as much as you did
when they were new.

company decided to buy
it for their own library.
The game will be pub-
lished under the Sega
label this winter.

Cobra Command was
produced and developed
by Telenet Japan’s
Wolfteam design group.
It features a unique
graphic set that resem-
bles Japanese cartoons,
with a fast frame rate.
It’s a realistic helicopter
simulation in which the
gamer must dislodge ter-
rorists from hiding places
in New York City, the
Grand Canyon, and other
famous spots around the
world.

" A Look to the East

T

by Marc Camron

Japan heated up at the

end of August, with two
| major trade shows.

Nintendo hosted their

| annual bash, showing

| the latest and greatest

| for the Famicom and

. Super Famicom. One of

| the big surprises was the
| postponement of the CD-
. ROM unit (elsewhere in

| news section). What was
| present, was a new 3-D

| graphics chip, that will

| make Mode 7 look like

| 8-Bit. The chip will be

| released next year, and

| could significantly raise

| the cost of games. More

| on this as it develops.

One other fine tidbit

was the announcement

| of a 4-player adapter for
| the Super NES. No word
L on when this will be

| brought to the states,

| but rumors say to look

| for it at the January CES.

Also In Japan, just a

couple of days after the
Nintendo show, was the
| Jamma, arcade show.

SSI& TSR In
7-Year Pact

Strategic Simulations,
Inc. and TSR, Inc. have
completed their negotia-
tions, and agreed on the
details of their new
agreement. Under
terms of the new con-
tract, SSI's license was

'_ renewed, to create

P e T L L e ey e L O A Tl . T Myl e B e e T RSP, L - A

It was here that the real
innovations in electronic
gaming could be seen.
Sega was showing a
very impressive driving
game called Virtual
Racing. While not a true
virtual reality game (no
nelmet is worn, so the
player Is not encom-
passed Iin the game
world), the game brings
the player one step clos-
er to getting behind the
wheel of a race car. Poly-
gon filled graphics using
Sega’'s 32-Bit engine :
highlight this state-of-the- |
art driving masterpiece. |
Another game that
blew away the crowds j
was Galaxian 3. No more |
ittle aliens tromping |
down the screen. This
Galaxian is 3-D shooting
action for up to 6-play-
ers. The game swoops
around space, while the
player fires upon other
spaceships, asteroids,
and anything else in the
way. While the player |
only controls the gun and |
not the ship, this tech- |
nology looks promising.

” game.s r.:m'_TSR’s.

Advanced Dungeons 7
Dragons properties.

The 1992 contract
grants SSI game rights
for all electronic sys-
tems, including all PC
formats, video game for-
mats, and CD, for a five
year period, followed by
a two-year option, for a

total of seven years.
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The word from the video-game theater of operations is clear: You'll take on enemy tanks, helicopters, and SCUD
Super Battletank: War in the Gulf performs brilliantly onthe launchers, and experience searing sound effects and spectacu-
Super NES™! lar digitized graphics that will make you feel you're right at the

One of the most realistic, authentic military games ever created, ~ ¢ore of the Persian Gulf War!
Super Battletank puts you, an Allied Forces tank commander, ~ And coming soon: Super Battletank on the Sega™
in charge of the devastatingly powerful M1A1 battletank, Genesis™!

armored warfare champion of Operation Desert Storm. Designed by Garry Kitchen and Alex DeMeo.
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Inside the World
of Coin-Op

Last time around, in our inaugural
issue, we tried to give a very broad
overview of what has taken place In
the ever-evolving world of coin-oper-
ated amusement games. Hopefully,
by expounding on where game
design has been, the trends and
influences behind the scenes, we
can better understand where the
industry is today and what we might
expect in the future.

The introduction of new games In
the fall has always been critical, and
this year is no exception as all the
major manufacturers gear up to
regale us with their latest creations.
Headlining current releases Is an
attraction that might have you believ-
ing you’'re actually part of an off-road
motocross race. With Atari’'s Moto
Frenzy, a ride-on, full-motion motor-
cycle simulator, get ready to lean,
pivot, and pop wheelies depending
upon your control and the action on
screen. Detail is there right down to
handlebar controls with a twist-grip
throttle and the addition of a fire but-
ton to destroy some of the obstacles
In your way.

And you'll be on your way with six
different player-selectable courses
that will take you through Los Ange-
les, Maui, Las Vegas, Utah, Kenya or
Norway. An eclectic mix to be sure,
Moto Frenzy features a standard
timed lap format. There's extended
play based on completing a given
course within the pre-set time, as
well as bonuses awarded for special
stunts whether traversing icy tracks
(complete with oncoming polar
pbears), or the menacing presence of

18 Electronic Games
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monster trucks. A final word about
Moto Frenzy—although this Is just a
single-player game, you might find
your local amusement center ‘linking
up’ two games together for some
adrenaline-pumping head-to-head
competition.

Having proven that
well-crafted licensed
games can be success-
ful as evidenced by the
popularity of such past
efforts as Teenage Mutant
Ninja Turtles, The Simp-
sons, the more recent Gl
Joe, and the 6-player
X-Men, Konami IS hop-
ing to capture lightning
iIn a bottle one more
time with the intro-
duction of Bucky
O’Hare.
Based on
an animat-
ed cartoon
show,
comic bookKs,
and an action
figure toy line,
video gamers
will now be
able to join the [§
g00d ’
Captain
O’Hare along |
with Chief Gun-
ners Mate
Dead Eye
Duck, Pilot
Jenny and
Blinky, Android First
Class, in a four-player horizon-
tal-scrolling adventure. Using an 8-
way joystick and a trio of action but-
tons to control shooting, jJumping,
and super weaponry, your objective

COIN HERE

IS to fight the evil Toad Military
Forces and, of course, save the uni-
verse from destruction.

Highly detailed on-screen graphics
and non-stop combat against a dizzy-
iIng array of adversaries and large-
scale enemies make

this a very famil-

lar video game
“If theme that is
suitably embell-
ished by the col-
orful characters
you control and
encounter from
one wave to the
next.

For an experi-

! ence that is
much more life-
| like, laser video
games have
enjoyed a revital-
ization with last
year’s introduc-
tion of Mad Dog
McCree, which
brought a wild
west shootout to
® the arcades.
Well, now Ameri-
can Laser
Games is back
= with a one- or
@ two-player shoot-
Ing gallery featur-
Ing the comedic
antics of Gallagher.
There are four worlds to
Gallagher’s Gallery. As you
take aim at many of the foods
Gallagher hates to eat, travel to
Gadget Land to shoot at things like
alarm clocks and model airplanes.
Gallagher also invites you to his
Sheriff’s Office for some target



practice, and a Play Room where you
might take a bead on balloons or
gumball machines.

From one wave to the next, Gal-
lagher is ever-present, offering up
his own unique humor and some well
selected taunts in the hope that
you're up to challenge the infamous
Death by Melon. After all, Gal-
lagher’s Gallery wouldn’t be com-
plete without a little watermelon
smashing. So get ready...aim...fire!

Realism in game design continues
to move ahead with what is being
heralded as the coin-op video block-
buster for 1992. On the heels of
their award-winning Terminator 2
dual-player gun game, Midway has
just released Mortal Kombat. A digi-
tized graphics, two-player spectacu-
lar, this fighting game features an
eight-way microswitch joystick and
five-button controls for kicks, punch-
es, blocks, and combination moves
that will test any gamer’s tenacity,
reflexes, and resolve.

It's a fight to the finish as you
select one of the eight martial
artists for a head-to-head, best two-
out-of-three match. Each of the on-
screen warriors, from the big-screen
superstar Johnny Cage to Liu Kang,
member of the secret White Lotus
Society (with Kano, Raiden, Sub-Zero
and Sonya Blade), possess an arse-
nal of unique secret moves. Master
these to make your way up the lad-
der for the ultimate confrontation
against the likes of the four-armed
mutant warrior Goro and, finally, the
deceptively powerful Emperor Shang
Tsung.

These are just a few of the more

significant games you'’ll be
encountering in the weeks
and months ahead, but

there are also some sneak
previews we'd like to offer

INg a page out the old nov-
elty games that once ruled
the arcades, Jaleco is
serving up a high-tech arm
wrestling test of strength
INn @ machine called Arm
Champs Il.

Two more gun games of
note include Lethal
Enforcers, a two-player
shoot-‘em-up from Konami that will
be their first effort in digitized graph-
ics technology, and Operation Gun
Buster, an explosive four-player gun
game from Taito, featuring interac-
tive team competition. King of the
Monsters 2 from
SNK is one of the
latest additions to
the growing library of
hits for the coin-op
Neo-Geo system.

Finally, pinball
players aren’t going
to be left out in the
cold when they dis-
cover A.G. Soccer-
Ball. From the new
Alvin G. & Co., this
debut puts players
at either end of a
machine designed
to provide some
heated head-to-head
action based on one
of the world’s most
popular sports.
Although this is an
unconventional
approach to pinball
competition, A.G.
Soccer-Ball utilizes a
revolutionary patent-
ed “Switch Flipper”
mechanism that
‘reads’ each play-
ers’ scoring. The playfield is filled
with drop targets, spinners, and
enough features and strategy to
keep pinball players flipping for
more.

And, trying to duplicate the suc-
cess of the Addams Family, which

for you to look out for. Tak-

has become the best selling pinball
machine of all time—a truly signifi-
cant achievement—Bally is taking
players on a high seas adventure
with the introduction of Black Rose.
It's full speed ahead for Pirate’s
Cove and two or three-ball excite-
ment. A spiraling Whirlpool ramp and
explosive action via Davy Jones’
Locker add to the excitement of this
flipper fest. With high scoring Jack-
pots and millions of points to be
earned, Black Rose features a
unique fire button on the front con-
trol panel that activates a special
cannon for placing broadside shots
at enemy ships.

In addition, Black Rose continues
a trend that has become much more
prevalent in the world of pinball with
the inclusion of three different video
game modes. Thanks to the develop-
ment of all new
dot matrix display
technology, you'll
be able to test
your skKill at
throwing knives,
swinging from the
rigging, and even
walking planks
for a plunge into
the water and a
frantic swim away
from a fast-
approaching, hun-
gry, shark.

For coin-op
players, it's easy
to see that cre-
ative develop-
ment is moving
ahead rapidly,
ensuring an abun-
dant selection of
challenging
machines to suit
the desires of
every gamer
around the world.
And more is still
to come. So until
next time, score high and have some
fun.

— Jay Carter
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Questions, Questions,
Questions! Answers,

Answers, Answers!
by The Game Doctor

Welcome to the second issue of
EG! We've got plenty of fascinating
guestions this month, so let’s get
right into things following a brief
explanation of the Game Doc Prize
Packet.

These packets are samples of
some of the many game-related
goodies the Doc collects at trade
shows and from kind-hearted game
companies. Key chains, caps, t-
shirts, wrist watches and other neat
stuff fills the Doc’s gigantic Box O’
Goodies. In most issues, we will
select one letter as Q of the Month
and send the writer a Game Packet.
We can’t promise a winner every
Issue—just before the big trade
shows, our supplies sometimes
dwindle, but we’ll do our best.

This month’s winner is James
Geiger with a question that must be

on the minds of many of our readers:

Q: First, | just want to say that |
enjoy your column and wish you
many more years of success. Now
down to business. In the [Genesis]
game Desert Strike: Return to the
Gulf, the graphics are done by a new
technology called “Ray-Drawn”. |
must say that [it] produces great
graphics and effects. | just love the
way the canopy on the helicopter
shines and reflects the sunlight
when it turns. Anyway, what exactly
IS ray-drawn [technology]?

James R. Geiger
Vinton, [A
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A: There are a number of names
for the technology you're discussing,
James, and it isn’t even all that new.
Ray-Drawing, Ray-Tracing, and Ren-
dering are names that have been
applied to the same basic approach.

Here’s how it works: A model of an
object—a helicopter, for example, in
Electronic Arts’ Desert Strike—is
bombarded by light from every possi-
ble angle. The computer then plots
points covering the surface and
“remembers” how that section of the
object’s surface looked when the
rays struck it from a variety of
angles. It is then able to reproduce
the object with light reflecting off the
surface in exactly the same way as
would in reality.

Q: | think the enclosed article [a
lengthy discussion, most of it based
on comments by veteran program-
ming wizard Bill Heineman, dis-
cussing his problems with relative
processor speeds in his conversion
of Crystal Quest for the Apple llIgs]
helps clear up a point that seems to
have had much discussion in your
column. The Apple ligs uses a
65816 chip that can emulate a
6502 (8-bit) in order to run older
Apple Il programs. This may have
[created] the idea that a 65816 is
an upgraded 6502. In the article
[mentioned above] Heineman said
that if a program slowed to a crawl
on the Mac Il with a 68000 at 16
Mhz, how could the lIgs run the pro-
gram at a reasonable speed with a
65816 running at 2.8Mhz?

He went on to say that a 65818 at
1 Mhz (the same speed as an Apple
lle 6502) is the same as a 68000
running at 4 Mhz. If this is true, then
a Mac-Plus at 7.1 Mhz Is actually

DOCTOR

running at 1.8 Mhz; a Mac Il at 16
Mhz is actually [running] at 4 Mhz.
And, last but not least, a Sega Gene-
sis with a 68000 at over 7 Mhz is
actually running at almost 2 Mhz
(compared to a 658106). This speed
IS slower than an unaccelerated
Apple ligs at 2.8 Mhz and certainly
ower than a SNES at 3.58 Mhz.

nis would show that the Sega peo-
e will have to work harder to create
rograms as fast as those on the
NES.

NT T W

David Swanson
Grand Rapids, MN

A: We don’t usually go into this
much technical detail in this column,
but | think you did a pretty good job
of making your point in clear English,
the essence of which is: you can't
compare apples (the real ones as
well as the computer variety) and
oranges. | was with you all the way.
And then came your last sentence,
which seems to contradict everything
you said before.

For one thing, we know that
processor speed is far from the only
factor in creating actual on-screen
game speed.

Every system has advantages and
disadvantages. The 68000 is better
than its competition at manipulating
graphics, for example, and that’s
why it has all those chips oriented
around simplifying the process of
creating and animating graphics.

Sega has had its Genesis out
much longer than the SNES and that
gives them another advantage:
they've learned the system’s many
tricks. One of the tricks they’'ve mas-
tered is compression, which allows
long lines of code to be squashed



Py

iﬁ'.dr'&aﬁ*ﬂ"'ra'ﬁ.a o]
I g .. -
e

|

B

]

i
it
i1

File '-1'}';|r'|r' [loard Jiclp

| | i I . | F*Lwgra™
|
!

3 [ | :
% ] 6 EEaE | e | i | =% N S
¢ J= o 2T &

iﬁ [ 4

AR g TR
T
ooy Ll |
I_*_IH F :E | Joamsct |
]-'In.l-p-il Rl A we e Al (4

I ” | - ael JIUE am 170

;Eﬂ ml[ FI\S-E ':I] i ] i sl pags bo the bk

{0 %OT COLLECT T200. . : 115

_.:-"' % i — g o Fikayra F (e ervry lopen Bhef |
i # ank A% I

____,_...
-
X

PR

e

| CO DIECTLY TO JAL

b adr il

b el s et e oy T o |-
A ma Fabia !

[ r (B v mrer e A e
omn luiard B P Lo @ e
1T

t's more mercenary than your
lawyer, shrewder than your accoun-
tant, greedier than the IRS and
tougher than your granny. Get
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ready for the most challenging

game of Monopoly® you've ever
played with MONOPOLY® DELUXE.

Cumhining 90's technical know-
how with plenty of good old-
tashioned fun, the bestselling board revamped levels of difficulty and
game of all time is back and greatly enhanced graphics for your
better than ever with completely computer! You'll get more deluxe
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IBM PC version

that keeps track of all previous
moves and the ability to play by

traditional or custom-designed rules.

Enioy the thrill and excitement of
wheeling and dealing as you
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great fortunes buying and selling
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railroads, utilities and properties of
all types. This game's a must for
for your bucks with dazzling anima- the library of any TRUE gamer or
tion of all ten official tokens, easy- future real
as-pie interface, a game adivity log estate tycoon!

MONOPOLY® DELUXE with the ultimate easy-to-use point-and - click interface will be available this fall in PC and WINDOWS ™ versions.

WINDOWS ™ version features all of the DELUXE features listed above plus the added bonus of easier-to-use point-and-click interface.
For more information, pricing and orders, please call 800-VRG-INB7. VISA, MASTERCARD, AMERICAN EXPRESS and checks accepted.

MONOPOLY® and RICH UNCLE® design are registered trademarks of Tonka Corporation. Rich Unde© 1936, 1992 Parker Brothers. All rights reserved. Monopoly© 1935, 1992 Parker Brothers, Inc., a division of Tonka Corporation.

All rights reserved. Licensed to Virgin Games, Inc. ©1992 Virgin Gomes, Inc. Virgin is a registered trademark of Virgin Enterprises, Ltd. WINDOWS ™ is o trodemark of Microsoft Corporation.

R etum your authorized version of the original Monopolye computer game to a
participating dealer and receive $10 off your purchase of Monopoly® Deluxe!




WHAT
THE EXPERTS
SAY:

“The Turbo Touch 360 is the

first significant technology break-through
in video games in the last 4 years.”

-Bill Kunkel, renowned video game editor and reviewer.
Katz Kunkel Worley, Inc.

“This is the greatest controller I've ever used.
It puts me in the game and makes me a

participant in the action. I’'m getting higher scores
than I ever have.”

—Robert Gennett, Semi Finalist, Nintendo World Championship,
Albany, New York

“I'm tired of treating teenagers for thumb injuries
caused by playing video games. Your new product
should be considered a blessing to game players,
parents and doctors, alike. I salute you.”

-Dr. Robert Grossman, Spring Lake, New Jersey

“83% of game players tested preferred the
Turbo Touch 360 to the existing controller. This is a
very impressive “win” for a product in video
game marketing research.”

~Karl Weigl, Baker Restaino Schumann Research,
Mill Valley, California




RBO TOUCH 360

Technology Break-through in Video Game Control

For use with Sega Genesis ®
X\ and Master System®

Gives you easy _ Gives you Faster movement for  No more blisters or
diagonal control circular control higher scores “numb thumb”

Extensively consumer-tested with game players, software developers and
game reviewers, the Triax Turbo Touch 360 video game controller brings a
new dimension of control and comfort to video game playing. It's a break-

through product, offering the benefit of higher scores and longer play without
“thumb fatigue”. Just pass your thumb or index finger over the control For use with Super Nintendo

s’ensor—-'you don’t have to push down. And, thanks to better diagonal and A A
circular (360°) control, the newest and most challenging games are easier
to control and more fun to play. TRIAX is so confident that the Turbo Touch
360 will improve your performance that, if you're not getting higher scores
after thirty days, we'll refund your purchase price (see box for details). The
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Turbo To__uch 360 is the right product at the right time. Nintendo En(;;;:?n:;nt System®
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Call 1-800-858-7429 for the name of your nearest Turbo Touch 360 retailer

Patent Pending. Sega, Genesis, and Master System are registered trademarks of Sega of America, Inc. Nintendo, Nintendo Entertainment System (NES) and Super Nintendo Entertainment
System (Super NES) are registered trademarks of Nintendo of America, Inc. Turbo Touch 360 and Triax are trademarks of Triax Controls, Inc. ©1992, Triax Controls, Inc.
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down, then blown back up to full
size. Sometimes this works well,
especially when the developers are
SKkilled at compression-decompres-
sion on the fly; that is, while move-
ment is actually occurring on-screen.
There are also examples of when
decompression doesn’t work so well.
These are the moments when the
entire game seems to go into vapor-
lock for a few seconds, everything
stops, then starts up again. Hardball
[l (Accolade) for the IBM, for exam-
ple, while an otherwise excellent
game, has incredible problems with
compression lock-up in which whole
scenes freeze for up to two seconds,
a long time in game terms.

In any case, you bring up an excel-
lent point: speed listed in Mhz is not
an absolute; the count varies from
system to system. This is yet anoth-
er example of the folly of judging a
system solely on a series of compar-
ative specs.

And if you're still not satisfied,
write again and I’ll ring up and ask
Bill H. himself, an old friend | first
met in 1978 at an Atari Space
Invaders tournament. He won, of
course.

Q: In response to Steven Connell’s
letter regarding the Game Genie, |
must say that | think he’s right.
Galoob’s Game Genie absolutely
ruins games, making them devoid of
any challenge whatsoever. Let's take
Tradewest’'s Battletoads, for exam-
ple. It took me weeks of blood,
sweat, and tears to finish. When |
went to my cousin’s house to show
them the ending, | used the Game
Genie and the game was completed
in about 15 minutes with unlimited
lives.

Electronic Games

Honestly, Doc, how can you sup-
port such a peripheral? You mention
that games now have to be set at
unrealistically high difficulty levels
and that younger players and parents
would have no chance in the world of
completing them. Well, what about
those games you spend fifty bucks
for, just to see the ending the very
next day? Don’t you think [players]
would get more play value by having
to earn the privilege of seeing the
ending? By using the Game Genie,
all satisfaction, challenge and playa-
bility are lost.

| sincerely hope there will not be a
Game Genie for the SNES and | was
quite disappointed to hear of its
future arrival on the Game Boy and
Genesis. Only terrible players and
wimps would buy such a peripheral
anyway. Serious gamers such as
myself would never be caught dead
with a Game Genie.

Tony Bueno
San Antonio, TX

A: Tony, I'm gonna give it to ya
straight. You are obviously a prime
victim of the “conquer the game”
mentality which dictates that the only
reason to play a game is to reach
the end and brag to your friends
about it. In the old days, believe it or
not, people clamored to play games
like Asteroids and Space Invaders
which could never be conquered;
they could simply be played. And
played they were! Know why?
Because they were FUN.

If a game is fun, gamers are only
cheating themselves by using a
peripheral to eliminate the challenge.
If, however, a game is nothing but a
collection of side-scrolling monsters,
bosses and power-ups, well, maybe
all the player wants is to look at the
cool graphics. If so, they paid for
their ticket, they should get to see
the show.

Besides, who is to decide who
gets to see the entirety of a game
that’'s been legally paid for? How
would you feel if, every time you pur-
chased a book, someone came
along after each chapter to deter-
mine whether you read it fast enough
and retained sufficient content? If

you passed, you could keep reading;
If you failed, the rest of the pages
would be torn out.

For that matter, why have difficulty
levels at all? Burn those hint sheets
and game maps (among the most
popular features in game magazines).

By the beard of Odin, why not set
every game to maximum difficulty so
that only the top .05% of all players
could ever hope to finish them?
Where would you be then, Tony?

When you attempt to solve a
crossword puzzle, you can do it all
on your own, you can look up an
occasional answer or you can simply
copy from the completed puzzle let-
ter by letter. Seems to me that last
option would be pretty boring and
unrewarding and, as a result, | doubt
very much that anyone does it.

The same is true of the Game
Genie. No one is forcing anyone to
play with the Genie or any of these
devices which alter game parame-
ters and, if nothing else, serve as
the kind of handicapping option
which the systems themselves
abandoned in the mid-'80s.

Do you see yourself as a member
of an elite group who alone should
be permitted to view the full specta-
cle of a game? The vast majority of
gamers haven't the skill, time,
patience, and/or inclination to play
through a game like Super Mario
World. Are all those gamers there-
fore “wimps” as you say, or are they
simply less skilled at video games
than you are?

Think about it a while and let me
know what you think, okay?

Q&A QUICKIES: Gary Ruffin Jr. of
Fayetteville, NC, has dropped his
Game Boy, and wants to know if he
should just buy a new GB or if his
current system is fixable. We spoke
to an Authorized Nintendo Service
group and they tell us that for
$42.50 they could replace the PC
Board and your system would be
g00d as new.

That about wraps us up for this
Issue. Send your Qs to:

The Game Doctor
Electronic Games

330 S. Decatur, Suite 152
Las Vegas, NV 89107
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By Arnie Katz and the EG Staff

Technology has finally caught up
with the touchdown. Electronic foot-
ball was the sports software
stepchild for over a decade, but
today’s designers and developers
have the tools they need to produce
visually arresting and strategically

valid football programs that avoid the

overwhelming complexity of early
efforts like The World’s Greatest
Football Game (Epyx, eight-bit com-
puters) and the original John Mad-
den Football (Electronic Arts/PC,
Amiga).

The 1980s produced a few clas-
sics like Super Bowl Sunday (Avalon
Hill/PC, Commodore 64), Tecmo
Bowl (Tecmo/NES), and Touchdown
Football (Imagic/PCjr.), but most
titles didn’t look, feel, or play much
like the attraction that glues millions
to their T.V. sets.

Lots of pigskin programs had good
points, like the fantastic animation
and sophisticated television-like pre-
sentation in T.V. Sports Football
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< Football

(Cinemaware/PC; NES/TurboGrafx-
16), but few spiked the ball in the
endzone. Until the introduction of 16-

TV Sports Football is the only five
player football video game available.

. 9 2 e N@G

bit video game consoles and high-
memory PCs, football fans waited in
vain for a product that was all-pro in
every facet.

Some of the problems that tackled
efforts to produce top-quality football
action on the gaming screen were:

e Technical problems.

Moving all those players around
the field simultaneously sabotaged
almost every football cartridge and
disk produced before the late
1980s.

e Poor Artificial Intelligence

The limitation came out in two
different areas of the design. On-

oing for




Bob Rosato/NFL Photos

screen athletes not under the
gamer’'s direct control seldom looked
or acted like skilled competitors, and
computer coaching was overmatched
against a human play-caller.
e The Knowledge Gap
More people know baseball well
than have a comprehensive under-
standing of football. This is as true
for designers and developers as for
the general population. (Unfamiliarity
with the sport is especially notice-
able in video game carts produced
outside the United States.)
e The Analysis Gap
Football analysis is still crude
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compared to baseball. Most pigskin
predictors concentrate on picking
winners, not delving into football’s
iInner workings the way Bill James
and other sabretricians do for the
National Pastime. Sabremetricians
have illuminated many aspects of
baseball performance, which helps
those who want to simulate the
sport. Football game design is a
less exact science.

Designers and developers have
plowed through these obstacles like
Roger Craig going off-tackle on 3rd
and two. Three years ago, few
games had what it takes to satisfy
the true football expert; today
there's a game to fit almost every
taste.

Montana versus Madden:
Round Three

Sega and Electronic Arts continue
their struggle for Genesis football
supremacy. Both will introduce their
third Genesis cart in the last two
years before the end of the year.
Most critics gave John Madden Foot-

‘ball (EA) the edge over the first Joe

Montana, but Joe Montana Sport-
sTalk Football seemed to get the
upper hand over John Madden ‘92.

This time, John Madden ‘93 goes
chip-to-chip with NFL SportsTalk
Football ‘93 Starring Joe Montana.
Neither game was complete as this
report hits the presses, but EG’s
advance look at both suggests that
the real winner of this competition
will be America’s video gamers.

NFL SportsTalk (Sega/Genesis) is
a 12-meg cartridge that gives one or
two coaches the chance to direct all
28 National Football League teams,
each stocked with the real players.
Gamers can compete against the
machine, each other, or they can
pool their efforts against a robot.

... New Games:
Gridiron Glory @
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NFL SportsTalk is the third Joe
Montana game for the Genesis.

A league structure is included in
the program, or any two teams can
play an exhibition. There are three
levels of difficulty and a sighting cur-
sor simplifies passing, if desired.
Competitors can choice a 60-, 40-,
or 20-minute game.

Most gamers will prefer the verti-
cally scrolling, endzone view of the
gridiron, but Joe Montana lets the
user see the action from any of three
perspectives: vertical, horizontal,
and a view from a blimp. (The user
can see the game from either side-
line if horizontal is chosen.)

The digitized players execute real
pro moves, including full spins,
dives, and straight arms. The zoom
feature gives gamers the pleasure of
seeing really huge characters. The
signature spoken play-by-play is still
an iImportant feature, and the com-
ments seem a bit more varied than
the first time around.

The celebrated football analyst
gives scouting reports on both teams
before every game of John Madden
‘93 (Electronic Arts/SNES, Genesis).
There’s also a chart that compares
the teams in nine areas.

The “pre-season” mode is ideal for
learning the many formations and
plays in John Madden ‘93 (over 100
offensive and defensive), because
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John Madden ‘93 may be a little number, even when all-time great
easier to play than Joe Montana, but teams are utilized, detracts (see
PI“.'.S! G“id. '0 producer Scptt Orr hag done his cus- sidebar), bgt this game is really
tomary fine job of getting the real about running a pro football team,
Lo FOO'b““ feel of football into the program. Ref- not reproducing individual player
T erences to players solely by uniform performance.

Michael Zagaris/NFL Photos

it disables the play-clock, banishing
the repeated delay-of-game penalties
that sometimes result from unfamil-
larity with the play system.

After some pre-season practice,
the gamer can play a play-off tourna-
ment against the computer using
either current teams or a selection of
all-time great squads, including Mad-
den’s all-star club. A password sys-
tem permits tournaments to be con-
ducted over more than one session,
and there is provision for two gamers
to play cooperatively against the
machine.

An unusual alternative is “sudden
death” mode. This is a great short
game in which the first team to
score is the victor. Other options
include the length of the quarter,
type of field and weather.

After an elaborate and well-pre-
sented coin toss, action switche<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>