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I n t r o d u c t i o n

It's a dirty job. but someone has to do it: In your hands is the
third edition of the most complete encyclopedia of descriptions,
hints and strategies for Sega Genesis and Sega Game Gear adven
tures on the market.

laside you will find fiill chapters on 58 GenesLs and 24 Game
Gear entertainments, plus hints and strategies for 104 more
Genesis and three Game Gear challenges: a total of 189
games in all!

We have made our reputation as independent joumalists with
a series of decidedly aiiautfiorizcd titles, books produced
independently of video game manufacturers. We've sold
hundreds of thousands of each of those books, and we think that
is at least in part due to the fact that we pulled no punches.

However, once again we are happy to include an "Oflicial"
Sega label mi this book. Here's what that means: Sega of Anwica
opened the doors of their development labs and bared the secrets
of their marketing plans to us so that this book could include
important new products months ahead of their release on the
American market. In some cases, we worked with games
that coasisted of computer chips stuck into huge prototype boards
that dwarfed the Genesis or Game Gear machines into which

they were plugged.
The "Ofricial" designation, ihtnigh. dtes not in any way mean

thai our integrity a.s writers was in any way compromised. Sega
did not see any of the chapters of this book before they went
to the piinters; they had no involvement in the definition of this
book .

It is to the immen.se credit of the people at Sega that they were
willing to work with us in this way. We think everyone ben-

X V
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efils, and especially you the reader what you read is what you
will gel when you break q)en the plastic wrap on your next Sega
game. This book ts also for players who own the games but
want to learn the hidden secrets you won't find in the instruction
manual.

The Sega CD

In 1992, look for Sega to enhance its ofTerings with an excit
ing new CD-ROM player for the Genesis. The machine,
developed together with JVC in Japan, will allow use of
highly sophisticated games on CD disks. And, look for inno
vative multimedia uses of the CD player for electronic ency
clopedias. research databases and other such applications.
And. finally, you will also be able to use your Genesis as a sophis
ticated controller for playing CD music on your TV or stereo
s y s t e m .

What's so great about a CD system? Well, to begin with, the
capacity of a single CD disk is more than 500 times that of the
largest 8-megabit Genesis cartridge. Much of that additional
space will be used for digital audio and video as well as
tremendously enlarged playing fields and worlds.

The Sega CD Multimedia Entertainment System peripheral
was planned for rclea.se in November of 1992 with a suggested
retail price of $299. You'll also need a Sega Genesis system
($99 for the bare machine).

The Japanese version of tlie CD system, called the Mega CD,
was introduced at the end of 1991, Sega of America, for rea-
soas of its own, has altered the U.S. version of tite machine so
that it will not play imported Japanc.se games.

The Sega CD sits below the existing Genesis machine
and connects to the heretofore ignored port hidden beneath a
piece of black plastic on the right side of the Genesis.

The CD machine uses an MC68(XX) processor that runs at
12.5 MHz. half again as fast as the 7.5 MHz MC68000 with-
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in the Genesis. Adding a secmd pitxsssor bnn^ more than men:
.speed: a set of custom graphics processors in the CD deck allows
the new system to paint more colors and sprites (graphics char
acters) on-scieen at the same time than the Genesis, and it adds
scaling and rotation fcaturc.s like those boasted by Nintendo's
Super NES.

The CD machine includes an eight-channel sound generator
to augment the 12 channels already offered by the Genesis.

For play of audio disks, the Sega CD will have two<han-
nel stereo output with eight-times oversampling, a frequency
response of 20 to 20,000 Hz. a dynamic range of greater
than 90 db and channel separation of more than 90 db.

To experience full stereo sound with games and audio
CDs, you will need to connect the audio outputs of the Sega CS
to your stereo system. And, by routing the Genesis audio
through the Sega CD, you will have full stereo sound from all
sources, including cartridge games.

Buttons on the front of the Sega CD allow it to be operat
ed as a standard CD player for music; the Genesis pad and
onscreen video displays can also be used to control audio func
tions as well as video games.

The full details of the CD system, a.s well as its price and
included games, were subject to change as we went to press.
Among other things, Sega was keeping a close eye on Nintendo
of America's plans for its own CD system, scheduled for
release in early 1993.

Early plans fiom Sega were to include an 8-megabit RAM
cartridge and three CDs, including the Sherlock Holmes,
Consulting Detective game and a CD containing a number of
older Sega Genesis cartridge games on one disk. Finally,
Sega is expected to include a CD+G video/graphics sampler
d i s k .

One of the more dramatic improvements the Sega CD
brings to video gaining is high-fidelity sound. According to Sega,
the precision laser drive and sophisticated electronics of the Sega
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CD surpass many consumer CD players in sound fidelity
and features.

The Sega CD can be connected to a stereo or home theater
system for video game music and sound effects, and can
also play standard audio CDs and CD+G disks with onscreen
programming.

In Sega CD games, bit-mapped animated objects can
zoom, scale and rotate at high speed, enhancements that were
previously only available on high-end personal computers.

Sega planned to have 20 CD titles available at the time of
the launch of the system, with another 20 titles shipping in the
Spring of 1993. Among titles are CD versions of Sonic The
Hedgehog and Chakan: The Forever Man.

Under development were graphic adventures such as Kings
Quest V and Ultima Underworld, which will feature hours of
voices from live actoni. Interactive simulations will include Wing
Commander and Sherlock Holmes, Consulting Detective.

Many Sega CD titles arc being developed at the new Sega
Multimedia Studio in Redwood City. Calif. Equipped with state-
of-the-art sound and video technology, the studio rivals many
Hollywood production complexes in its capabilities and
sophistication.

Developing a CD game can take more than a year. During
that lime, a team of game designers, artists, musicians and pro
ducers work together to combine live-motion video, CD
audio and the game-playing power of the Genesis.

At the Sega Multimedia Studio, equipment includes a
production studio with an electronic '"blue screen" to tape action
shots which are then digitized and converted into game char
a c t e r s .

Among the first projects at the studio were Batman Returns.
Joe Montana's NFL Football and Streets of Rage.

In mid-1992. Sega of America and Sony Electronic
Publishing Company announced a broad alliance to produce
Sega video games and interactive entcnainnteiiL Under the agree-
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o
mcnL Sony will develop and tnaikct video games for cartridge-
based Genesis and Game Gear machines and will become a pri
mary publisher for the Sega CD. Among other projecLs. Sony
is expected to develop video game titles based on motion
pictures it will produce or develop.

Finally, another alliance, this one between Sega of Japan and
JVC, produced an all-in-one system called the Wondermega
that includes the Genesis .system, a cartridge slot, a CD play
er and some enhanced electronics to improve audio output, in
addition to regular A/V outputs for a standard TV, the
Wondermega includes a Supcr-VHS output, an output for
MIDI electronic musical iastrurnents and even a connection for
a ntodem for telecommunications. For Japanese consumers who
arc bitten by the karaoke bug. there is also a pair of input Jack-s
for microphones and an echo effects switch to improve sing-
along effects. The JVC CD drive is also said to be a bit faster
than the Sony mechanism in Scga's own machine. As we went
to press, though, there was no indication whether the wondrous
Wondermega would be released in America.
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The UHimate Score Rating

One man's garbage is another man's art; one woman's idea
of fun may be another's definition of dull.

We are not going to claim in any way that our judgment of
games for the Sega Genesis or Sega Game Gear will exactly
match your taste on any or all titles. It's Just one author's opin
ion; you can, though, be certain that the scores are calculated
evenly and consistently.

The top score possible in each category is 10 points; we take
the avoage of the three categories and produce an Uliintaie Scoe.
Some of the games in this book have earned 10s in graphics;
none have yet reached a perfect 10 all around. We're not
sure we want to see perfection, though; It sounds boring.

The elements of the score include;

Graphics and Sound. Up to 10 points are awarded here for
the artistry of the graphic designers. In some games, top
scores are awarded for the depth of detail shown; in others max
imum points are given for the creativity of the artists.

Response und Playabiiily. A pretty game with great
sound is not .so wonderful if you can't get your character to Jump
or dodge bullets or run when you want him to. A score of 5 is
somewhere between awful and wonderful; a 10, if we ever meet
one, would mean a perfect link between your brain and tlte com
pute r.

Fun and Real ism. Th is is what i t i s a l l about . Not a l l

games are both fun and realistic, by the way; the most intense
simulations are sometimes about as exciting as watching
paint dry, but they arc addictive in their realism.

The Ultimate Score. The average of the three categories.

We'd also like to humbly suggest you add to your library
copies of our other video game books, published by Bantam
B(X)ks and available at your local bookstore.
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Hot Hits

Q m
Krusfy's Super Fun House™
Graphics: 8
F u n : 8

R e s p o n s e : 8
U l t i m a t e S c o r e : 8

RaLs! They've invaded Kiusty's Fun House, and Bart Simpson
can't sit by and let this happen without getting involved.

Hoe's another ireXinm in (he iOtrp: [lociSN of Bat SiinpKun
and Simpson spin-<^ games; unlike most other sequels in video game-
dom, each of these Ls different from the one before.

The avsignmcnt here is to clear the Fun House of the rats by
directing them to a single trap in each level. You'll move blocks
to clear obstacles or create passageways, connect pipes or knock
down walls. And if that's not enough fun, Krusty will cream
his strange pursuers with custard pies.

This game is good, me&sy fitrL By the way, Kiusty's Fun House
Ls also available in a nearly idoitical version for the Super Nintendo
machine. One player only.

C O N T R O L P A D
Arrows: Press Left or Right to move in tho.se directions.

Press Up/Left or Up/Right to climb stairs.
I
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Press Down lo pick up or drop items.
Press Up to enter doors.

Button A: Jump.
B u t t o n B : S h o o t / K i c k .
Button C: The Last Resort. Pause the game first.

P L AY I N G T H E G A M E
Rats! Everywhere.

Your assignment is to direct all of the rats into the single rat
trap on each level. Supervising the traps are highly competent
folk like Ban Simpson, his dad Homer and chaiactcr; like Sideshow
Mel and Corporal Punishment.

It's not that easy to get the stupid rats into the traps, and it
geLs harder and harder as the game goes on. To begin with, the
little rodents can't climb or jump. Then there are the pipes, holes
in the ground and gusts of wind that keep knocking them down.
It's your Job. then, to help them get past the obstacles to the traps.
You'll have a bunch of special tools like blocks, super springs,
pipe sections and other devices.

L£VELS

There are five sections to Krusty's Fun Hoase, each with as many
as 14 levels.

When you first bepn the game, you will find yourself in the
main hallway, which iiKludes five domways—one for each sec
tion; within the section are wooden doors that lead to the
various levels within. You must complete all of the levels in
each section before the door to the next .section will open.

Play through the levels in a section in any order you want;
you may want to keep notes each time you try a sirategy so that
you can determine if a particular sequence Ls better for you. Some
of the levels are locked away or hidden and can only be
reached by kicking a Magic Bonus Block found within other
levels of a section.

The goal in completing each level is to get the ras to the trap
and then return to the doer. When you do so. you will automaticully
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be traiuspOTted back to the hallway where you started. The door
way you came back through will be shut with a silver padlock.

One of the doors in the hall is locked with a golden padlock
at the start of the section; you must complete all of the other
levels in the section before it will be opened. Once you enter,
you will find a different challenge, with no rats; instead, you
mu.st find the Magic Block which opens the grate in the hall and
leads you back out to the Main Hall and the next seaion. When
you find the block, press the Up arrow to return to the Main hall.

STRATEGIES
Use The Last Resort (the C button alter the game has been paused)
to get out of a level when you are completely stuck. Don't be
too quick to use it, though, because it will cost one of your lives.

SPECIAL ITEMS
Not all items can be picked up, and you can hold only one item
at a time. You will know which item you currently have by con
sulting the item indicator at the bottom of the screen.
Block. Use one as a step for rats or for Krusty to climb on.
Kickable Block, Move it to where you want to use it by

standing next to it and pressing the B button to kick it.
Super Spring. Jump higher. Some of the springs can be

picked up when you're standing still on it.
Blower. Blows rats in the direction it faces. Some blowers can

be picked up.
Pipe Comer. Connects two pipes at right angles.
Straight Pipe. Fills in missing segments of pipe.
Glass Jar. You can capture one rat in it and move it to

another place. Once a rat is inside, the jar will serve as a step
for other rats. To release the rat inside the jar, stand next to
it and press the B button.

M A G I C B O N U S B L O C K S
L.ook for Magic Bonus Blocks within the Fun House. To
grab one, stand facing the block and kick it; the block will dis-
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appear and be replaced by a bonus.
Magic Blocks contain one of the following bonuses:
Kni.sly's Bag of Tricks. 10 points.
Kru.>>ty Mug. 20 points.
Kru.sty Hooter. 50 points.
Krusly Ikdl. 1-Up. You can have a maximum of ninccxua lives.
Knuty liurgcr/Krusly Potato Chips/Knisly Shake. Bonus

Hea l t h .
I^es. Worth 10 custard pics.
Superliali. Gives you five SupcrBalls. Some of the walls that

lead to passages, block your path or block the path of the rats
arc made of Crumbling Blocks. Some can be removed
by stepping on them or by hitting them with one or more
SupcrBalls. Once you have collected a SuperBall Bonus, press
the B button to throw a SuperBall.

Secret Passage Bonuses. St»me Magic Bonus Blocks hide pas
sageways instead of bonas itcras. When you kick one. it will
open a passage or doorway to a bonus room somewhere in
the cur rent leve l or in the sect ion ha l l . You ' l l have to

explore to find it.
When you enter the bonus room, you will have a time limit in
which you attempt to collect all of the tokens. If you grab them
all. you will be rewarded with a Krusty Doll, worth an extra life;
in some levels you may also be tcleporied to an inaccessible
part of the level. Ifyou don't collect all of the tokens, you will
be tcleponcd back to the door through which you came.

E N E M I E S
Be on the lookout for varioas weird and bothersome creatures
who will pick on Krusty. If they hit him enough times. Krusty
will lose a life and you will have to play the current level again;
if Krusty lo.ses all of his lives, the game is over.

Your weapon against the creatures is a collection of custard
pics. Krusty begins the game with 10 pies; to throw one.
press the B button.
Venom Vipers. Look down low for these slithering snakes;
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watch for their Venom Bal ls.
Pink Flying Pi^ They'll fly iphi^ and By to s^ai you fiwii above.
I^ascrAliens. They walk around, armed with high-poweted laser

beams.
Giant Goofy Birds. High-flying headaches.

POWER PLAYER HINTS
Therc is no indicator to tell you exactly how much damage Krusty
ha.s .suffered at the hands of the strange creatures in the game.
You can, though, get an indication by letting Krusty stand with
out moving for a while. If he's smiling, he's doing fine; if he's
breathing heavily, he's not well.

There's no penally for going too slowly, so take your
time if you need to. However, you will receive a large bonus
for completing your assignment quickly.

Items can be stacked on top of each other or alongside each
other to create a staircase.

Krusly's Super Fun House is a Irodcniark of Accfaim Enlcnninmcnl, Inc.
® 1992, Acclaim Enlcnainmcnt. Inc. The Simpsons is a Irndcmark of
Twenliclh Century Fox 1-ilm Coipoialion.
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Twentieih Century Fox Filifl Corporation.

Smash T.V.™

Graphics: 8 R e s p o n s e : 8
F u n : 8 U l t i m a t e S c o r e : 8

Bingo! Welcome to the year 1999, where life and television
have merged together to bring us this lovely development:
Smash T.V. It's a television game show that pits one or two con
testant in a battle to the death for fabulous prizes including
toasters, microwave ovens, sports cars and vacation trips.

Smash T.V. is a big game, full of action and strange charac
ters. You'll cany mLs.-dlcs. spread guns, grenades, saw blades, shields
and even a portable room-sized nuclear weapon. The game is a
ditect adtqnaion of the arcade smash hlL and one of the best explcHla-
tions of the technical abilities of the Sega Genesis.

The view is from a camera way above the action, which
^ves an excellent viewpoint, although the characters and weapons
are rather small on screen. The enemies will come at you from all
directions: keep your finger pressing the Fire button at all times.

Four bizarre bosses wait deep within each of the levels:
MutoidMan is the half mutant/half baide tank boss of Round 1;
Scarface is ugly and mean... and boss of Round 2: Cobra Head is
king of the snakes and leader of Round 3: and the Game Show Host
with the Most is the most dangerous of them all when you get near
the Pleasuredome at the end of the game in Rcmnd 4.

We worked from a preproduction copy of the game; some
details may change in the final product. This game is similar,
but not identical, to the Super Nintendo game of the same name.
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C O N T R O L P A D

O N E C O N T R O L L E R P E R P L A Y E R M O D E
Arrows: Press to move your contestant up, down, left, right

or on the diagonal.
Button A: Press to hre in the direction you are moving.
Button B: Press to fire in the direction opposite to the one you

are moving.
Button C: Press to lock your fire in the current dircction, even

if you move in another direction.
O N E P L A Y E R W I T H T W O C O N T R O L L E R S M O D E
Controller 1 Arrows: Press to move your contestant up.

down. left, right or on the diagonal.
Controller 2 Arrows: Press the anow key to fire up. down,

left, right or on the diagonal.
O P T I O N S
1 Player, 1 Controller. Use the arrow keys to move around

the aiena; use the A, B and C butlcns K> aim and file your weapons.
2 Hayers, 2 Controllers. Same controls as I Player, 1 Controller.
1 Player, 2 Controllers, An alternate form of control. Use the

arrow keys on Controller I to move around the arena,
and the arrow key.s on Controller 2 to aim and fire weapons.

W E A P O N S
Crab Powcr-Ups to improve your basic weapon to one of eight
special offensive or defensive devices:
Rapid (ire grenade launcher
Remote firing machine gun
Multi-dircclion photon gun
High-power missile launcher
M o b i l e f o r c c fi e l d
Discus de fense

Speed bwKSt
B o n u s l i f e

WeapcKi upgrades last until all six of the squares beneath your
s c o r e t u r n r e d .



S C O R I N G
Scarface (per hit) 250-1,000
Cobra Boss (per hit) 300-1,000
Game Show Host (per hit) 300-1,000
Mutoid Man (per hit) 3 5 0
Hu lk C lubbers 5 0 0

Spear Men 5 0 0

Red Swarmers (followers) 1.000
Snakes 1,000
Floating Robot 1,050
Orb-Train (per sector) 2 . 0 0 0

Single Blue Orbs 2,000
L a s e r O r b 2,500
Shrapnel Bomb 2,750
Prizes (each pickup) 5,010
Wa l l G u n M a n 7,500
Tank (per section) 7,500
Keys 15,000
Red Swarmers (leaders) 2 0 , 0 0 0
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Tank (per seclion)
Keys
Red Swarmers (leaders)

7.500
15,000
20.000

U V E S
In a one-player gaine. you will start wiih seven lives. In a two-
player game, each player begins with three lives.

Move out of a room you have cleared immediately; if you stick
around to admire your success you may fall victim to a sneak
attack from your vanquished victims.

The bonus prize room is filled with gifts. Grab all that you
can. but watch out for the land mines that are hidden among them.
When you can manage to collect ten keys, you can use them
to open a secret room. Try all of the locked exits and keep try
ing until one opens.

You can only use one kind of weapon at a time. Therefore
if you are happy with the device you currently have, don't pick
up a new weapon icon. Power-Ups tike speed boosts or
mobile forcehelds can be used along with weapons.

Though two players can cooperate alt the way through
the four levels of challenge in the game, only one of them will
end up as the Grand Champion with the highest score. That play
er alone will gain entrance to the ultimate goal of the game, the
Pleasuredome.

Watch out for the cannons that occupy the comers of
some of the levels—they will lay down a lethal crossfire. Avoid
the projectiles they fire and land about a dozen or so direct hits
on each cannon to remove it from the set so you can concen
trate on the dozens of other enemies on the screen.

Smash T.V. is a trademark of Williams tilectronic Games. Inc. 01990.
Williams EJecmnic Games. Inc. Game C* 1992, Rying Edge (acisision of Acclaim
Entertainment. Inc.).

POWER PLAYER HINTS
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Sonic the Hedgehog^'^
Graphics: 9
F u n : 9

R e s p o n s e : 9
U l t i m a t e S c o r e : 9

Sonic is Mario vviih a bad altiludc. in a game thai is as close as
you are going to get to video arcade action without plug
ging quarters into the slots on the side of your Genesis
m a c h i n e .

Sonic the Hedgehog achieved instant classic status when it
arrived on the Genesis—the first such arcade star for Sega. He
arrived on the Game Gear soon thereafter. Look for an excit

ing (xxttinuation of the game in Sonic the Hedgehog 2 for Gtristmas

The evil scientist Dr. Ivo Robotnik has captured a bunch of
Son ic ' s an ima l f r i ends and t rans fo rmed them in to te r r ib le

beasts—things like fireball-firing bees, rocket-launched bugs,
batty bats, spiked crabs and more. There's also a measure of
natural disasters waiting to happen—things like lava Hows, burn
ing grass and water hazards.

A hedgehog, by the way is a spiny mammal who is n(« near
ly as cute as Sonic. Hedgehogs protect themselves by roiling
into a ball and leaving nothing but nasty spikes to any nosy enaiiy.

But our Iriend Sonic is rto ordinary, sluggish hedgehog. He's,
well, sonic. This is one of the fastest moving video game heroes
yet seen—a tribute to the 16-bit Gene-sis hardware and the pro
gramming that drives it.

What vaults this game into superstar statu.s in the almost end
less variety of the changing challenges and fun. You're not going
to want to wait to zoom into Sonic's next zone. The graphics

of 1992.
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are extraordinary, the sound superior and the fun—did we men
tion the fun?—never stops. We only wish the game had a pass
word or merocxy feature to aliow players to work their way through
without having to return to the beginning after Continues
have been used. But. that's a small nit in an excellent package.
One player only.

W H O ?
You are Sonic. You know, the hedgehog.

- W H A T ?

You know, the Hedgehog in a Huny. You're out to rescue inno
cent wi ld creatures from the clutches of the mad .scient ist
Dr, Ivo Robotnik, who is turning them into evil robots.

W H E R E ?
This is the fast track. There's hardly lime to stop and smell the
roses (some of them are booby-trapped, anyway). Sonic zips
through 18 weird worlds of wicked plants, animals and
devices en route to the showdown with Dr. Robotnik.

H O W ?
Run. run. run. And u.se the patented Super Sonic Spin Attack
to pulverize any bad guy who gets in your way.

USING THE GENESIS PAD
Directional Button (D-Button): Press Right or Left to move

in those directions. Press and hold to run in those direction.
When Sonic is standing still, pre.ss Up or Down to see the
lop or bottom portion of the screen in some locations.
When Sonic is moving, press the Down arrow to bump off
enemies with the Super Sonic Spin Attack.

Buttons A, B or C: Press tojumpaiKl perform the Super Sonic
Spin Attack.

P L AY I N G T H E G A M E
Grab those tings; they are the keys to power. You ore on a mad
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dash to rescue your buddies, through a strange world full of nasty
challenges. But thank goodncs.s for those golden rings; any time
you have at least one in your possession, you are protected against
losing a life. When you do touch a bad guy, you will drop your
rings; grab them back and collect new wrcs as you piogiess thitxigh
the game.

SCREEN DISPLAY
There are four important indicators on the screen. At top left
is the current score. Below that is the timer. You mast complete
each stage in less than ten minutes; a special time bcmus is award
ed for substantially bettering that time.

The third indicator down from the top is the number of Rings
you have collected. When the number is at zero—the danger
zone—it w i l l f lash.

Finally, the scns^n indicates at bottom lefl the number of Sonlcs
remaining in the game.

HOW TO CONTINUE
Look for the Lamp Posts in each zone of the game. ToKh them
to record your current score and time. When your character dies,
you will be able to start the game from that point with the score
and time, but no rings.

MAGICAL POWERS
Look for the little video monitors as Sonic rushes by; Jump on
them with a Super Sonic Spin Attack to break them c^n and
reveal Special Irons. Touch the terns with Sortie ID put them into eflea
Super Ring. Worth 10 rings.
Shield. ProiccLs you from loss of your rings when attacked, and

also guards you from injury if you do not have any rings.
It will not, thou^, protect against loss of life from other obsta
cles like pits and spikes.

Power Sneakers. It's hard to imagine, but lacing on a pair of
these allows Sonic to run even faster.

Invincibility. Look for the little stars in the monitor; grab (hem
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for a short period of invincibility against all attackers.
You are not, though, protected from obstacles.

1-Up. An extra Sonic.

LEVELS
The game includes six /x)ne.s, each with three acts. You'll meet
Dr. Roboinik himself at the end of each final act.
(ireen HIU Zone. What a pretty country, full of hills and dales

for Sonic to frolic in. And those giant loops are like a
hedgehog's motocross rally and the Springboards are such
fun. But why are those deadly spikes in the way? And those
cliffs keep crumbling beneath Sonic's feet. And some
body has polluted the lakes with nasty Choppers and filled
the air with annoying Buzz Bombers.

Marble Zone. Things arc getting a bit sticky; You'll have to
jump pools of molten lava and make your way across
shifting island sands. Down below is an underground
palace filled with bails of fire and giant weights.

Spring Yard Zone. Sonic becomes a human ... err, hedgehog
... pinball.
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labyrinth Zone. Hold your breath and dive underwater
into this complex maze. A timer will tell you how long you
have until you run out of oxygen, but you can survive
longer by finding air bubbles.

Star Light Zone. A twisty, lumy corkscrew of a world, full
of sparkles.

Scrap Brain Zone. We don't like the sound of this place; you
won't like the lock, either. This is the deadly factory out
side of Dr. Robotnik's headquarters; it's a place of spinning
suwblades and other treacherous equipment. It's also
known a-s the Clockwork Zone, which makes sense when

you look at the gears lying around.

THE SECRET ZONES

Each of the six zones has a secret room. Don't bother search

ing for the entrance; you will automatically be launched into
it when you collect a specific number of rings or reach a
particular point in the game.

The zones are huge geometric-shape rooms floating in
space; they will rotate around an axis, and if you don't control
Sonic carefully he'll tumble out of control. And conuol is what
you are after: The secret zones are filled with all sorts of
special blocks.

There ate two ways out of a secret zone; by touching the Goal,
or by touching the Chaos Emerald. Score as many points
and l-Ups as you can before you exit; try to touch the emer
ald ircstcad of the goal. Here arc the blocks you will find in the
s e c r e t z o n e s :

Bumpers. Bounce off the stars to move about.
R. The Reverse blocks will make the maze change its direc

tion of rotation when touched.

Jump Stand. Launch Sonic off these solid platforms.
Up. Touch one to speed the rotation of the maze.
Down. Touch one to slow the rotation of the maze.

1-Up. Touch the Sonic symbol for an extra life.
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Chaos Emera lds . The rc ' . s one i n each o f I he s i x sec re t
zones, in yellow, pink, blue, grccii, red and white. Try to col
lect them all.

Goal. The end of a secret zone; touch it to return to the pre
vious zone.

NUMBER OF UVES
You begin the game with three Sonics. You can add lives by
collecting 1-Ups. You will also earn an additional life each time
you manage to collect l(X) rings.

S C O R I N G
Each of the enmiies in the game Ls wiKih l(X) points when desOD>«l;
dastnay several in quick succession for bonus points. Defeating
Dr. Robotnik at the end of Act 3 of each zone is worth a cool

1,000 points.
Tinre ltonu.s. Extra points itre awarded for quick clearance of

a z o n e .

Ring Ifonas. The number of rings brought to the end of an act
will also earn you credits.

SECRETS OF THE PROS!
At the start of any stiige or sifter ytru return to the game after
losing a life, immediately collect at least one ring. Without a
ring, the next time you touch an enemy you will immediate
ly lose a life.
Green Hill. Look for treasures hidden way up high in palm

trees; find the elevator platfonn at the edge of the cliff and
ride it to the upper branches.
When you meet Dr. Robotnik, avoid his swinging ball—it
will strip you of your rings and make you vulnerable to dam
age. Hit him and retreat until the next opportunity to strike
again.

Marble Zone. Stay out of the way of the crabs, blue bees and
bats—or better yet, jump on top of them.
At the first lava fall, climb to the top and move to the
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right to find three monitors with shields and coins within.
Spring Yard. Timing is evaything when you come to the revolv

ing spike balls.
Stay at the bottom of this zone to find the hidden treasures.

Starlight Zone. Don't mess with the spiked creatures; they can't
be beaten.

Stay on top in this zone—for profit and safety.
Sonic the Hedgehog is a trademark of Sega of America. © I99t, Sega of

A m e r i c a .

Sports Talk Baseball™
G r a p h i c s : 9 R e s p o n s e : 8
F u n / R e a l i s m ; 8 U l t i m a t e S c o r e : 8 . 3

Now you're talking: This is an electronic baseball game with
a play-by-play announcer built in.

But don't get hung up on the gimmicL Evai without the voice,
this is an excellent baseball simulator that is a lot of fun to play.
One or two players.

W H O ?

"Leading off, playing Genesis, it's you!"

W R A P

"Holy Cow! This ballgame talks to you!"

USING THE GENESIS PAD

A R R O W A S S I G N M E N T S F O R R U N N I N G A N D
T H R O W I N G
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UP: Second Base
LEFT: Thi rd Base RIGHT: F i rs t Base
D O W N : H o m e P l a t e

ARROW ASSIGNMENTS FOR IMTCHING
UP; Changcup
LEFT: Breaking Ball Left RIGHT: Breaking Ball
Right
D O W N : F a s t b a l l

O F F E N S E

B A T T I N G
Directional Button <D-Button): Rtss anow to adjust the posi

tion of the hitter within the batter's box.
Button A: Press to attempt a bunt.
Button C: Press to swing the bat.
R U N N I N G
To take a lead off base, press and hold the arrow key in the direc
tion of the next base, and then press button B until the runner
is near the cutout of the base.

To attempt a steal, as the opposing pitcher begins his
pitching motion, press and hold the arrow key in the direction
of the next base and press the B bunon again. As your runner
reaches the next base, keep the pressure on the arrow key and
press button A to slide into the base.

To attempt to return to the previous base, press and hold the
arrow in the direction of the previous base and press button C.

To try for extra bases on a hit, press and hold the Up
arrow key (toward second) and press the B button just before
your runner reaches lirst base. To go on to tliird. press and hold
the Left arrow as your runner nears .second base.
Button A: Press with an arrow key to slide into a base.
Button B: Press with an arrow key to take a lead off the base

to attempt a steal: press again as the pitcher begins his windup
to break for the next base.
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Press with an arrow key to advance on a hit.
Button C: Press with an antw key to return to the pnvious base.

DEFENSE
F I E L D I N G
Before the ball is hit. press button A to toggle between avail
able fielding positions. The Forward setting brings fielders in
toward the batter to defend against a possible bunt or to
attempt to make a play at the plate. The Back position allows
a few extra moments to attempt a double play or to deal with
strong hitters. Use Normal in other situations.

A.S the ball is hit press the arrow key to move the fielder clos
est to the ball into posidon to make a catch or pick up a bull that
has sunck the ground.

To attempt a diving catch, press and hold the arrow key toward
the ball and then press button C. To attempt a jumping catch
for a ball over your head, press button C without an arrow key.

Once the ball is in hand, press and hold the arrow key in the
direction of the base you want to throw to, and press button C
to th row.

To run with the hall to a base, press the arrow toward the base
and press button B.
Button A: Press to toggle between available lielding positions.
Button B: Press the arrow toward the base you want to run to

and press Button B to run with the ball.
Button C: Press to attempt a jumping catch.

Press and hold the arrow key toward the ball and then
press button C to attempt a diving catch.
Press and hold the arrow key in the direction of the base you
want to throw to, and press button C to throw.

P I T C H I N G
Press the Left or Right arrows to position your pitcher on the
mound. Press and hold the Up. Down, Left or Right arrows to
select a pitch. Then press button C to pitch the ball. While the
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baJI is on Ihe way to the plate, hold the Left or Right arrow to
set the amount of break on the ball.

To attempt to catch a runner off base, or to scare him
back, press the B button to step off the pitching rubber. Use but
ton C to throw to a base in hopes of catching him.
Button B: Press to step off the rubber to force a runner back

to a base; press the arrow key that points to tite base you want
to throw to, and then press button C to throw the ball.

Button C: Press to pitch the ball.

O P T I O N S C R E E N
Pennant Race. Play a season of 15,.TO or 81 games or a major-

league 162—game schedule. The computer will take care
of all of the record-keeping and manage the standings; if you
finish the season with the best won-lost record in your
division, you'll progress to the playoffs against the winner
of the other division in your league. Win thru series and you'll
go on to play the top team of the other league in the World
Championship Series.

Exhibition Game. Play a pre-season game against tlie com-
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pulcr—you choose your learn and your opponenl, or play
a friend in a live-game series. The .standard setting for
the exhibition game is one-player; to play with two. press
the Right arrow. To play a round-robin .scries with as
many as six players, continue pressing the Right arrow.

AU-Pro Game. Manage an all-star team irom either league against
iis counterpart. The computer will olTer a roster, but you can
edit it to include players from any team in either league as
substitutes. You can |̂ y against the ctHiiputcr or against anoth
er human.

S TA D I U M S

While-Sky Dome. Artificial turf below, artificial sky above.
real noise all around.

Blue-MtMHi Strtdhim. The largest stadium, games here :ue played
at night. Because of its .sixc. it is must friendly to speedy,
defens ive-or iented teams.

Ked - .Sun S tad ium. The sma l l es t s tad ium, w i t h c l ose l e f t
and right field fences.

PnCHER SELECTION
Befon: you begin the game, you must select your starting pitch
er. Four [wchers are disfdayed at a time. Use the Up and Down anow
keys to highlight the pitcher you want to use; if you want to Imk
at the next group of pitchers, use the Left or Riglit amtw.

The pitcher display includes the following information:
Stamina Gauge. Starters have more stamina than relievers.

As the game goes altmg. the pitchers will use up some of their
stamina, although they will recover some while they are on
the bench. Therefore, if your team has a long and produc
tive at-bat, your pitcher may return well recharged. Starting
pitchers may not fully recover their stamina enough to
start games one after another. u.se other nieinbers of the team.

Throwing Hand. Left or Right. Usually—but not always—
a left-handed pitcher is most effective against a left-hand
ed batter, and a righty against a righty.
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Stats. W=Wins, L=Losses. Sv=Save.s. ERA=Eamed Run
Average. ERA intlieate.s the average number of runs given
up over the axine of nine innings, excluding ims due to cnxHs.
The lower the number, the better the pitching record.

Pitching Analysis. The diagram at the lower right of the
screen indicates the strengths and weaknesses of the pitch
er. The four pitches—Changwip (Up). Fasdsill (DownX Breaking
Ball Left (Left) and Breaking Ball Right (Right)—are
arranged in a diiunond in the diagram. The further away from
the center a marker is, the stronger the pitcher's ability to
throw that particular pitch.

LINEUP CHANGES
The computer will present a proposed lineup for each team. You
can choose to use that batting order, to rearrange the sequence,
or to make substitutions from the bench.

SCREEN DISPLAY
In addition to the standard electronic baseball screen information

including the name of the team, baiter's name, balls, strikes,
ouLs and score, the game includes other important information.

At the left, you will find information about the batter.
Below the average and number of homemns you will see a giiuge
that indicates the batter's success against left-handed and
righl-handed pitchers, A balanced gauge indicates a balanced
hitter; a gauge tilted toward the blue shows a batter who hits
lehics best while a gauge with more wange shows effectiveness
against righties.

At the right is information dxaJl the defensive team. Tlic gauge
at the bottom is the pitcher's stamina level, which will decline
as he tires. At the top of the defensive box is an indication ot
the positioning of defensive players in Normal, Back or
Forward senings.

POWER PLAYER HINTS
If one team builds a lead of 10 runs or more, the game will be
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called for "domination" at the end of the complete inning.
If a game is tied after 15 complete innings, the game must

be replayed to count in the pennant race.

SUPER SECRET
At bat. you can try to sneak in a swinging bunt by pressing the
C button lightly jast as the pitcher begins his windup, and press
ing the button again as the pitch nears the plate.

Sports Talk Baseball Is a irailcnurt: of Sega. £> 1992. Sega.

Steel Empire T M

Graphics; 9
F u n / R e a l i s m : 7

Response :9
U l t i m a t e S c o r e : 8 . 3

This is a vay fomiliar. very difTaenl, ade-scrolling. spccial-item-col-
lecting. futuristic wartime shoot-'em-up game. It {sesenLs a .strange
and wonderful world where Jules Vane would feel right at home.

You are the plot of a huge amwred zeppelin aiiship or a zippy lit
tle Striker airplane, representing the last hope of the gocxJ people of
the Republic of Silvoticad in a buttle against the Juggernaut launched
by the Motoitiead Empire. It's a long, long time ago in the future and
the skies, earth and oceans are full of huge metal oufls—weinl devices
like CokKsus Cannon Trains. Naviar Submarines. loinamauLs and Sea
SldmiTwrs, Some look like huge eggbeaters. or flying windmills, or
tractors with wings.

This game is most enjoyable not because of its old concept, but
because of the care, imagination and huirtor that went into its
design. One player only.
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W H O ?
You arc captain of the Silverhead fiect, and the last hope for
f r e e d o m .

W H A P
The Motorhcods will throw the kitchen sink at you, along with
dozens of other strange and wonderful craft.

USING THE GENESIS PAD
Directional Button (D-Button): Move.s your aircraft up.

down, left or right.
Button A; Relea.scs a lightning bomb.
Button B: Fires to the left .
Button C: Fires to the right.

MEGAFIRE SETTINGS (POWER STICK)
Some players may want to use a joystick for this arcade
game. A Joystick or conuol pad with turbofire would be use
ful for buttons 8 and C.

O P T I O N S C R E E N

Difliculty. The Easy level offers live ships and two Continues;
Normal starts with four ships and tlirce Continijes; and Hard
offers three ships and four Continues.
You can also change the assignment of the buttons on
the controller and listen to a sound test.

THE FLEET
You can choose between two types of aircraft in the Republic
of Silverhead's Sky Fleet. You can change aiicraft before each
stage of the game.
Striker. A high-speed and agile craft, with front- and rear—

firing missiles and air-to-ground armor-piercing missiles.
It is best u.sed in tight air space and against large numbers
of opponents.

Z-01 ZeppelitL Slow and powerful, armed with fiont- and rear-
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firing missiles and upsvanl-liring aeriaJ mines. Effective against
the huge airships of the Molorhead Empire.

SPECIAL ITEMS
When some of the enemy ships are desln^yed, they will leave
behind a special item; fly over the item to snare it.
B. One extra Lightning Bomb.
D. Adds a pair of duplicate outrigger planes.
Ex. Adds one unit to Experience Item counter.
S. Speed boost.
Heart. Energy bonus.
1-Up. Extra life.
$. 100 points.

SCREEN DISPLAY

Important indicators on your screen include:
Ships Remaining.
Upgrade Level. You can improve your chances through 20

levels of upgrade; each one will boost the destructive
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power of your weapons, the speed of your aircraft and
your Energy Level.

Energy Level.
Lightning Bombs Available.
iCxperiencc Item Counter. For every three Experience Items

you collect, your Upgrade Level will increase by one.

S TA G E S

Stage 1: The Mine City of Rahl
.Stage 2: The i.icdcngcl Caverns
.Stage 3: Sky District Zcktor
.Stage 4: Gardandi Beach
Stage 5: Dama City
Stage 6: Germbum Fortress
Stage?: Lunar Space

POWER PLAYER HINTS

Don't always use a frontal assault on bosses. For example, in
the first stage you will face a Colossus Cannon Train. Try fly
ing up and over the gun and shoodng at the lcs.s-danger3iis back
side of the weapon.

SUPER SECRET
Choose your own starting round. Go to the Options screen and
then listen to the following sounds from the Sound Test:
Sound 1. Sound I, Sound 9, Sound 2. WlKn you have completed
this unusual as-signmcni. a new dioice will be added to the
screen; choose from starting stages I through 7.

You can also skip stage,s within the game with this two-con-
tn)[ler trick: Begin the game and then press the C buUrxi on Controiler
2 to skip ahead.

Steel Hmpiie is a uatleinurX of Acclaini Entenaituneiil, Inc. ® 1992. Flying
Edge, a division of Acclaim Enlertainmetu. Inc.
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Greendog™ (Preview)
Graphics: 9
F u n / R e a l i s m : 8

R e s p o n s e : 8
U l t i m a t e S c o r e : 8 . 3

When wx; first mea GtuerKlog. he us face down in the sand "Wow!
Thai was a huge waveP' he uTies—and then he rwlices this strange
Pendant that has somehow attached itself to his neck. His curvy
blonde girlfriend Bambi. has the answer The Pendant has robbed
Grecndog of his greatest skill—surfing—and the only way to
gel the Pendant off is to recover the lost Treasure of the
Ancient Aztecs. Why? Because that's the silly story behind this
very entertaining and clever game, that's why.

Your expedition will take you to six sparkling jewels of the
Caribbean: Grenada. Mastiquc, Curacao. Jamaica, Saba and St.
Vincent. The challenges are pretty similar throughout the
game—jumping, swimming and pedaling a bicycle-copter. What
makes this game stand out is its sense of humor and the
attractive details of its setting.

This Ls one gnarly new gaoK, a new star to join Sonic, Tocjam.
Earl. Krusty, Toki. Kid Chiuneleon and James Pond in the goofy
Genesis pantheon.

We worked with a very early prepruduclion copy of the game;
some details may change in the linal product. One player only.

W H O ?
You are Greendog. who is neither green, nor a dog.

W H A T ?

Major bummer, man. You've lost your best (and only) skill:



H o t H i t s 2 7

surfing. You've got to find the lo.st treasures of the Aztecs to
regain the ability to hang ten.

USING THE GENESIS PAD
Directional Button (D-Button): Press Left or Right to move

in those directions. Press Down to squat or to jump off a high
place. Use the arrow keys while in mid-Jump to affect
the direction of a jump.

B u t t o n A ; P a n i c B u t t o n .
Button B: Throw flying disk, or Punch with sf^g-loadcd box

ing glove.
Button C: Jump, swim or fly.

NUMBER OF LEVELS
Grenudu. Everything you need to know about winning the game

you'll practice here. Toss that flying disk at the columns to
reveal special items, jump over the chasms and zoom
your way to the first missing piece of the Pendant.

Mu.sliquc. Greendog will take to the skies in his pcdal-pow-
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ered copter in the first stage here. Pres.s the C button to fly
and the B button to pundi with the boxing glove on the copter.
In the second stage, you'll be joined on the beach by your
pet mutt who will help grab special items as they tumble.
Avoid the starfish—they'll break up into multiple threats—
and watch out for the crabs, who will be very angry if you
hit them. In the third stage, grab the skateboard to zoom up
and down the sides of the Aztec Temple.

Curacao. You'll start again in the 'copter, with lot.s of ene
mies, and grab as many as possible of the relief supplies that
arc parachuted from above. In the second stage here,
CieerKlog will snorkel his way across a huge aquarium; watch
(XJt for the deadly surfer-eating claras along the bottom. Swim
up with the C button. The third stage here will put you on
aji underwater stroll. Hit the ums for release items and watch

for the walking stutue.s.
Jamaica. After a copter stage, you will liiid yourself in a big

city that kxiks a lot more like Manhattiui than Montego Bay,
Jamaica, but hey: This is Just a game, right? Grab a pair of
.skates or a skateboard and zoom across the half-pipes and
tubes. The third stage here is one of the funniest of the game.
a.s you find yourself underground in a whacked-oui subway
station. The further you go into the station, the weirder the
people waiting for the train and the more decrepit the
environment becomes. There are two ntCHC skating and skate
boarding stages here.

Saba. Okay—you've figured out by now that you'll start
with the copter, right? Next is the an unusual expedition in
a forest. Jump from the platforms of the trees; watch out for
rope traps that will release spears, and beware the (ire-breath-
iiig Statues. In the third stage you will enter within an
Aztec Temple with hidden mystery spring blocks that will
catapult you to new levels of fun.

St Vincent. The final challenge starts with the 'copter. Next
you enter an underwater sea cave with bats. Hang from ropes
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and swing your way across to siKcess in this very tough stage.
Finally, you will mount your skateboard in a wild race with
in the Aztec Temple.
At the very end our hero Greendog geLs back his surfing abil
ity. but Bambi is missing! Stay tuned for Grccndog 21
Greendog is a trademark of Sega. & 1992. Sega.

B l a c k H o l e A s s a u l t ^
(Genesis CD) (Preview)

Earth is on the brink of di.saster, with only one hope for survival:
Cybanctk Anlhromorphic Machines (CAMs). (You might know
them better as robots.) Created by the Earth Defense Alliance,
two Cams stand between the invaders and the end of the

planet.
Black Hc^ Assault Ls the .sequel to Heavy Nova, a title released

as a CD in Japan and as a cartridge in the United States. The
ganx: ntakes use of the huge CD for a full stereo soundtrack and
a large playing field.

The player controls one of the two CAMs on a quest to track
down and destroy the enemy base, which sits on the edge of a
black hole. Player I controls Orion. Player 2 Cyquest.

Enemies include Thoraxe, Urchin, Ghostwalker and Mantis
X. the ultimate boss.

Then; are eî t levels in the normal gime: Vctus. Mars Satellite,
Mars. Asteroid, Jupiter Satellite, Jupiter, Saturn Satellite and
Saturn, plus eight enemy war machines, each with individual
powers and fighting characteristics.
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Operation BHA is the one-player mode against the computer,
the Exhibition Mode is a two-player version.

Each player can select his or her own robot, and determine
which planet the battle is fought on. The territory makes
varying demands on the Cams. For example, the ice on Mars
will make robots slip and fall, while lava explosions on a hot
planet can melt thcin down if they get too close.

Hliick Hols Assuuli is a trademark of Bignct U.S.A. ® Itignci
U . S . A .
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Arch /?/Vo/s™

Graphics/Sound: 7 Response: 7
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 7

In yuur luce! This Is a high-tech simulation of a low-ball
basketball game, sometimes called a baskctbrawl. You'll
control a pair of scuzzy-looking and mean players against an
equally unprofessional pair. The ref is blind as a bat and
there are no fouls; the best move to the basket may involve a
right hook to the chin of your opponent.

Even the fans get into the game, throwing garbage onto the
court. The other team's ma.scot occasionally runs onto the court
to cause trouble. And the coaches and chceiieaders go absolute
ly crazy along the sidelines.

Each team is made up of two players; you will control one
and the computer will handle bringing your teammate along.
The computer controls both of the players on the oĵ xKing team.

At the start of the game you will choose your team, select
ing from a roster of eight stars, each with somewhat differing
abil i t ies and skil ls.

This is by no means a simulation of the NBA or NCAA or
31
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even your local high schix)! (cani. It is, though, a lot ol" fun. One
or two players.

W H O ?
You're the captain of a ba.sketbrawl team.

W H A T ?
Ouiia my way, wimp. The ref s locrfcing the other way and you're
between me and the basket.

USING THE GENESIS PAD
Directional Button (D-Button): Press to move your players

around the court.

O F F K N S E W I T H T H E B A L L
B u t t o n A : S h o o t .
Button B: Pre.ss and hold the B button, then release to pass.

To fake a pass, press and hold the B button and then press
t h e A b u t t o n .

O F F E N S E W I T H O U T T H E B A L L
Button A: Press the A button to jump and grab a rebound.
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Button B: Press to "tell" your teammate to shoot or pass.
D E F E N S E
Button A: Jump.
Button B: Steal or puitch.
Button C: Dive or lunge.

PLAYING THE GAME
The first rule of this gome is: There arc no rules. Well, almost
none. Play tough and knock down anyone tltat gets in your way.

When one of your players moves off the screen, an arrow
will appear to alert you to his location.

Watch the shot clock; if time runs out before you take a shot
at the basket, you will lose possession of the ball.

Pass the ball around while on offense to try to bring one of
your players into the open for a clear shot.

On defense, keep the pressure on your opponent. The
closer you are to the guy with the ball, the less the chance he
has of sinking a basket.

Aith Rivals is a registered titidemuk of Midway Monufacoiring Company.
© I9)i9, 1992. Game ® 1992 Flying Edge, a divLsiun of Acclaim Enteitiinmenl.
I n c .

C a l i f o r n i a G a m e s ™

Graph ics /Sound :? Response : 7
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 7

Totally tubular! Surfs up. It's, like, time for some gnarly com
petition on some awesome athletic events that come straight
from the bizairo beaches of California, for sure.
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This is a clevcriy animaled and entertaining Beach Olympics.
You can compete for your own Personal Best, or gather a whole
crew for a great parly game.

There are five difTerent ̂ pes of events: Half-Pipe Skateboaiding.
Fool Bag. BMX Bike Riding. Surfing and RoIIerskating. This is
a nice break from killing aliens or tas.sling with dragons. One to
nine players, using one or tw o controllers.

W H O ?

You. radical dude.

W H A T ?
Five bodacious California sporting events.

O P T I O N S C R E E N
You may compete in all events, compete in any particular event
or choose one event for practice. There is also a Set ParametcrTi
screen that includes the following settings:
llulf Pipe. The standard setting puts only one athlete at a time

on the pipe. Change to 2-Playcr to allow two contestants at
the same time: this requires use of a pair of controllers.

Foot Bag. The standard setting puts only one juggler on
screen at a time. Change to 2-Player for a duo perfor
mance using two controllers.

F(Kit Bag Gravity. The standard is the Earth bag; eh»H)se the
Moon bag for extra flotation.

.Surf. Select the wave action, from Light to Regular to Turbo.
The parameter screen also includes a sound and color test
to explore the capabilities of the game and your system.

LEVELS
There are five events in the competition: BMX Bike Racing,
Fool Bag. Half Pipe Skateboarding. RoIIerskating and Surfing.
Half-Pipe Skateboarding. This is an event that was created

by daredevil skateboarders who would play in the concrete
"rivers" of southern Cali fomia—the f lood control channels
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thai run from the mountains to the sea. The rivers are dry
for most of the year, and skateboarders discovered them as
perfect places to do tricks.
You earn points for the stunts you complete, with the
more difticult stunts wortii more points. Your turn lasts for
80 seconds or thiee falls, and you will erun poinis for as many
tricks as you can perform in that time.

Arrows: Press Up to climb the ramp and Down to gain
speed when riding down. To gain speed, head up and then
down like pumping on a swing.
To spin, press Left or Right, in the direction oi^site to that
taken by the skater.

Button A: Press at the top of the ramp to begin a Hand
Plant .

Button B: Press to change tracks.
Button C: Press to s low down.

You will want to carry as much speed as you can handle as
you go into a stunt.

Kick Turn. The simplest turn, it is begun right where the pipe
begins to go up. Hit the arrow that faces opposite the
direction you're travelling and then release the arrow once
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your player has turned around. Worth frotn 100 to 300 poinLs.
Acria] Turn. The most daredevil of all the events here, a Kick

Turn in the air. Build up enough .speed, then wail until you're
over the lip and in the air before you turn your player
around. Worth from 400 to 999 points, depending on
height.

Iliind Plant Somewhat morcdiflieiilt. your goal is to go just
over the lip of the lube and do a handstand, with the .skaie-
Ixiard over your head. Press the A button ju.st before the lip,
and then release the button Just after the board heads back
down to the ramp. Worth from 100 to 700 points, depend
ing on speed.
You will also earn ftixn 100 to 300 ptMnls for Qtanipr^ 'I'rtick.s.
and there is a 3.000-point bonus waiting for the skate
boarder who can pull off three quick .stunts in a row.

Foot Bag. Think this is dumb? Yes. it is. It's also a rather dif
ficult sport; you could think of it as Juggling with your feet.

Arrows: Press the Left or Right arrow to go in those directions;
press the Up amrw to Jump and press the Down arrow to spin.

Buttoits A or B: To kick the foot bag, press as the bag falls
toward the ground and just before it ctrmes to your head, knee
or foot.
In the two-player simultaneous version of this event, press
the A button to pass the bag and transfer control from
one player to the other.

Button C: Press to jump, and to try for a super head butt.
To do a .stunt, change your position while the bag is in the
a i r.
You have 80 seconds, and you will cam points for as
many stunts as you can complete in that lime. You'll cam
extra points for the greater variety of .stunts you complete
in one time period. Obviously, you will lose points if you
drop the bag or kick it off the screen.

Any Kick. 10 points.
ilalf Axle. Two kicks with a half spin in the middle. 250 points.
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Full Axle Two kicks with a full spin the middle. 500 points.
Morseshoe. Left back kick and a right back kick. 500 points.
Axle Foley. Any two kicks with one-and-a-half spins in the

middle. 750 points.
Five in a Row. Five or more consecutive bounces without the

hall touching the ground. 750 points.
Hilling the Bird. Strike the bird that llics overhead. 1.000 points.
Culch from ofT scrwn. 1.500 points.
Diz/y Dean. Front head butt, then back head butt. 1,500

points.
Head Banger. Diz/y Dciin tind then fnmt head bun. 1.500 points.
Jester. Left or right jumping kick. 2.0(X) points.
Double Arch. Left outside kick, then a right outside kick and

finally a left outside kick. 2.500 points.
Pass. Pass from one player to the other, in the two-player simul

taneous play only. 3,000 points.
Doda. Left outside kick, head butt and then back head butt 5.000

points.
Reverse Doda. Doda one way and then l!>oda the other way.

5,000.
If you select Moon gravity for the bag, you will earn only
half as many points for each stunt. In Earth gravity, a
bonus clock will appear when you reach 10.000 points; hit
ting the clock with the bag will earn an additional 13 .sec
o n d s o n t h e c l o c k .

If you can complete two consecutive Jesters, the bag will
Hash and you will be tiwarded tin extra 26 seconds plus dou
ble points for every stunt.

SuiTing. This is almost as much fun as the real thing, and a
lot safer.
The real hot shot will ride up a curve and out of the water,
to Catch Air. Execute a 180-degree turn in midair and
ride the surf again. Just like the real thing, you don't want
to r ide too close to the bottom of the wave or too far
inside the curl or you'll wipe out. You have 80 seconds or
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4 wipeouls per turn. The computer will award points for the
length of your ride, the number of turns you make and your
speed in the turns. There are extra points available for
catching air. Riding the Tube fsurfing under the curve) and
riding near the break.
if you have selected Light waves, yixi will eam only half points
per -siunl-

Arrows: Steer your surfer left and right using the control pad.
ISutlon C: Prc.ss with an arrow key opposing the sutler's direc

tion to slow him down.

K<liler^kaling. In New Yotk. they nJletskate on the ptived school
yards; iti California, it's the boardwalk. The goal here is to
make it from the beginning of the walk to the end in 110 sec
onds or less without cra.shing—you've got to avoid bounc
ing beach bulls, piles of sand, cracks in the toad, banana peels
and other problems. Speed is less important than just get
ting down the course.
To squat down, press the B button, you'll Jump when
you release the button. The control pad issues commands
as follows: to steer left, push the Up arrow; to steer right,
pash the I>)wn button. To spin, press the Left or Right anow.

Arrows: Skate by pumping the Up and Down arrows in
rhythm. Press Left for a single spin; when in midair press
Right for a double spin.

Button B: Press and hold to squat down; release tojump.
Try to avoid obstacles and stay off the grass. You will eam
points for each object you skate around, with double points
awarded for Jumping over them. Extra points are given for
super stunts.

Avoiding Obstacles: 10-30 points
Jumping over Obstacles: 20 to 60 points
Avoiding the Beach Ball: 50 points
Hitting the Beach Ball: 100 points
Avoiding the Skater: 200poinLs
Single-spin Jumps; 40 to 120 points
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Double-spin Jumps: 60 to 180 points
BMX Bike Racing. We thought this kind of tntck was just for

horses! Bicycle Molocross puts a rider out on a track with
steep drops, holes, rocks and water hazards in a 2-minute
or three fall contest.

Arrows: Pres.s the Up arrow to steer left; piess the Down arrow
to steer down.

Button B: Press to Jump. Press with the Up arrow for a
backward flip. Press with the Down arrow for a 360" turn.

Button C: Press repeatedly to increase speed.
You iin; allowed three "easy" fails or one ".serioius" fail. You'll
earn extra points for stopping right on the finishing piid; press
the B button to clear the pit at the end of the track.

Time. 60 bonus points for each second remaining on the
c l o c k .

Jump: 50 to 400 points
360" Turn: 800 to 2,000 points
Backward Flip: 1,500 to 3,500 points

CuliromiuGumcs® 1987, Epyx, Inc. Game £>1991, Sega Biilcrprisus, l-Ul.

Bvander Holyfield's
"Real Deal" Boxing™

Graph ics /Sour td : 8 Response:?
F u n / R e a l i s m ; 8 U l t i m a t e S c o r e : 7 . 7

This is, as they say, a real deal. It is the most realistic, television-
like simulation of a boxing match. The view is up close and per
sonal, and the boxers—including Evander Holyficld—are
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recognizable and indtviduaj in their skills and style. They
even grant and taunt each other.

If boxing is your bag, this is a knockout. Wc worked from
an early preproduction version of the game; some details
may change in the final copy. One or two players.

W H O ?
It's you against the heavyweights.

W H A T ?

Jab, uppercut and break a sweat.

USING THE GENESIS PAD
There are three available sets of button controls. Following is
tlic standard Set I that is used unless a change is made from the
Options screen.
Directional Butlim (D-Button): Press Right or Left to move

your boxer forward or backward in the ring.
Press Down to moke your boxer hunker down to deliver bcxly
blows. Press Up to make your boxer straighten up.

Button A: Left Jab.
Button A and Arrow toward opponent: Left hook.
Buttons A and B: Left uppercut.
B u t t o n B : B l o c k .

Button C: Right Jab.
Button C and Arrow toward opponent: Right hook.
Buttons C and B: Right uppercut.
Buttons A, B and C: Press together to taunt your opponent.

O P T I O N S C R E E N
Before the sTait of an Exhibition match, you will enter an Options
area where you can select your opponent. Pick a fighter who
is about evenly matched with yours in power, stamina, speed
and defense skills or whose skills offer your fighter a good of ĵor-
lunity. Fm" example, if your fighter is very strong in defease and
stamina, you might outlast a powerful, speedy opponent.



Gym Bag 41

BOXING SKILLS
E;ich rwund lasts three minutes. If the boxers grab hold of each
other (a clinch) the referee will call "Break" and both opponents
will step back. Getting into a clinch is a good way to kill time
and recover some energy if you're being pummeled.

A jab is a powerful straight punch thrown from arm's
lengtJi iiway fn>m ytnir opponent. It makes the other ligjiter defend
with a blocking move iind opens up the other side for a surprise
jab or hook. Don't wa.ste jabs when you are in too close.

Crouch and wear down your exponent with jabs to the body;
when he bends to block the punches you should straighten up
and hit his undefended face with an uppercut.

ENERGY LEVELS

There are two ways in which a fight can be ended: through a knock-
oit when one of the hghieis is unaNe to cortinue boxiî  or alkr a com
plete set of rounds.

Pay close attention to the Energy Indicators across the bottom of
the .screen to d^rmine the status of both boxers.

The red tsr of the Erragy Gauge shows immediaie eoogy. The bar
will dcaease as a boxiT is hit and recover when he avoids taking punch
es. The more stamina a littler has, the faster the bar will recover. If the
bar completely disappears, the fighter will fall to the mat. The ted b;ir
ciinnol recover beyond the Icngtli of the bkick bar.

The Mack bar within the Energy Gauge indicates the boxer's aMI-
ity to take punches; it will also get smnHer as he Is hit The shoncr the
black har becomes, the fewer punches the other boxer win nred to land
to knock the fighter down. The black bar will recover somewlut between
nxjnds.

Also shown on screen are Head and Btxly Damage indicuHrs. They
will begin to turn gray as the boxa is hint; when completely gray, the
boxer will not be able to take any mote punches and the referee will
declare a TKO (technical kirack out) and the fight will be over.
Head and Body Damage will recover somewhat between rounds.
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KNOCKDOWNS AND KNOCKOUTS
If your boxer is knocked to the canvas, you may have enough
energy to recover and resume boxing. Immediately start
pressing the A button repeatedly. If he is able to recover,
the .screen will prompt you to press button C to stand.

If a boxer Is knocked down and cannot get up. a knockout
is declared. If a boxer is knocked down three limes in a single
round, a TKO will be called even if the fighter is able to
r e c o v e r .

If you lose three bouts in a row, Eviuider Holytieki will strong
ly suggest you find some other line of woiic. You will also be
retired after 40 bouts, win or lose.

LEVE15
In the Exhibition Mode you can choose any fighter for a
three- round bout .

In Career Mode you will work your way up through the ranked
boxers, hoping for a final bout against the World Heavyweight
Champion. Evander Holylteld. The game cartridge can store
the progress of your career in its memory.

At the start of a career, you create your boxer. Give him a
name, choose between right-handed or left-handed domi
nance, and then select a skin color, face, hair color and set of
trunks. You will also have a fixed amount of power to distribute
among Power, Stamina. Speed and Defense categories. You can
balance the levels equally or boost one or two over others.

Advanced power and speed will usually defeat the lower-
ranked boxers, while enhanced stamina and defense will pro
tect from the blows of higher-ranked lighters.

You can play IP VS CPU against the computer, IP VS 2P
against a friend or CPU VS CPU to let the computer control
both boxers.

T R A I N I N G
After each bout, win or lose, you'll go back to the gym to pre
pare for your next fight. Following tlie first fight you will have
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M I L L I E

z i s a 1

E N E R G V

two training choices; in later lights you will have three choic
es as a winner and two as a loser.

Use the arrow keys to highlight an item you want to use to
increase your fighting skills for the next bout; press any of the
buttons to select the choice. Look at the screen to see the rel
ative amounts of power each opportunity will give you. After
you have selected two or three, press Stan to train. Here are the
opportunities and the skills they will boost:
T R A I N I N G

Excrcycle
Head Guard
Hea l th C lub
Iron Gum Shie ld

Jogging Machine
Jump Rope
K a r a t e

Loose Weights
Multi-Gym
Power G loves

B O O S T S T H E S E S K I L L S

Stamina. Speed
Defense
A l l
D e f e n s e

Stamina. Speed
Stamina. Speed
Speed, Defense
P o w e r

Power, Stamina. Speed
P o w e r
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Pro ie in D ie t

Punching Bag
Running Shoes
Sparring
Speed Bag
Speed Boots
Slep-o-matic

Power, Stamina, Speed
Power, Stamina
Stamina, Speed
D e f e n s e

Speed. Stamina
Speed
Power, Stamina
Stamina, SpeedTr a c k W o r k

V i t a m i n s Power, Stamina. Speed
Evander Hofyndd's "Kcol Deal" Boxing is a trademark of Sega. G

1992, Acme Intetaclive. O 1992, Sega.

Electronic Ans' electronic simulation of hoops ranks up there
among the most graphically detailed and action-packed of all
of the spofts games we have yet seen for the Sega GaiesLs, anoth
er fine example of the power of the 16-bit processor.

How good is the animation? Well, the first time we played
we got up from the desk while a demo game was on and
lef t the room; when we returned, f rom across the loom i t
looked like there was a real NBA game in progress on the telc-

Bulls vs. Lakers and the
NBA Playoffs™

Lakers vs. Cel t ics and the
NBA Playoffs™

Graphics/Sound: 6 Response: 6
F u n / R e a l i s m : 8 U l t i m a t e S c o r e : 7 . 3
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vision socea Watch easily: From time to lime you'll see the coadi
stand up and pace behind the chaiiN on the bench; lode under the hull
as k is ̂  or pafsud and >ai wiD sec its iacbw. This game ̂  iirludes
most of the major pro ball fouls: Among other crffenses, the ref will
coll charging, blocking and violations of the 24-second shot clock.

The first game in the series was Lakcts vs. Celtics and the NBA
Playofis, which nxruvud the 1990 season and the championship. New
for 1992 was Bulls vs. Lakeis and the NBA Playoffs. ba.sed (*i that
year's classic matchup. And we're assured titat a Bulls vs.TiaiIbla7crs
version will be out in 1993.

This is an dlicially licensed series of games, meaning that you will
sec the iKlual names, .syirixils and uniform cokxs of NBA teams, and
the playeis on the teams <ie identified real name. Even more inpor-
tant. Patrick Ewing plays like Patrick Ewlng, which is different
frxjin the way Michael Jordan plays. You'll even be able to identify
some erf' the mote distinctive players on the court—thac's no mistaking
the large blond head of Larry Bird on the Celts, for example.

Electronic Arts paid attention to all of the details here, iiKluding
the production of one of the mast complete and best-produced
irestruction manuals we have seen for a video game. These are All-
Star games. One or two players

W H O ?
Jordan. Bird. Johnson... not only do you get to prutend you are one
of your favorite NBA playei\ but ytxi also are rewaided with Uk real
fee! and kxrk of the players. The sharp image ftum the Sega Genesis
makes it obvious that the lull guy in the gmcn uniform and the
bknl hair is Lrry Bird and the tall gî  in Qiicugo red is Mkhtd Jcidat

W H A T ?
You can play single gamc.s between the Los Angeles Lakers.
E r̂nkiid TtafcbMS. San Aricnio Spus. Ruenix Surs, Bc»ion Celtics.
O t̂ioit Pistons. Chicago Bulls. Philadelphia 76eis, the East All-Stars
or the West All-Stars. Or, you can create a league-length elimination
tournament involving all eight of the ̂ »ve professional teams.
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H O W ?
This Ls a game (hat requires urcadc-likc rcdcxes.

When you are in possession of (he ball, use (he arrow
keys lo move your player up, down. left or right on the court.
Press hutlon B to pass in the direction you face; press button
A to shoot for the hoop. Be careful not to run into an oppos
ing player, or you svill be called for charging; don't forget about
the 24-sccond shot clock or the 10-second backcoud or 5-sec-
ond inbound clocks, either. Keep it moving!

On defense, press button A to attempt to block a shot and
button B to attempt a steal of the ball. If you do manage to steal
the ball or obtain it on a rebound, you will have to quickly diange
your mindset to avoid pressing button A too soon, or you will
end up attempting an almost-impossible court-length shot
on the net.

In the one-player game, you will control the player with the
black shoes; if there is a second player in the game, he or she
will control the elecU-onic players wearing gray sneakers.
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USING THE GENESIS PAD

O N O F F E N S E
You always ccmixjl tfie man whh the ball, indicated with a white star.
Directional Button (D-Button): Moves the player with the ball.

He will cMbblc the ball for as long as you press and lx4d the amw
key; if you let go. he will stop moving but keep dribbling.
Wlicu you fake a shot, pmpan; to pass w.shtxM, your player will
stop dribbling; once he has stopped, don't move him again «- you
will be penaiiwd with a tnivelling viulaticm.

Button A: A quick press and release fakes a shot.
A fullptessaiKlieleaseshools the ball. For a standard shut, ptess
lite A button and a-lease when your player is at the top of his jump.
Substitutes one player for another from the Stats screen.

Button B: Passes the ball to the pla>tr who is closc.st to and fa:-
ing the pa.sscr. To pass to a particular player, press and hold but
ton B and then ase the arrow keys to move the flashing star to
the player you want to receive; release the B button to pass the
ball. Caitrol will automaicaily change to the player with the ball.
Throws the ball in from out of bounds.
Moves through the Stats screens.

Button C: Press for a jump shot.
Calls timeout (after pressing Start to pause the game).

Buttoas A, B or C: Taps the ball in the tip-off in center court
at the start of each quarter.

O N D E F E N S E .
You control the player with the white star.
Dircctionul Button (D-Button): Moves the active player.
Button A: Miikes your player jump to try to block a shot. You'll

have the best chance at blocking if your player is directly
in front of and facing the shooter, press the A button us your
opponent rises to shoot.

Button B: Moves the control anow to the player nearest
the ball.

Button C: Makes your player attempt a steal of the ball
from the opposing player.
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TWO-PLAYER CO-OP
Available in the Bulls vs. leakers game. Player I controls
the team player with the white star: Player 2 controls the
player with the black star. The player who is not in control of
(he ball can change control to another teammate by pressing
the B button.

S I G N AT U R E M O V E S
One pbyer on each team l*ings a special trademartt <diot or move.
To attempt one, bring that player, with the ball, to the shaded
spot indicated in the instruction manual and press the A but
ton. (The takeoff spot is usually the upper inside portion of the
key.) The players and their moves are;
Hakeem Olajuwon, Denver Rockets. 360' Slam
David Robinson, San Antonio Spurs. Windmill Slam
Dominique Wilkins, Atlanta Hawks. Double-pump Slam
Isiah Thomas, Detroit Pistons. Spinning 360" Lay-up
Chuck Person, Indiana Pacers. Ally-Oop Slam
Earvin Johason, L.A. Lakerc A "Magic" No-look Pass/Lay-up
Michael Jordan, Chicago Bulls. "Air" Reverse
Larry Bird. Boston Celtics. Fade-away Jump Shot
Clyde Drcxkr, Portland Trail Blazers. Gliding Tomahawk Dunk
Tim Hardaway, Golden State Warriors. UTEP 2-Stcp
Charles Barkley, Philadelphia 76ers. Moaster Dunk
Karl Malonc, Utah Jazz. "In Your Face" Jam
Shawn Kemp. Seattle Supcrsonics. Windmill Finger Roll
Alvin Robertson. Milwaukee Bucks. "Off-the-Glas.s" Jam
Patrick Ewing, New York Knicks. Bounce Ball Slam
Tom Chambers, Phoenix Suns. Fake Drive 2-Hand Slam

SOMETHING FOUL
A player on the offense will be awarded a free throw in the fol
lowing situations:
A foul in the act of shooting. 2 throws if the shot misses, 1

throw if the shot goes through the hoop.
A foul when a defensive player reaches in and there have
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already been at least four defensive fouls. 2 throws.
A turnover (change in po.ssession of the Isall) will be called
in the following situations:

I ravelling. Once a player starts dribbling the ball and then stops,
he cannot move again. He can only shoot at the basket or
pass the ball.

24-second Shot Clock Violation. You must shoot at the
basket within 24 seconds of taking po.ssession of the ball.
If you shoot and miss, the clock is reset to 0.

Charging. You will lo,sc possession for running into a defen
sive player who is standing still.

lO-sccond Backcourt Violation. Another anti-stalling rule;
You must move the bull from your own backcourt within
10 seconds of taking the ball,

Itadtcourt Violation. I3nce you have brought the ball over the
halfcoun line into the otltcr team's tenitory, you cannot cross
back into your own zone.

5-sccond Inbound Violation. You must bring the ball into play
from out of bounds within 5 seconds.

Out of Bourrds. When the ball crosses over the boundaries of
the court, possesaon will ctuinge from the team that last touched
t h e b a l l .

SHOOTING A FREE THROW
Use the T-Meter to aim your shot. A biLsketball-shapcd cursor
moves back and forth along a horizontal bar, determining
the aim to the left or right. Press the A button to stop the bail
within the white zone. Now, the bail-cursor will move up and
down in a vertical bar. Once again, press the A button to
Slop the ball within the white zone. When both balls have been
stopped, the player will automatically shoot.

The speed of the basketball cursw within the T-Meter is based
on the actual free throw percentage of the playa- ai the line. The
better his percentage, the slower the cursor will travel and the
easier it will become to shoot.
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LAKERS VS. CELTICS SUPER SECRETS
H(se is a passel of passwords fcr a glimpse deep into the Lakers
vs. Celtics game.
Celtics vs. Spurs CZ2 QKT
L a k e r s v s . B u l l s L L Q R J K
S u n s v s . C e l t i c s R P 2 H J T
Blazers vs. Celt ics TY6 HJK
Spurs vs. 76crs 8W2 QJS

Pistons vs. Lakers, tirst game of the playoffs:
T # 6 C G K

Celtics vs. Spurs, with Boston ahead 3-0 in the playoffs:
L G Q H J K

To go directly to the championships as the Bulls with a 9-
0 record and play the Phoenix Suns, try this code:

2 9 6 R O S

Lakers vs. Celtics and tlic NBA HayotTs is a trademark iif l:lectfonic Arts.
© 1990. Electronic Arts.

Bulls vs. t-akers and the NBA PlayofTx is a trademark of Electronic
Aas. © 1992, Electronic Arts.

Mario Lemieux Ice Hockey™
Graphics/Sound: 8 Response: 7
F u n / R e a l i s m : 8 U l t i m a t e S c o r e : 7 . 7

M a r i o ! M a r i o ! ! M A R I O ! ! !

No, not that silly little Italian plumber guy who is always
being chased by snails with guns and other w^eird cretdures. We'ie
talking about Mario Lemieux. star of the champion Pittsburgh
Penguins of the National Hockey League.
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We speni some lime with a prolotype of Scga's new ice hock
ey game, and we're slill out of bnjalh; This is one of the most real
istic and active sports simulations yet We should stop for a
moment and coasider all of the acticm in a hockey game: there are
ten skaters on the icc, plus a goalie for each team. The puck trav
els very fast And there are some critical—and sometimes complex
to follow—rules for the ref. All of that—plus the maintenance of
the most cktailed .ret of spoils statraics vre have seen in isiy amulatiun—
is handled exceptionally smoothly by the Genesis machiiK.

We especially liked the side-of-the-rink viewing angle for tliis game,
which brought as more into the action tlian an over-lhe-shoulderor
overhead angle, as have been used in mhcr hockey simulations.

The animation of the players includes high-sticking, slam
ming into the boards, sprawling saves by the goalie of 90 mph slap
shots and more. The .screen moves itito close-ups for WK-on-one sil-
uatioas such as facc-offs. shool-ouLs and lighting. (If you check an
opponent too hard, you are iikely to end up in a fight.)

The game includes a unique m;uiua] passing game for "pro" lev-
eLs. instead o( always playing as tlte man wiili the pudc. the way most
sports simulations are designed, you can pass the puck and make
a break for the goal wIkic you can call for the pudt to be passed ha:k
to you fora "give and go" shot.

Each of the 16 teams in the game have three sets of forward aixl
three sets of defensive lines; they can be changed in mid-game to
keep a ftesh set of skaters on die ice at all time. The teams happen
to coincide with the NHL cities, although they are not diiectly linked
to real pro squads.

There arc no less th.m 14 pages of statistics available for
review at the end of a period or at any point during the game. Stats
iix.Tude goals, .shots on goal, penalty minutes, faceoffs won, time in
the attack zcme and much more.

We would be hard-pressed to come up with a favorite between
this game and Electionic Arts' NHL Hockey, a].so reviewed in this
b(X>k, The game play on NHL Hockey seems a bit more real
istic and responsive, although the side view of the rink and action
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in Mario Lcmieux offers a bctcer sense of playmaking and posi
tioning. (NHL Hockey presaiLs an overiiead camera angle.) If you're
a hockey nut. you will want both games. One or two players.

W H O ?
The Mario who carries a hockey stick.

W H A T ?

A cool spwrLs simulation.

USING THE GENESIS PAD

Directional Button (D-Button): Moves players right, left, up
and down on the screen.
Controls the goalie in shool-ouLs.

O F F B N S K .
On offease, you will be in control of the player with the puck, the
player closest to the puck and tite last player to have the puck.
Button A: Press once to shoot low. Aim the puck with the arrow

keys as you .shoot.
Press twice to shoot high,

Button B: Pass the puck; hold down an arrow key in the direc
tion you want to pass.
Request a pass from another player in manual mode.
Grab the puck at a face-off.

Button C: Press to switch player under control.
Buttons A and B: Press together to change the fcvward line.
Buttons B and C: Piess together to change the defensive line.
D E F E N S E
. Every defensive player is responsible for man-to-man cov
erage on the ice; if you chase the puck ot double-team an oppos
ing player you may be leaving a skater on the other team open.
Button A: Checlcs an opponcnL (If the penalty box is full, your

player will swing his slick wildly.)
Button B: Makes goalie ptLss the puck. (If he hc^ onto the puck

too long, a penalty will be called and a face-off set up.)
Button C: Switches the player under control.
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F I G H T I N G
Ever go to a boxing match and sec a hockey game break out
in the ring? Punches made and received will cost you energy;
be sure to stand far enough away from your opponent to
make your punches most effective.
B u t t o n A : J a b .
B u t t o n B : R o u n d h o u s e .
Button C: Uppercut.
But tons A and B or But tons B and C: Low b low.

S H O O T O U T S .
One offensive player against a goalie in a tiebreaker.
Direct ionui Button (D-Button): DEFENSE. Moves the

goalie into one of eight positions in liont of the goal to attempt
to block the shot.
OFFENSE. Aims the shot in one of eight directions,
including upper left, lower left, upper right and lower
right parts of the goal.

Bu t ton A : DEFENSE. Execu tes the b lock .
OFFENSE. Shoots the puck.

O P T I O N S C R E E N
Pix> Rules. Yes or No. Pro rules include Offsides mid Icing whistles.
Referee. Fair, Tough or Blind. You can get away with just about

anything with a blind ref, and almost nothing with a tough one.
Fighting. Yes or No.
Minutes. 5, 10. 15, 20. The default is five minutes; a real NHL

game includes three 20-minutc periods.
1/evel. Beginner. Pro. Normal.
ControL AutcVManual. In the Auto mode, you will control who

ever has the puck. In a Manual mode game, you can keep
conuol of a player after you pass the puck, or switch to the
player with the puck by pressing (he C button.

TEAM SKIL iS
The game allows you to become the general manager, adapt
ing your computer-assigned squad to create your own dream
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team. Each of the six available level-s is ranked from 1 (low
est) to 5 (highest) for the following skills;
Shooting. Increased ofTcnsive power comes at the expense of

lower checking and lighting abilities. You can attempt to cre
ate a balanced team, or go for the blazing slap shot here.

Power. A high rating here means you will put a squad of fierce
checkers and fighters on the ice; opposing players will
go down easier and stay down longer.

Passing. A measure of the finesse of your team. Great pa.ss-
ing can often out-perform superior defense.

Speed. Faster teams ctin ctiny the puck; slower leam.s must rely
more on passing skills.

Defense. Determines your team's likelihood of stealing the puck
or blocking shots in front of the goalie.

Goalie. The last defense against a point. Superior goalies move
quicker and are more likely to anticipate opponents' shots.
A team with superior defense may be £d)le to skimp a bit on
the goaltender.

CHANGING UNES
Take your tired lines off the ice and skate rested players.
Note the indicators: Green means fully rested, yellow means
somewhat rested and red means the skaters are tiring. You can
change lines during a play, or take the safer route of changing
lines at a face-off.

PENALTIES
In hockey, when a player commits a foul, he is removed
from the ice for a few minutes and his team wi l l have to
skate with one less player. The maximum number of players
in the penalty box is two (and therefore the minimum number
of .skaters is three). When the box is full, no checking or
Fighting will be permitted. Players are released from the
penalty box if a goal is scored against their team.
Illegal checking: 2 minutes
Losing a fight: 3 minutes
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Losing a draw: 3 minutes each player
Delay of (•ame: 2 minutes
Tripping: 2 minutes
Slashing: 2 minutes
Roughing: 2 minutes

S H O O T O U T S
If the game ends in a lie aAer thtee pcrkxls, you will have a shootouL
Each team will take turns shooting at the opposing team's goalie.
If the score is still tied after five shots, another .shootout will
be called.

SECRETS OF THE PROS!
You can't check a goalie. And if the penalty box is full (two
players) you won't be able to check at all.

If your goalie makes a save and is then surrounded by
attackers, you'll find it safer to hold onto the puck and suffer
a face-off than to attempt to pass the puck into heavy traffic.

Mario Ixdiicux Ice Hockey is a trademark of Sega of America.® 19111,
Sega of America.
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J o h n M a d d e n F o o t b a l l ' 9 2 ™

Graphics/Sound: 7 Response: 6
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 6 . 7

Snap! Crackle! Pop! Go for the goalposts in this extremely detailed
and convincing translation of professional football. This is the
second edition of this game, improving on the extremely
capable original. (For hints on that game, see Chapter 8,
"Mini Hints.")

You can play this game as a realistic arcade game, or
play it like millions of dollars is riding on each snap and
tackle. All of the information you really require for each
play is available right there on the screen, but there is also an
80-page instruction manual that includes dozens and dozens
of pages of player and team power ratings and descriptions of
scores of plays, formations and sets.

We spent an afternoon playing this game and never saw the
same play twice. In this section, we barely scratch the surface
of this amazing game. One or two players.

W H O ?
Put on those headphones. Pick up that Gatorade. Snarl at
those cameras. You're the coach of a professional foottxill team.

H O W ?
The most realistic football simulation we have ever played.

USING THE GENESIS PAD
Here is the quick course to controlling the action on the held.
Directional Button (D-Bulton): On ofl'ense. the arrows are
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used lo comrol the movcmeni of (he player with the ball; he
is idcnti l icd with a star on (he screen. This can be the

quarterback, a running back or a receiver.
On defense, the arrow keys direct your tackiers toward the
player with the ball.

O F F E N S E
KICKING. There's no coin-loss in this game; the visitors
always kick off. The referee will place the ball in position on
the field and the two teams will line up.

Press the C button to start your kicker running toward
the ball. Now observe the Kick Meter that will appear in the
lower left comer of the screen. The football-shaped marker will
move up toward the top of tlie gauge: for the greatest kicking
distance, ptcss the button C again when it is at the top, You can
altcnipt to aim the kick by pressitig the Left or Right arrow as
the kicker moves toward the ball; watch the direction marker
at the bottom of the Kick Meter.
Button A: Alerts your team that ytxi may call an audible. Then

press button C again to set an onside formation.
But ton C: K icks the ba l l .

After the ball is away, your attention will turn to tackling
the ball carrier on the other team. Press buttcm B to take con
trol of your defensive player closest to the ball carrier. Run
into him to make a tackle; you can also come near him and
press the A button to attempt a diving tackle.

RECEIVING A KICK
The cortpaer will automatically move a [̂ yer beneath the descend
ing ball to make a catch. Then you can try to advance the ball
back down the field.

If you receive the ball deep in your End Zone, you may want to
go for a touchback by downing the ball there instead of tunning with
it Don't move out of the zone and a touchbadc will be dccitacd; you
will take over pos.scssion on your own 20-yard zone.
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B E F O R E T H E S N A P

Button A:AIens your team that you may call an audible.
Then press button A for a Trick Play, button B for an
Anti-Blitz Play, or button C for a Running Play.

Button B: Fake.s the snap by calling "hut."
Button C: Snaps the ball.

AFTER THE SNAP (RUNNING PLAY)
B u t t o n A : R u n n e r d i v e s .
Button B: Runner spins.
Button C: Gives the runner an extra push to try to txeak a tackle.

AFTER THE SNAP (PASSING PLAY)
Hold down the button you choose to throw low and hard; tap

the button for a lob.
Button A: Pass to receiver in window A.
Button B: Pass to receiver in window B.
Button C: Pass to receiver in window C.

AFTER THE SNAP (RECEIVING A PASS)
Button A: Receiver dives to make a catch.
Button C: Receiver jumps to catch the ball.

DEFENSE

B E F O R E T H E S N A P

Button A: Alerts your team that you may call an audible. Then
press button A again to call an Anti-mn play, press button
B to call for a Blitz, or press button C to call a Stunt Play.

A F T E R T H E S N A P

Button A: Player will dive to make a tackle.
Button B: Take control of the defensive player closest to the

ball. Press the button again to try to strip the ball away from
your opponent .

Button C: Player will jump to attempt to deflect a pass or
b l o c k a k i c k .
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MEGAHRE SETTINGS (POWER STICK)
Some players may prefer to use a joystick. Turn off all
MegaHre buttons.

O P n O N S C R E E N
When you first turn on the game you will see the Game
Setup Screen. Here you can make the following choices:
Ptay Mode. Pre-Seas(Hi is Just for practice. It includes no penal

ties except fcr offsides, and the 45-second clock Is not in eifccL
The Regular Season follows all rules. You can also choose
a Sudden Death game in which the win goes to the first team
to score a point of any kind: touchdown, safety or field goal.
Finally, you can go to the Playoffs.

Player. You can play human against human, have two human
players cooperate against the computer, or let Coach
Madden manage cither or both teams.

Team, You can choose from any of 28 pro teams or the
Madden-coached A l l -Madden a l l -s ta r team.

Quarter Length, Select between 5-, 10- and 15-minuic
quarters.

Stadium. Play in outdoor grass or turf stadium or under glass
on turf .

Weather, Outdoor weather can be fair, windy, rainy or
s n o w y.

C A L U N G P L AY S

O F F E N S E
There are three elements to calling a play in real football, and
in this video simulation: the Set. the Formation and the Play.

The Set is the group of players who will execute a play. The
video game includes six sets: Normal, Hands. Big. Fast and two
Special Teams. Use the Left or Right arrow to move the
available choices into the three windows on screen; then
pre.ss the A. B or C button corresponding to the set you want
t o u s e .
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Normal. The standard grouping of a pair of wide receivers,
a tight end. a halfback and a fullback.

Hands. The best overall group of receivers, including two run
ning backs.

Big. Your strongest backs, guys who act like they have tank
treads instead of feet Ibcy'te gnrai for chewing up short yardage
past determined defenders.

Fast. In Madden'.s ĵ aybook. the Fast Set arc the quickest down-
licld receivers—four wide receivers and a halfback.

Next you must select a Fonnalion, how the players will line up
before the ball is snapped. There arc five available offen
sive formations in the game;

Shotgun. A formation that favors a passing attack, with the
quarterback receiving the snap live yards behind the line.

Run & Shoot. Four quick receivers and a hallback.
I'ro-Form. Madden's equivalent of the Pro-Set, with a full

back and a hallback lining up beside each other, behind the
quarterback.

(loal Line. A special fonnation aimed at short yardage when
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(he line or scrimmage is within 10 yards of the goal line.
Far or Near. These describe where the fullback lines up in

mlation to the stitmg side of the offensive line. In other words,
near to or far from the side where the other team's tight end
is located.
And then finally, there is the Play. Madden has .selected
six different plays for each formation. The options, along
with a "chalk talk" drawing, will appear at the top of the
screen in separate windows. Use the Left or Right arrow
to move new formations into the windows. Press the A, B
or C button to select one of the displayed plays.
Once you have chosen a play, there are two ways that you
can change it. One is to call an Audible at the line of scrim
mage; this shifts the assigned play to one of a set of pre
defined alternatives. The other is to call a Timeout, which
will bring you back to the huddle. You are allowed only
three timeouts per half.
If you selea a running play, the handoff will take place auto
matically. Or, you can let the computer move the runner
according to the predefined play. You can take control of
the ball carrier once the play is underway by using the arrow
keys. You can also try to grind out a few extra yards, feel
or inches by pressing one of the buttons while the play is
in action as described above in "After the Snap (Running
Play)."
If you choose a pass play, press the C button to snap the
ball. You can let the computer execute the play or you can
use the arrow keys to move the quarterback into the
pocket. If you iue taking control yourself, press the C but-
Uxi again to bring up the passing window.s, whidi show whether
your designated receivers are in the open. Press the A, B
or C button to throw the ball to the appropriate receiver.
You can press the A or C button to make your receiver dive
or jump for the ball if necessary.
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DEFENSE

Again, you will have lo choose a Formation, a Set and a
Play.

There arc five defensive formations:

Big. A solid wall of big guys, effective in goal line stands and
other short yardage situations.

3-4. Three down linemen with four linebackers, the most
common pro football defensive formation, valuable for
short and medium zone pass coverage and against the
r u n .

4-3. Four down linemen and three linebackers. Used mostly
in short and medium zone pass coverage and basic defense
against the run.

Nickel. A fifth defensive back is added, usually when a pass
is expected.

Dime. This is a go-for-broke defensive formation, when you
axe dKolutely convinced that your opponent is going to attempt
a pass. It adds a .sixth defensive back.

Special Teams.
There are three basic sets on defense:

Cover. The best defense against the pass, it can be set up as
Man- to -Man o r Zone .

Read. Balanced coverage. It is not the strongest defense
against the run or pass, but is the safest, allowing more flex
ibility.

Control. The best defense against running plays, it gives
up short yardage up the middle but seeks to block any
chance of long gains along the sidelines. It cannot be used
with Nicke l or Dime format ions.

Defensive plays include:
B l i t z . One o r more l i nebackers o r de fens ive backs b reak

across the line to rush the quarterback, either tackling him
or forcing him to make a bad pass. The play is often called
when the defense believes the other team is going to
attempt a pass.



Gym Bag 63

Zone. Each defender is in charge of a particular piece of
ihe field.

Man-(o-Man. Each defender is assigned lo a particular
receiver, wherever he goes on the field.

Prevent. Aimed at blocking long gains, the defensive back-
(ield sets up further back from Ihe line ihan usual. Because
it is more likely to allow short gains, it is usually used when
the defending team is way out in front.

Buiiip and Run.
Once you have chosen a play, you can change it with an Audible
at the line of scrimmage, or by calling Timeout and return
ing to the huddle.
One way to cross up the offense is to hit the B button
before the snap; this changes the player you control. After
the ball is thrown or handed off, press the B button to
transfer control to the defender nearest the player with
the ball.

SECRETS OF THE PROS

C H A M P I O N . S H I P P A S S W O R D S
A t l a n t a D 7 2 C 8 3 S LA t l a n t a
B u f f a l o

Chicago
C i n c i n n a t i
C l e v e l a n d
D a l l a s

D e n v e r
D e t r o i t
Green Bay
H o u s t o n

Indianapolis
Kansas City
Los Angeles
M i a m i

M i n n e s o t a

D W J 4 N L P V
D N G T Y 8 P O

C 5 3 6 L L J Y
B H 5 0 J 4 G N
B D N Z Z T R l
D N Z 7 N 5 0 D
B H L 5 0 X B 6
C 2 V O R H 5 F
C L D C K B F T
D K X L Z I L W
D G X L Z I L W
B H J F G F V R
C 2 Z 4 Z S Z S
C C S O N 7 W 4
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New England D ( ; i O W J C T
New Jersey C S 4 I L X 6 8
New Or leans D V 8 X C H Z G
N e w Yo r k B T C H R S R X
O a k l a n d B H 4 M B J 0 3

Philadelphia B T G B F 4 Y 9
P h o e n i x D R 8 5 K S 3 5
San Diego C 8 X 8 R T 1 V
Seatt le D 5 K T 9 L W W
San Francisco C C 7 C D V L S

Tampa Bay D N B S I K M B

Wa.shington F B I 6 \ V J W P
John Madden Foodxill '92 is a Inidcmark ot Bocuonic Aits.

l i lcc i ronic Al ls .

Olympic Gold™ (Preview)
Graphics/Sound; 8 Response: 7
F u n / R e a l i s m : 8 U l t i m a t e S c o r e : 7 . 7

All summer long, you were filled wilh Uie Olympic spirit as you
watched the world's best athletes show their stuff on your tele
vision screen. Don't you wish it was you. up close and personal,
for the world to see?

Olympic Gold gives you the chance, in a very nicely pro
grammed and designed .set of seven challenges: the 100-
meier dash. Hammer Throw, Archery, 110-meter Hurdles, Pole
Vault, Diving and Swimming.

We worked from an early preproduction versitm of the game;
some details may be different in the final product. A virtual-
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ly identical version is also offered for the Game Gear. One to
four players, in successive heats or alternating turns.

W H O ?
You are the star.

W H A T ?

Compare your scores again.st the Barcelona record books.

OPTION SCREEN
In keeping with the Olympic .sf«rit. this game olTeis you the oppor
tunity to have parts of the game displayed in any of eight for
eign languages. Select a language by highlighting a flag; the
languages are:
U . S . E n g l i s h F r e n c h G e r m a n D u t c h
S w e d i s h P o r t u g u e s e I t a l i a n S p a n i s h

Training Session. Select any of the seven events for
practice as many times as you would like. You can choose
one of three levels of competition: Club, National Team
or the most challenging. Olympics.

Mini Olympics. Select from the seven events for a short
competition.

Full Olympics. Compete in ail seven events.
CMympk Records. Consult the record book for tesulLs of Olympic

games before the 1992 Barcelona games.

E V E N T S
Here Ls a preview of some of the details of the events in the games:
Da.sh. Press the A and B buttons alternately to run. This is a

llat-oul sprint, conducted in three heats.
Hammer Throw. Press the C button once to start your ath

lete circling, a second time to move toward the front of the
circle and a third time to release the hammer. Try to let go
at the bottom of the upswing for the greatest distance.

Archery. lYess any button oikc to view the target, a second
time to pull back on the string and a third time Co let go. Before
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you let go, use the arrow keys to adjust the aim.
Hurdles. Press the A and B bottoas alternately to run, and the

C button tojumpover a hurdle. Don't jump loo soon or too
late.

Pole Vault. Press the A and B buttons alternately to run
and use the Up and Left arrow keys to plant your pole and
vault OS high as you can.

Diving. Select ftom the available dives. tU various levels of dif
ficulty. Use the Eye icon to see a demonstration of the dive,
including a picture of the Sega controller with buttons
and arrows illuminated as the computer uses them.

Swim. Four lengths of the pool; use the A and B buttons alter
nately to move through the water.
Olympic Cold Is auadcmark of U.S. Gold Inc. © 1992. U.S. Gold Inc.
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RBI Baseball 4^'^

Graphics: 9 R e s p o n s e : 7
F u n : 8 U l t i m a t e S c o r e : 8

The RBI Baseball series is one of the greal success stories of the video
game mariarc a wcli'dune game that has sdd many hundreds of thou
sands of copies in coin-op. iinauihoiized Nintendo veisions and now
available on the Sega Genesis.

For our money (yours, aaually) we think this game is among the
closest you are going to come to ba.scball realism in a silicon
chip. IhLs is not the flashiest or cutest or even the most attractive base
ball game, but it is one that best lets the scrioas baseball fan feci like
a major league manager.

One obvious reason for the realism, of course, comes from the
faa that Tengen has struck a deal with the Major League Baseball
Playcis As.sociation allowing the use of real players' names and sta
tistics.

RBIBaseball4deliversstatisticsfrom the full 1991 season plus
the Division Play-off and World Series teams from 1985 through
1991. The trewest version includes repre.sent^ons of some of
the most famous parks in the majors, including Boston's Fenway
Park with its Green Monster, and the ivy-covoed outfield wall of
Chick's Wrigjey Reld, and some cf the bca ever in a bfirsmdo
sptwtsgame.

Each of the teams has a full roster of 24 players, and the ama
teur manager can set up his or her own batting order arxl make sub
stitutions of pitchers, fielders and hitters.

Most of the niles of bosefauU apply. There is even an Instant Replay
feature so thai you can review that fantastic fielding play you made.
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There are three types of competition; You can play against
the computer (selecting an easy or difficult automatic opponent),
or head-lo-head against another player, or you can choose a pair
of teams, break out a bag of peanuts and watch the computer
play both sides.

O F F E N S E

A T B A T
Arrows: Moves the batter within the baiter 's box.
A Button: Swings the bat. Press and hold for a full swing. To

Hunt, pre.s.s and relea.se the button quickly, or press tlie Select
bu t ton .

B Button: Nut used when at bat.

C Button: Press once to put the bat in the bunting position.
If you determine that the incoming pitch is going to be out
of the strike zone, press the Select button again and the bat
ter will take his bat out of the strike zone; if you wait too long,
a strike will be called.

O N T H E B A S E P A T H S
Arrows: Control the movements of the runner. The directions

are as follows: Right, runner will advance or return to
first ba.se; Up, runner will advance or return to second
base; Left, runner will advance or retum to third base, and
Down, runner will advance to home plate.

B Button: Advances the runner to the next base. Use togeth
er with the appropriate arrow key. U.se to steal bases, in hit-
and-run plays and squeeze plays.

C Button: Base runner will retum to a base. Press the arrow

button, too. Use this control when a fly bail has been
caught or to stop an attempted steal or extra ba.se advance.
Once a runner has arrived successfully at a base, he cannot
b e r e t u r n e d .

O F F E N S I V E T I M E O U T O P T I O N S
Press the Start button to call timeout. Once time has been

called, you will have the following options:
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Substitutions. To change a batter, runner or fielder. You
can view an extended set of statistics on the playeis you are inseit-
ing into (he game by pressing the Select button.

Switch Hit Batters who are identified as switch hitters can
be turned around to face feft or right. Do this when the oppos
ing team has changed pitchers, or to try to punch a ball into right
field to score a runner on third, for example.

Scoreboard. Press the B but ton to sec the scoreboard.
You can examine the stats of the game thus far, and if the sit
uation looks absolutely hopeless, you can even choose to
forfeit a game.

Instant Replay. Lets you examine again, in living color,
the most recently completed play in most situations.

Timc-in. Returns you to play.

DEFENSE

P I T C H I N G
Arrows: Move the pitcher from side to side on the rubber before

the windup begins.
WIkh pressed and ticid as the windup begins, anows are used
to select the type of pitch. Choices are:

KnuckJeball/Sinkerbali. Use the Up arrow to throw this
slow and hard-io-hil pilch;

Curvebali. Use the Right arrow to throw a pitch tliat breaks
to the right.

Screwball. Use the Left arrow to throw a curve that breaks to
the left.

Fas tba l l . Use the Down ar row.
If you do not press down one of the arrow keys as the pitch
er begins his windup, he'll throw a nonnal pitch down the
middle. Note that you can affect whether a pitch comes inside
or outside on the batter by pressing the Left or Right
arrow as the ball flies toward the plate.

A Button: Begin the windup and throw a pitch. Prass and hold
an arrow befoe pressing the A buttcm in order to select a par-
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ticulur pilch. Once the ball is on its way to (he plate, the Left
or Right arrows will affect its location.

B Button: Used to attempt to pick off a base runner. Press the
B button to make the pitcher take his foot off the pitching
rubber. Then press llie A button to throw the ball. Without
an arrow the ball will go to first base; press the Up. Down
or Left arrow to iittempt a pickoff at second ot third or a throw
home against an attempted steal.

D E F E N S I V E T I M E O U T O P T I O N S
Press Start to call time out.
New IMtchcr. Move the cursor to the dcsiaxJ relief pitcher, and

press the A button to make the change. Once you remove
a pitcher from the game, you cannot bring him back again.

New Fielder. Move the cursor to the name of player you want
to take out of the lineup and press the A button; now
move the cursor again to the name of the player you wish
to put into the game in his place. You can look at some addi
tional statistics by pressing the Select button. Press the A
burton to make the substitution; press Stan to cancel the process.

Scoreboard. lYess the B button to see the scoreboard.
Instant Replay. Playback of the most recent action.
I N T H E F I E L D

Arrows: When the btill is hit. you'll need to move one of your
fielders into position to catch the ball. The arrows control
movement as fo l lows:

Toward Center Field: Up arrow
To w a r d H o m e P l a t e : D o w n a r r o w
Left or right: Use Left or Right arrow

You can also send your fielders into foul territory or
behind home plate in hopes of catching pop-ups. To
attempt a Jumping catch of a ball, press the C button and a
direction to jump when the ball is near your fielder. If
the ball is on the ground, you can dive toward it by press
ing the B button and an arrow key.
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THROWING THE BALL
Once you have grabbed hold of the ball, you will need to get
it back into play.
A button: Throws the ball to the base selected by the arrow

pad. If no arrow is pressed, the ball will be thrown to first
base. Arrows control the throw of the ball as follows:

First base: Right arrow. Second base: Up arrow.
T h i r d b a s e : L e f t a r r o w. H o m e P l a t e : D o w n a r r o w.
B button: Makes the fielder run to a base. Use the arrow keys

to direct the fielder to the proper ba.se; if no arrow is
pressed, the fielder will run to first base.

T Y P E S O F G A M E S

1-player. You againa the computer, fiiis guy plays a pretty .strong
defensive game.

2-pIaycr. You against another human player.
Watch. Choose your two teams and watch the computer

play for both sides.
GROUND RULES
You may use as many as five pitchers in one game, limited to



72 Official Sega Genesis and Game Gear Strategies

one or two of your slarter: and four or three relievas. A starting pitth-
er can only a|̂ )ear in every other game of a series.

POWER PLAYER HINTS
If you've got a good pritching staff, you may want to change pitcheir;
every two or three innings to keep a ftcsh arm in the game.

Where you hit the halL and how hank is determined by your tim
ing in your swing as well as where the ball strikes the bat Find the
best position in the batter's box for your own playing style, paying
attention to the difference in positioning of left-handed and right-
handed batters aiKl pitchers.

Just like in a real baseball swing, if you hit the bail in the mid-
die of your swing you are likely to drive it into centerfield. If
you swing early it will probably go to left if you arc a righty or right
if you are a lefty. If you swing late, the opposite will happen. You
might want to adjust your position in the batter's box to compen
sate for ytiur hitting and your opponent's pitching styles.

Remember to hold a runner near his base when you think a fly
bid! might be caught. Use the B button aixi appropriate arrow
key to hold the runner or rctum him to his rightful ba.se.

Finally, the computer team is rather vulnerable to a bunt. Work
on your timing and positioning in the box; if you can figure out the
best spot (generally outside and forward in the box) you can bunt
for base hits almost at will.

SECRETS OF THE PROS
The baners on the computer side are not all that bright. If you
stand ail the way on the opposite side of the mound from any
butler and then pitch to the outside of the plate, the batter will
swing and miss at every pitch. RenKmber to change your posi
tion on the mound as lefties and righties alternate at the plate.
Do it right and you can pilch a 27-slrikeoui perfect game.

Sound lest; From the main screen, choose Options and then
press Start twice. Press A to play the current sound and B or
C to stop; press Stan to move on.

RBI Biisdall 3 ® Atari Games. 1991. RBI BascboU 4® Atari Games. 1991 ®
Tengen. 1991
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D a v i d R o b i n s o n ' s
Supreme Court™

Graphics/Sound: 8 Response: 7
F u n / R e a l i s m : 7 U l t i m a t e S c o r e ; 7 . 3

You've been summoned to play in one of the most realistic bas
ketbal l s imulat ions wc have ever seen. The act ions of the

players arc all based on digitized video footage, and the
sound effects bring evay thud of the dribble and squeak of sneak
ers on parquet to life.

Robinson, star center for the San Antonio Spurs, does not
play in the standard tournament or exhibition games. Instead
he appears at halftimc as a color commentator. However,
there is also a game within the game allowing you to play agairtsi
an all-star squad led by Robinson.

This is a very playable game, especially when set at its eas
iest level. One or two players.

W H A T ?

Hoops, anyone?
H O W ?

Pass, dribble, move inside and pump.

USING THE GENESIS PAD
OFFENSE. You control the ball handler. A large green arrow,
pointing up, indicates the man you will pass to; the arrow will
point to the sides to show the location of your receiver if he is
off the screen. If the arrow is red, your chances of making a suc
cessful pass are not good.
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Directional Button (D-Button): Press appropriate arrow
keys to turn your player in the direction you want to
Throw In the ball, and press button A.
Press and hold the arrow key in the direction you want to
Dribble the bail. Release for a stationary dribble.

Button A: Press to Pass.
Button B: Press button B to Shoot. Press, liold brielly and iheti

release for a higher jump.
Button C: Press button C to call for a pass (in Role Play mode).
Start: Press Start, then pre.s.s button A to go to the Time

Out .screen.

DEFENSE
A small green arrow, pointing down, indicates the miin you are
controlling. The arrow will point to the side to show his
location if he is off the screen.
Directional Button (D-Button): Press the arrow key in the

direction you want to Run. Release to stand still.
Button .A: Press to Steal.
But ton B: Press to B lock .
Button C: Press to Switch Man to the player nearest the ball.

OFFENSE OR DEFENSE
Button B: Press to Tip the ball.

Press and hold button B to attempt a Free Throw. Release
the button when the Free Throw indicator is directly over
t h e b a s k e t .

TIME OUT SCREEN
Directional Button (D-Button): Move the highlight.
Button A: Highlight the team player and press button A to Select

a player.
Select a team player and move the highlight to a substitute
player at the lop of the screen and press button A to Make
a sub.stitution.
Select a team player and move the highlight to a player on
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the other team and press buHon A to Change the man a play
er is guarding.

Button B: Highlight a team player and jxcss button B to Change
the level of defense. The levels are: 01 l/oose, 02 Standard,
03 Tight and 04 Last-ditch.

T E A M S

L.A. Strong defensive prcs-sure. with limited offense. Yellow
u n i f o r m s .

Chicago. Hot shooting, weak defense. Purple uniforms.
Detroit Fast runners, but often in foul trouble. Orange uni

f o r m s .
New York. Slow, sure ball amtrol Jtnd rebounding. Gteen unifomis.

Each team has its own personality, although they are not direct
ly related to their NBA counterparts. You will be able to draft
pJajers from the bertch for your .starting lineup Read the descrip
tion of the playing philosophy of each team and then
examine the player cards to find skills that hll in the gaps
on the team. Each card includes the following information:

APPG Average points per game
ARPG Average rebounds per game
ASPG Average .steals per game
ABPG Average blocks per game

In the lirst half, the home team's goal is to the left.

VIOLATIONS AND FOULS
"llie referees will call violations and fouls. A violation will result
in a change of possession, with a throw-in from the side or back
of the court. A foul will result in two free-throw attempts by
the player who was fouled.

To shoot a free throw, press and hold the B button to set up
fw the shot and release when the oascreen indicator aitd the bas
ket meet.

OPTION SCREEN
Exhibition. Play a single game against the computer or
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another player, or watch as the computer controls both
sides. You can also select Role Play to take part in an all-
star gome. In an exhibition game, you can choose to play the
standard five-on-tive team or compete with tlircc players on
each side.

Tournament A one-player mode in which you compete in a
series of gantes against thrce other computer-controlled teams.
If you win the tourney, you'll go to the all-star championship
game.
You can obtain and use a pa.ssword within tournament
play to allow you to reenter at a later time.

I>evel. Choose among Beginner, Normal or Superstar levels;
the assignment mostly affects the ability of the computer-
controlled team you play against.

Minutes per quarter. Select 3-, 6-, 9- or the standard 12-minute
periods.

Screen Klip. Choose whether the .screen will fade or change
instantly when action moves from forecourt to backcourt.

.Score Display. You can have the scoreboard on screen at all
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limes, or you can insirucl the computer to display updates
only when a point is scored.

Muse and .Sound. You can choose to has'e full music and sound,

music only, sound effects only or bli.ssful silence.

ROLE PLAY MODE
A game within the game allows you to try to play your way to
the Most Valuable Player award and eventually to a one-on-
one showdown against David Robinson himself. The first
player that you draft is the player you will control throiighoul
the entire game; he will be indicated on screen by an arrow of
the same color as the man's jersey.

You cannot change control, but can pa-ss to other players on
your team on offense. You can also call for a pass when you
are on offense by pressing the C button.

If you win the MVP award after the game, your team will
challenge the All-Stars, featuring Das id Robinson at center. Ail
players will have Superstar shooting skills.

SECRETS OF THE PROS!
Defense: Keep an eye on the guy with the ball and switch con
trol to the defender he's ritnttitig toward. When he is close, press
button A quickly to attempt a steal. If you can grab away the
ball, run quickly to the other end of the court for a fast-break
s l a m d u n k .

Offense: Use high Jumps to send a shot over a blocker. Hold
down button B for a moment before relea.sing it to put a bit of
spring into your .shooter's legs.

Defease: You can try to neutrali/c a high-scorcr on lite other
team by double-teaming him. Put two of your OKn to guard him.

David Rohifison's Supreme Court is a uademark of Sega. C 1992. Sega.
Game codes© 1992. Acme Interactive,



Brain Games/
S i m u l a t i o n s

A r t A l i v e ! ^ "

Graphics/Sound: 7 Response:?
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 7

Here's your chance to reach into the television screen and give
it a hand: a video game machine vervion of the "paint" programs
available on pcisonai computers and widely used by [xofessional
artists and video productions.

Art Alive! allows you to make animated graphics and
"video cards," using more than 50 pre-drawn graphics and back
drops and images of some favorite Sega game characters
like Sonic The Hedgehog and Tocjam & Earl. You can even
animate the characters for a mini-cartoon. This is a wonderful

program for artists of all ages. One player only.

W H O ?
You're the art is t .

7 9
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H O W ?
Reach into the Genesis and onto the screen to paint your
own pictures and animated video cards.

USING THE GENESIS PAD

The controls have a lot to do in (his painting program; first we
will describe (he assignments of each button and then we
will show how to get from screen to screen.
Directional Button (D-Button): Moves the highlighter in the

Toolbox and the Stamp and Animation galleries.
Moves a tool on the Drawing, Stamp or Animation canvas.
Changes the direction of a Stamp to face forward or back
ward before it is set in place.

Start: Goes to the Toolbox from the Tit le screen.

Changes between the Toolbox and canvas.
Button A: Goes from the Drawing screen to the Title screen.

Activates a tool; press again to turn it off.
Sets a letter or number in place, using the Text tool.
Sets a Stamp in place on the Drawing or Animation canvas.
Confirms your choices in the Animation gallery.

Button B: Confirms your choices in the Toolbox.
Turns off the Curve tool so that it can be moved to a new

place on the screen.
Cycles through the letters and numbers available with the
Te x t t o o l .

Button C: Changes the speed of the tool.

GETTING FROM SCREEN TO SCREEN
From Tit le to Toolbox: Start

From Toolbox to canvas: Start
From canvas to Toolbox; Start
From Title to Drawing canvas: button A

T H E TO O L B O X
Here you'll find your box of artist supplies and tools. Use the
arrow keys to highlight the item, color or feature you want to
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use and press Ihe B butlcm lo lock it in. You can choose one item
from each section: for example, an art tool like the spray
can, a pencil tip and a color from the palette.
Art Tools. Press the A button to activate a selected tool;

picss it again to mm it off. Each of the tools has a sound effect
or a bit of music associated with it, helping you know
which tool is in use.

Pencil. The basic drawing tool, used for freehand shapes. Turn
on the pencil and use the arrow keys to move it around on
the canvas. You can change the pencil tips to adjast the type
of l ine drawn.

Eraser. Clear any part of the canvas touched by the tool
when it i.s activated.

Cun-e. Follows the mot ement of tlte amtw with a curve. Adjust
the type of line using different perrcil points. The size of the
arc depends on the speed of the tool; press button C to adjust
the speed.

Free-form. Point to point drawing. Press button A to set
the staning place for a line iutd press tlte button a second time
to end the line; to draw connected lines, press button A twice
when a line is finished, once to set the end and a seccmd lime
to immediately set a beginning point.

Circle and Rectangle. Select either of these tools and press
the A button when the cross is at the beginning point for your
shape. Move the cross in any direction to stretch out the shape
and pna^s button A once more to set it in place. You can choose
different pencil points to change the form of the line.

Fill bucket. Fill in an outlined shape with the color selected
on the palette. The shape you choose must be completely
enclosed by an outline or another color; use a circle, rectangle
or a form drawn with the Free-form tool. Move the buck
et over the form to be filled and then press button A to pour
on the paint.

Spray can. Apply splashes of color or pattern with the spray
can. Select the tool, move it to the area you want to color
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and press button A to begin spraying. Different colors
can be laid over each other. You can change the spray lips
to alter the size of the paint dots you spray.

Stamps. Predrawn grapt̂  including scxve of S '̂s most famous
folk, like Sonic The Hedgehog and Toejam & Eail. They can
be animated, too. To get to the Stamp Gallery, highlight the
Stamp icon and press button B. Highlight the stamp you want
to use and press button A and you will be on the canvas. Move
it into position—note that the stomp will change direction
as it is moved. Press ihe A button when the stamp is
where you want it placed.
You can also create your own stamp with the Create
Stamps tool. YouTI have a full set of drawing tools avail
able, including text.

Animations. The tirst step in animating a stamp is to select a
motion. Four drawings indicate the path your character will
follow; the fifth, marked "Follow," will have your character
fdlow the path of the cursor under your control from the arrow
keys. Press button A once you have highlighted the animation
you want to use, and you will be able to watch the action on
canvas. (Only one animation is allowed on each canvas.)

Color Palette. Select a background color from the avail
able hues and patterns. Press the B button repeatedly to go
through the colots until the one you want to ase is highlighted.
You can also highlight one of the arrows in the palette area
to change among the eight complete sets of colors offered.

Speed. Choose from five levels, with 1 slowest and 5 fastest.
Press button C as you work lo alter the speed setting for your
an ima t ions .

Text Add titles and messages to your artwork. Select the Text
icon with button A and then use button B to go through the
letters of the alphabet until the one you want to use is
displayed. Move the onscreen cursor to the location where
you want to place the text and press the A button to set the
type .
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Backdrop. The cartridge includes six predrawn backdrops that
you can use in creating your own video cands. The backdrops
will appear in black and white, but can be colored using fills,
sprays and other tools.

Undo. An important tool, it will remove any drawing or
painting done since the last lime a selection was made
from the toolbox. When something is un-done, it is gone for
e v e r .

SECRETS OF THE PROS!
Select your background color before you draw in the foreground
so that you can see the finished look as you proceed, and so that
you do not end up blanking out some of your work with
simi lar co lors .

Here's how to use a VCR to make permanent copies of your
artwork for your own purposes or to send to a friend as a video
greeting card; plug the video output of your Genesis machine
into the video input of a video cassette recorder. You'll obtain
best results if you use the direct video (RCA plug) connections
rather than the RF modulator that connects to antenna inputs.
Consult your Genesis instmciion manual for details on the avail
able outputs. If you want to record the sound effects and
music of the Art Alive! program, be sure to connect the
audio cables as well; you could also use a tape deck or other
audio .source as input for the VCR.

It is also possible to take still photographs of your art
using a camera. Place the camera on a sturdy surface or a tri
pod, focus carefully on the image and turn off the room
lights. If possible, set the .shutter speed to a slow l/30th of a sec
ond, especially if you are taking a picture of an animated
sequence. Otherwise you may get a picture of only some of the
scan lines of the image.

An Alive! is a (rademaitcof Sega of America. © 1991, Sega,
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M a r b l e M a d n e s s ™

Graphics/Sound; 10 Response: 9
F u n / R e a l i s m : 8 U l t i m a t e S c o r e : 9

This is a roller coasCcr for ihc mirxl Like the very best of games,
it sounds so simplc-and it can be. for beginners-but the more
experienced you become at Marble Madness, the more you'll
be convinced you've lost your own marbles!

Your goal is to guide your marble down a 3-D ma/x: to the
goal. Of course, there are little things to worry about, like grav
ity, peaks, valleys, nHxhanical drawbridges, lubes, vacuum holes,
acid sl ime and marble munchers.

Marble Madness is an older game, originally produced
for video arcades and then as on 8-bit version for the Nintendo

Entertainment System. We are thrilled to have it in an updat
ed and improved version for the Sega Genesis.

The graphics are exlraordituuy, the music is an interesting,
other-world symphony and the sound efTects are fascinat
ing. Each of the levels has mwe than one way down to the fin
ish line, and you should experiment to find the paths you
find best for you. You can play against the clock by yourself,
or you can play against a friend, with both balls on the race
way at the same time. One or two players.

W H O ?
A bunch of marbles.

W H A T ?
Under your guidarrcc, they race their way down a 3-D maze, bat-
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(ling gravit>' and an assortment of weird and entertaining enemies.

USINGTHE GENESIS PAD
Directional Button (D-Button): Move your marble left.

right, down or (when gravity permits) up on the screen.
Buttons A, B or C: Press to give your marble a iiuick turbo

boost of speed.

MEGAFiRE SETTINGS (POWER STICK)
Some players may prefer using a joystick for this game;
Turbo switches should be off.

P L AY I N G T H E G A M E
In the two-player game. Player Is marble is red and Player 2's
martrle is blue. The clock at the top of the .screen displays time
remaining to finish a panicular level. Although the display limit
is 99 seconds, the game can actually keep track of time
beyond that amount.

Wlien your marble falls off tlK raceway, i.s dissolved in slime
or otherwise disappears, it will be replaced on the screen. You
have an unlimited number of marbles as long as there is lime
left, but you will lose precious seconds waiting for each to be
replaced.

Each level will have a particular amounted time assigned for com-
plclion. After Level I. any time left over fiom the previous level will
be added to your available time for the next challenge.

In the two-player version, if one player gets way ahead of
the other and moves off the screen, the second marble will auto
matically be transported down the chute to the top of the
next screen, but a five-second time penalty will be charged.

E N E M I E S
There are a number of nast ies to avoid or otherwise deal
with. Here are a few;
Marble Munchers. They look like Slinkies. Their name

tells you what they like to eat. Avoid them.
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Steelies. These are black metal balls that will get in your way
or even tiy to knock you off the course. Avoid them, or take
the offeree and knock them off the raceway youriclf for bcmus
poinl.s.

Hoovers. Watch out fcM" these litde suckers—they'll try to vac
uum you off the cour.se. Use your timing carefully, or
add a turbo boost to scoot past them.

Acid Slime. Green pools of ooze that will melt down your mar
ble; don't mess with them!

Terrodactyls. See the pretty birdy? See the birdy swoop
down and grab your miutle? Why did you let that ha^n?

Hummers. Don't huH 'em. Hammers. They'll try to knock you
off course at the last minute.

Imwams. Pistons that pop up from place to place. Avoid
them.

S C O R I N G
You score points for the distance you travel on the way to suc
cessfully completing a level, plus Time Bonuses depending on
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how many seconds were still on ihe clock.
There arc also Bonus Points available for finding shortcuts

down pipes, over waves and other places, and for getting
past some of the enemies or traps and for successful jumps.

SECRETS OF THE PROSl
The key to success in this game is to cany as much time as pos
sible from the early mazes into the later ones. We suggest you
memorize the lower levels.

Here's a way to gain some extra time. Select the two-
player mode and leave the second controller unused, or make
sure that the player on the second controller finishes second.
YouTI pick up the bonus time for winning every time.

Marble Madness is a trademark of Atari Games Corporation. Sega game
© 1991. Atari Games Co^xjraiion and Electronic Arts-

Populous^'^
Graph ics /Sound : 6 Response : 6
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 6 . 3

Everyone dreams of playing God; here's your chance.
Populous is an extremely complex simulation of one view

of the way the world works. You assume the role of a Supreme
Being, able to shape life—raise land from the .sea, develop fann
land, unleash volcanic ouptioRS and caithquakcs—and also encour
age the establishment of new .settlements (and new babies).

There is also. alas. Evil. And since you are the head hoiKho,
it will be up to you to direct your faithful followers in strate
gies to establish the supremacy of Good.
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This game is not an arcade <d)oo(<'enHip; the excitement comes
from the recognilion of a god-like job well done. The instruc
tion manual is full of reference detail, although it is missing a
section we'd like to see: How to play the game. Read it
through carefully and also spend the time to watch the
onscreen demo that will appear after you turn on the game but
touch no buttons on the control pad. And then read the inside
tips wc p[e.sent here and assume your thnttie as a Supteme Being.
One player only.

W H O ?
Yo u a r e H i m . W H AT ?

There are something like 500 different worlds where you
cm tiy to assist the forces of Good against the minkms of EviLWH^
That's what a God does.

USING THE GENESIS PAD
Directional Button (D-Button): The arrow keys are used to

move the onscreen cursor to make .selections from menus.
Button.s A or C: Press to make selections.
Button B: Hold down button B and press an arrow key to scroll

the Close-up Map.
Pause: Press Stait to pause the game; to resume play, press the

button again. When paused in this way you cannot move the
o n s c r e e n c u r s o r .

You can also choose the Zzzz symbol located at the bottom
right of the Command screen to suspend the action of the
game; pre,ss it again to resume play. When the game is paused
in this way, you can still move around the Close-Up Map
and also use the View Symbols and Influence Behavior Symbols.

THE GAME P lAY SCREEN
As the Supreme Being, you look down upon all you have created
In the center of the screen is the Close-Up Map. At top right
yrxi'll find the Info Shidd and. stretdiing akmg beneath it, the Manna
Bar. Altq>left is the BookofWorids and at bottom left are the
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available Command Symbols. Here is an explanalion of each:
Book of Worlds. Here is a rcprcscniaiion of the entire world

to be conquered. Study the symbols:
White Crouhuir Your Close-Up Map position

Dark Gi^y Dots Evil Settlements
Light Gray Dots Rocks

Close-Up Map. Here you can see a magnified view of your
current location. To change the view of any location in the
wOTld. move the cursor to the Book of Worlds and pre.s.s but
tons A or C or press and hold down bunon B and use an anow
key to scroll the Close-Up Map directly. A third way to move
the view around is to select one of the eight arrows displayed
i n t h e c o m m a n d a r e a o n s c r e e n .

On the screen you will sec symbols for Walkers. Settlements.
Rocks, Trees and Papal Magnets. Swamps and Rocks cut
down on the acreage available for fanning. To remove them or
to lestore dcstnjyed crop land, you will need to raise and then bwcr
the land. To remove white or gray rocks, sink them by lower
ing the land around them all the way down to the water.

Manna Bar. This is an indication of your power—the iirrow
will move to the right as your strength increases. Manna is
the power needed to control your world tuxl the people around
you; you obtain it from the people who worship you, and
the moe followers you have the faster you will accumulate
it. Additional sources of Manna come from destroying
E v i l Wa l k e r s .
Manna is needed in order for you to perform your
supernatural acts.

SECRETS OF THE PROS!

Okay, so now you still want to know how to play this game,
don't you? Here arc a couple dozen of the best suggestions and
hints from the Populous experts.

B l u e D o t s

W h i l e D o t s

Red Do t s

G o o d Wa l k e r s
Good Set t lements
E v i l Wa l k e r s
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SUirlini; OuJ. When yixi begin tlie game, you liave only a .small
supply of Manna, which will quickly run out if you try to
throw around your power u bit. One of the first things
ytw should do. then. Ls to make a castle U) generate more Manna,
which you can u.se to flatten the land and earn more Manna
and so on.
Once you have built your castk, create more Walker; by "build
ing down." Remove a square of land right next to the cas
tle. This will reduce the amount of farm land for the castle
and make it a smaller building. A Walker will most likely
leave the castle now and .settle somewhere else, and you will
end up with two settlements. Now go back and replace the
land you removed to leslore your castle to full size. This tech
nique is called "Sprogging."
BuikJ up twke (xi the same spot and then remove the top point;
this will produce an area of nine flat .squares, using only three
button pushes.
Each Walker has a bit of intelligence; some have more than
others. They build smarts based on the number of times they
have left a settlement and the technology they have
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acquired. A less smart Walker will waste a lot of time
circling a large castle in search of land to settle on; a
smarter guy will be able to look five or six squares ahead.
Another important move at the start of the game is to
locate your opponent's leader and put the shield cm him. Keep
an eye on him. and if he starts to become too poweritJ. swamp
or drown him.

Landscaping. Grass is the easiest terrain to move about on;
on ice and in the desert. Walkers can only move a short dis
tance before they die. On ice, by the way, a tent will produce
the same amtxint of Manna as a castle would, so don't waste
time on constructing larger buildings.

Creating Havoc. Volcanoes are among the worst things
you can do to the forces of Evil. Raise a volcano two or three
times if you can. If your opponent pops one on you, don't
waste time building down the area. Instead call forth your
own Earthquake to fltUten the region and then remove the
rocks .
Floods can completely change your fortunes in the game.
Before you bring one forth, be sure that you have as many
as possible of your people two levels up from sea level. If
the forces of Evil flood the world, concentrate on first
.saving as many of your people as you can artd then set about
raising some land for them.
KnighLs are especially effective if they have been created
from a leader at hi.s strongest power level and equipped with
the greatest weapons factor. The best way to defeat an
Evil Knight is to put a swamp right under him.

Ad\-anced Sirotegy. Build up the strength of your leader. Here's
one way: Place the Papal Magnet in one of your own cas
tles and then select the Go to P;ip;il Miignct command. When
your leader is joined by followers, his weapons level will
increase. Change him into a Knî  when he is a hî iest power.
Use your leader to create settlements; he can do it quicker
than a mere Walker.
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You can use your leader as a fighter. Place the Papal
Magnet in the building you want to attack and then select
Co 10 Papal Magnet. The leader will head to the magnet and
go into battle if necessary and settle any buildings he
conquers. Then move the magnet to the next target. Using
this suategy, be careful not to depopulate your own lands
or to let the enemy concentrate too much on building his
own population.
When you fight an enemy knight, try creating many small
buildings near him to weaken him and slow him down. Building
through the hills also slows attacking knights. Use this to
your benefit as a defensive measure: Put your castles at the
back of your land with a buffer of small seitlemenLs in front
of them.
Perfect the art of Multi-Sprogging. Reduce the size of
large castles to (lush out a Walker and create more settle
m e n t s .

You can try to out-psych the computer opponent by look
ing !it ilie qtlions it is allowed and tniike your own decisions
ba.sed on this intelligence. For example, if it is likely to use
floods as a weapon, be sure to build higher.
Swamps are powerful weapons that can reduce your
enemy's population level. If your leader is swamped,
place your Magnet in tin urea of land that has small hills and
is not likely to be swamped. Your people will come to the
magnet The computer will try to swamp again, but to no effect
except to waste Manna.
The most powerful weapons for various terrains are:
G r a s s : S w o r d R o c k y Te r r a i n : S w o r d
Desert : Bal l and chain Ice: No weapons.

SUPER SECRET
Here's a way to jump into advanced stages without having a
pa.ssword.

Start by choosing New Game and wait until the game
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asks you for a password. Hold down Ihe B button and press the
Up and Ihen the Down arrows. A series of numbers will
appear on screen; put in a three or four-digit number (use Ihe
Right arrow to enter the numbers) and then press the Start but
ton to enter a new world. Multiples of 100 (100. 200. 300 and
.so on) seem to work well.

The code for the last stage is 2269.
Here are a couple of "word" codes as well; BILQAZOUT

for world 300, or BADMEILL for world 400.

Populous is a irademart. of Eletironic Arts. €> 1990. Bullfrog and
Klcc i ronic Aas.

S i de Pocke t ^ ' ^

Graph ics /Sound : 6 Response :?
P u n / R e a l i s m : 7 U l t i m a t e S c o r e : 6 . 7

Here's a complete set of pool games in a cartridge that weighs
hundreds of pounds less than a regulation billiard table.

Side Pocket includes well-designed simulations of pock
et, nine-ball and trick shot games. It's more complex than it
seems: You'll learn all about geometric angles, power strokes
and the uses and misuses of English to a cue ball. One or two
players.

W H A T ?
Rack 'n rol l .

H O W ?
Learn to speak English to your cue ball.
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USING THE GENESIS PAD
Directional Button (D-Button): Aim the direction of the cue

ball by pressing Up, Down, Left or Right and moving the
dotted Direct ional Path indicator.

Button A; Press once to pull back the cue stick and start the
Power Meter. Press again to stop the spinning coin atxl SbooL
The strength of the shot is determined by the final position
of the spinning coin.

Button B: Press to toggle between the colcned balls or tlie num
bered balls.
Press and hokl the B button and press Up, E)own, Left or Right
to adjust the amount of "English" you will aj^ly to the shot.

Button C: Press to cancel your shot while the Power Meter
is moving and before you have pressed the A button a
second t ime.

START: Press during play to tmng up the Indicator window and
choose between the two available Directional Path indicators.

SCREEN DISPLAY
The current score and remaining stock arc displayed in the upper
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left cwner of ihe screen. In ihe Two-Player Pocket gtune. a flash
ing crown below one of the scores indicates which pbyer is ahead.
In the Two-Player Nine Ball Game. WIN indicates the num
ber of games the current player has won so far.

The while dots below the score show how many shots
the current player has remaining; each dot represents two
.shoLs. Oik will Mash when you miss a shot, and disappear wlten
you miss two shots. You will also lose a full dot if you sink the
cue ball in one of the pockets.

A P P LY I N G E N G U S H

English is a spin or movement applied to the cue ball by
striking it in a particular place. Press and hold the B button and
move the arrow keys to put your desired spin on the ball:
Center. The cue suikes the ball dead center and no English

is applied.
Follow. The cue strikes the cue ball above center, giving it for

ward spin. After striking another ball, the cue ball will con
tinue to rol l forward.

Right. The cue stick will hit the ball right of center, forcing
the cue ball to bounce off a cushion farther right than it nor
mally would.

l^fL The cue stick strikes the cue ball left of center, forcing
the cue ball to bounce off a cushion farther left than it nor

mally would.
Draw. The cue strikes the ball below center, giving it a

backward spin. After the cue ball hits another ball, the cue
ball will start to roll back towards the point where it start
e d .

Masse. Used mostly for specialty shots. The cue strikes the ball
on top with a downward stroke. The cfTcct is like a very strong
E>raw; if you hit the bitll at the hardest Masse setting, it may
even jump over other balls in front of it. To select Masse,
continue to press the Up arrow past the hî KSt level trf" Follow;
t h e r e a r e t h r e e l e v e l s o f M a s s e .
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The closer you get lo the edge of the cue ball, the nnxe intense
any of the English shots will be; you can adjust your
English in combinations of Draw/Left, Draw/Right,
Follow/Left and Follow/Right.

O P T I O N S C R E E N
One Player Pocket Game. There are five stages in the
game, each represented by a city. To advance to the next
stage you must meet or beat the target score shown at the start
of each stage. When the game begins, you will have a sitKk of
16 shots.

Stage 1, [/OS Angeles. Target 3,0(X) points
Stage 2, l/HS Vegas. Target 4,000 points and Trick Shut
.Stage 3, San Francisco. Target 5,0(X) points and Trick Shot
.Stage 4, New York. Target 6,000 points and Trick Shot
.Stage 5, Atlantic City. Target 7,000 points and Trick Shot

You can earn extra points by sinking balls coasecutively,
without missing a shot, or by sinking balls in numerical (Mtler.
The points will be added to your saw at the end of each nxiixl.
At some points in the game, the word "Super" will appear
above the table and a ball will begin to flash. If you strike
the flashing ball before hitting any others, the cue ball
will pick up extra speed and continue to move around the
table for an extra amount of time.
You should also be on the lookout for Bonus Pockets. A

flashing star will aĵ tear in one of the pockets; sink a ball there
and you will earn extra points, extra stock or an extra
trick shot at the end of the stage.
When just one ball remains on the table, a blue symbol with
the word Zone will appear in one of the pockets. If you can
park the last ball in that pocket, you will earn points, extra
.stock or an extra trick shot However, if you sink the cue ball
in that pocket instead, a strange new set of physics will apply
on the next shot; The bail wilt carry more energy and
table friction will be reduced, making your ball fly around
the table for much longer than usual. If you can sink the last
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ball this time, new bonuses are available.
Two-Player Pocket Game. A set of five matches with the same

niles as the One-Rayer Pocket Game cxcq* that neither play
er has stock: play continues until the table is cleared.
Before the game begins, both players "lag" to see who goes
first. The object of lag is to strike your cue ball hard
enough to hit the far (foot) otshion and come back to the near
(head) cushion without touching it. The player whose ball
is closest to the head goes first. Press the A button to
choose how hard to hit the cue ball.
If you "scratch" (sink the cue ball) you will lose one shot
and the cue ball will be placed at the right side of table.
After five sets, the player with the most points is the winner.

Two-Player Nine Ball. Chtwse from 3-game. 7-gamc or
l.^-gojiK series. Each win counts as a point, and ilie first play
er to win two out of three, four out of seven or eight out of
15 games wins the .series.
Tlie object of Nine Ball is simple: the first player to sink the
9-Ball into any pocket wias. Before you can shoot the 9-Ball,
though, each player must hit the lowest numbered ball
on the table with the cue ball before hitting any other
bull. Any ball can be sunk into any pocket on any turn, but
the lowc.si numbered ball must be struck first.
If a player misses the lowest ball, a foul is declared; three
fouls and that player loses the current game.
Players take turns after missing a shot. The next player is
allowed to select the position for the cue ball by moving it
with the arrows and (xessing the A button when it is in place.

Trick Shot Game. This game is strictly for fun. There are 19
trick shots set up for you, including obstacles like glasses
on the table or blocked pockets. The object is to sink each
boll on the table into any of the t^n pockets in a single shot
You must complete all 19 trick shot.s. in any order, to
solve the puzzle and finish the game.
Side PockesLsairaileniatk of Daci East tJSA, Inc. ©1992, Data East USA. Inc.
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B D

Where in Time is
Carmen Sandiego?™

Graphics/Sound: 9 Response: 8
F u n / R e a l i s m : 8 U l t i m a t e S c o r e : 8 . 3

Congnttulatioason your newjob: Time Cadet in the Time Crime
Division of the Acme Detective Agency. That's the good
news. The bad news is that you have been assigned to track
ing down one of histwy's most clever and elusive criminal gang
leaden Carmen Sandiego.

Carmen and her V.I.L,E. (ViUains International League of
Evil) henchpcople specialize in stealing everything in sight: now
they have even manî ed to steal an experimental time machine
and have embarked on a campaign to heist some of the most
famous treasures of recorded time.

But Acme is not without its own resources. As a Time Cadet

you will be equipped with your own perscmal ptxiablc time device,
the Chronoskimmer 325i. At the start of each assignment
you will receive a briefing from HQ about the latest nefarious
doings of Carmen's gang and will be given a specific period
of time in which to chase after the crook and recover the
l o o t .

The case moves along as you uncover clues about the
identity of the thief as well as his or her movements. When you
have collected sufficient evidence, you can ask the computer
to issue a warrant for the arrest of the perpetrator.

The c lues come in the form of re ferences to h is tor ica l
events or persons. You may recognize the date or place from
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your own knowledge, or you may need lo consult your copy
of the paperback edition of The New American Desk
Encydopedia. which is provided along with the game cartridge.
There is no rule that you must use just that reference source;
if you have a favorite encyclopedia or other book, you can use
that.

A typical clue might be: "She talked about dredging a
Cenotc for Mayan treasure." What does this tell you? Well, first
of all, we already know that the suspect is a female. The
clues here are the words "Cenotc" and "Mayan." You won't
find Cenoie as a listing, although checking other sources will
tell you that it is a natural well that is considered sacred to the
rain gods of the Mayans. The listing under Mayans tells you
that they were a civilization of American Indians who occu
pied a large portion of what is now Mexico and Guatemala as
well as pans of El Salvador and Honduras from t^ut the years
300 to 900.

You now know both a destination and a rough time period.
Go to the Travel screen and consult the destinations listed. The
destinations are listed with a colored bar that indicates a time

period. The listing might read: China 1900-presentday; India
1900-present day; Mexico 400-1300, and Peru 400-1300.
We know from our research that the clue refers to a time peri
od of 300-900, which rules out India and China; we also
know it refers to Central America, which rules out India,
China and Peru. The answer here is Mexico.

Use your encyclopedia carefully. Sometimes the aaswer will
be immediately obvious at the first reference you consult;
sometimes you will have to consult several cross-references.

Almost all of the steps you take in your pursuit—questioning
a witness, examining a piece of evidence, or travelling from time
period to time period—will use up some of your precious time.
If ycHJ f̂ l to solve the case in the allotted period or make a false
arrest, you will lose the case.

When you do solve the various critnes, you will receive var-
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ious promotions in the Acme ranks. And. you can save your cur
rent rank and position when you turn off the game.

The games are tunong the most entertaining educational games
developed for the computer age. This marks the firfl Sega Genesis
appearance of Carmen Sandicgo; more than two million
copies of her escapades have been sold in computer formats,
and a much less snazzy 8-bit version was offered for the
Nintendo Entertainment System in 1991. The first challenge
was "Where in the Wwld is Carmen SandiegoT' Following after
was "Where in the U.S.A. is Carmen Sandiego?", "Where in
Europe Is Carnioi Sareficgo?', "Where in Time is Gimcn
otd the newest game. "Where in America's Past is Gimcn Sandî ?'

Pardon us for our self-interest, but we'd also like to suggest
that you pun;ha.sc a copy of another of our books. The Ultimate
Unofficial Carmen SmuHego ComimnUm from Bantam Books.
Here you will find hundreds of pages of dues and facLs to help
you enjoy any of the five Cannen titles. One player only.

W H O ?
Cannen Sandicgo. the computer age's most famous criminal.
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mastermind of ihe Viifain's International League of Evil,
surrounded by a motley crew of evildoers including Molly Coddle,
Justin Case. Minnie Scries and Russ T. Hinge.

W H A H

They have set off to plunder some of the world's greatest treasures.

H O W ?

They scoot from place to place and time to time aboard
V. I .L .E . ' s t ime mach ine .

USING THE GENESIS PAD
The arrow keys arc used to control the onscreen cursor in the
same way a mouse is used in a computer game. Move the cur
sor to one of the command keys on your Chronoskimmer
and press the A. B o" C bulKxi to "press" the bunrai on the screea
The arrow keys are also used to cycle through available
options for each command.

O P T I O N S C R E E N
At the start of the game, you can choose to have screen mes

sages and clues displayed in any of five langu^es; English, French,
German, Italian or Spanish! Note that the screen graphics, includ
ing the buttons and knobs of the Chronoskimmer, continue to
be in English. This is an exciting way to work on your foreign
language skills.

SECRETS OF THE PROS!
Don't ask more questions than are necessary, since each will
use up some of your precious lime. As soon as you know where
Carmen or one of the V.I.L.E. gang members have travelled,
go to the Travel section to time leap after him or her.

Similarly, don't ask the crime computer to come up with a
suspect until you have collected at least three bits of evi
dence, which is gerterally sufficient for a wananL To do so ear
lier will use up lime unnecessarily.
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There is. though, one situation where you may want to make
a guess a a saspect If you cxtme to the location of the gang mem
ber and you do not have a warrant, you may as well enter the
hard faas you have and then fill in one or two details and make
a guess. Coasull the dossiers of V.I.L.E. gang members for some
one who includes the characteristics you have already deter
mined. The penalty for a false accasalion in this game Is the same
us that for not having a warrant at all.

Be careful when you read the travel destination screen; on
some displays you will sec the same country listed twice
with difierenl time periods. Be sure to choose the one that match
es your clue.

The electronic Scanner is an easy and exciting way to
check out an entire area quickly. It also can bum up your time
pretty quickly—especially if you choose to "Scan Further" for
more objects. Use the Scanner carefully, and only when you
have a lot of time on your hands.

Hazel is a light shade of brown, as is chestnut; azure is the
color of a clear sky, and titian is between brown and orange.
If you make a mistake and end up in the wrong time zone or
wrong place, be sure to letum immediately to the last place you
found one of the V.I.L.E. henchmen. If you head off to a dif
ferent location you are certain to become hopelessly lost in time.

lite game docs not usually distinguish between A.D. and
B.C. dates.

This is strictly a one-person game, but we have had fun with
two players taking turns solving mysteries. Keep track of
the number of crooks captured by each player.

Where in Time is Cannen Sarxllego? O 1989,1992, BtQtkttwnd Software.
Inc. SegaGeiKsIs gameO 1992 Electronic Ans.
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Car Wars

Ferrari Grand Prix Challenge^
Graphics/Sound: 8 Response: 8
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 7 . 7

This is no Sunday drive in the park: Here's your chance to com
pete in a very realistic simulation of Formula 1 racing on 16
world class tracks on six continents.

This is a very nicely (fcsigned game with a comfonable and log
ical set of buttcxi assignments. You can compete on the entire Grand
Prix series, or select individual tracks for practice. Your vehicle
can be customized within the Formula 1 definition, and you
can alter other elements of the race including the weather.

Put your foot down and roar into the straightaway and
into the hairpin. One or two players.

W H O ?
Drive, they said.

W H A T ?

Compete on some of the most famous and most difficult
c o u r s e s i n t h e w o r l d .

1 0 3
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USING THE GENESIS PAD

Directional Button (D-Button): Moves your car left and right
while driving.
Press Up to downshift the transmission.'
Press Down to upshift the transmission.

B u t t o n A : A c c e l e r a t o r .
B u t t o n B : B r a k e .
'The manual is wrong here, stating that the standard a.ssignment

is Up for up.shift and Down for downshift. You can change
the button a.ssignmcnts from the Option screen to swap the
gears, if you'd like.

O P T I O N S C R E E N
I'ractice Race. Choose from any of 20 courses to practice on;

the first 16 are the Grand Prix lrack.s, and the last four are
for extra challenge. You can select your car, cu^omizc it and
even control the weather. You may select any rank car, chotxe
a starting position and pick the number of laps for the
r a c e .

Time Trial. A split-screen one-on-one competition against a
friend or a computer-controlled opponent. You may select
any rank car and adjust the weather conditions.

Grand Prix World Championship. The whole deal; 16
courses in 16 countries on six contincnl.s. Earn poinLs on each
track and seek the World Chantpionship.
You wilt automatically be assigned to a D-ranked car,
the easiest to diive; as your racing improves you can go up
to A-rank, which is the fastest iind must difficult vehicle. You
will also be able to select a driver.

Options. Change the button assignments for the game.

C U S T O M I Z I N G Y O U R C A R

Begin by selecting your basic car. Then use the arrow keys to
adjust the settings for that car. As you change elements, the Speed.
Grip and Durability ratings will change.
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SCREEN DISPLAY
The most imporlant part of the game, of course, is the view of
the track out the front windshield. But the screen includes quite
a few other important indicators. We'll divide them into
Windshie ld and Dashboard sect ions.

WINDSHIELD
Kilometers per hour. Your current speed, measured in kmh.

A kilometer is about hve-ei^ths of a mile; 200 kmh is equal
to about 125 miles per hour.

Gear. It's important to use the proper gear to get the most speed
from your engine and to avoid blowing up. Upshift when
the Tachometer neais the red line; downshift when your .speed
drops off and the tachometer reading is low.
Also displayed on the windshield is your current position
iind a Rear View Indicator to warn of cars approaching frt)m
behind. Pay attention to the color of the cor shown here: A
yellow cor is distant, an orange car is approaching fa.sl and
a red car is almost on lop of you.
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D A S H B O A R D

Damage Indicator. When a part of your car has been dam
aged, it will change color and begin flashing. Depending on
your position in tlte race, the aiiKxtnl of uiik Ici'l and lite natuie
of iIk diiniage, you nuy want to come in to llie Rt for rcpuiit),
or try to limp home. If you continue to drive in a damaged
vehicle, its performance will be reduced.

Overhead View. A map of the entire course, with your car'.s posi
tion indicated with a little dot. GlarKe at the map from time to
time to be able to anticipate turns and see the location of (he
Pit, which is marked with while lines.
The dashboard also displays the racing lime fw the current lap,
the previous lop and (he best lap you've run in the cuirent race.

MAKING A P IT STOP
Pull up to the Pit Stop area, marked by a P symbol, by apply
ing your brakes and stopping in the black area on the .side of
the road. You will be given a chance to repair any or ail of your
car's parts, if you have the time.

THE GRAND PRIX CIRCUIT
America. A short street circuit, with 90" turns and hairpins.

2.28 miles.
Brazil. Tight, twisty turns require a great deal of gear-shift

ing. 2.69 miles.
San Marino. A series of blind "S" curves and hills requires

excel lent t ract ion. 3.13 mi les.
Monaco. A street course with bumps, dips, manhole covers

and an infamous doubic switchback: a soft .suspca*^ Is cs.sen-
tial. 2.06 miles.

fanartfl. One of the fastest tracks, it has flat open straightaways
that end suddenly in tigltf switchbacks. Get a set of good brakes.
2.75 miles.

Mexko. A lough course requiring good braking and a soft sus
pension. 2.74 miles.

France. Turn, turn, turn irxo switchbacks and hairpins. Z65 miles.
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Britain. A speed demon's delî  with long straightaways, "S"
curves and hard corners. 3.2 miles.

Germany. One of the most dangerous courses, partially
shrouded in a pine forest. 4.22 miles.

Hungary. A twisty-tumy course that is one of the slowest and
most diflicult courses. 2.46 miles.

Belgium. A high-speed challenge with big, sweeping turns.
You may need rain gear. 4.31 miles.

Italy. Fast in spots, but very demanding of gears and brakes.
3.6 miles.

Portugal. Switchback upon switchback, hills and valleys
and bumps: It's tough on your car. 2.7 miles.

Spain. Super high-speed straightaways, broken by hairpins.
2.95 miles.

Japait The only figure-eight course, it can be broken into two
tracks or mn as one; slow turns are very demanding on tires.
3.64 miles.

Australia. Lots of turns, and tough cm the hardware. 234 miles.

B O N U S T R A C K S

Long Beach. Practice hairpin turns here.
Mid-Ohio. It seems like it always rains here; practice with your

wet tires.

Oyster Bay. The Long Island N.Y. home of Aodaim Enlatrdnment.
maker of this game. They have roads there, too.

Indianapolis. One of the racing meccas of the world.

SECRETS OF THE PROS!
Start with an automatic transmission and concentrate on your
steering, braking and acceleration in early races.

If you are using a manual transmission, you can downshift
to a lower gear to help brake the car in tums.

High-speed racers apply the brakes gt̂ g into a turn and accel
erate coming out.

Fenati Grand Prix QiaJlenge is 3 tradenuik of Acclaim Eniertainment, Inc.
© 1992, Acclaim Enienainment, Inc.
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Road Blasters^ '^

Graphics/Sound: 7 Response: 7
F u n / R e a l i s m ; 7 U l t i m a t e S c o r e : 7

This is an electronic drive-by shooting; you are in control of
a hi< -̂pcrf<xTnancc racing machine and an arsenal of high-power
wcaponiy in a race for survival. This is a translation of an arcade
hit. One player only.

W H O ?

You are the Road Blaster.

W H A T ?

Steer, shoot, brake, shoot, accelerate, shoot.

USING THE GENESIS PAD

C O N T R O L O P T I O N A
Accelerat ion is automat ic .
Dircctiunal HuKon (D-Button): Pre.ss Left or Right to steer

in those directions. Press Down to slow.
Button A: Press for regular gunfire.
Buttons B or C: Press to fire special weapon.
C O N T R O L O P T I O N B
Directional Button (D-Button): Press Left or Right to steer

in those directions. Press the Up or B button to accelerate.
Press Down to slow.

Button A: Press for regular gunfire.
Button B: Press to accelerate.
Button C: Press to fire special weapon.
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NUMBER OF LEVELS
There are no less than 50 levels in the game, spread across 12
regions:
Hubble City 1-3 P o w e r P l a n t 2 7 - 3 0
F o r e s t S e c t i o n 4 - 1 0 Science Complex 3 1 - 3 4
Dc.sert Region 1 1 - 1 4 M o l t e n Z o n e 3 5 - 3 8
G r o u n d Z e r o 15-18 G r o u n d Z e r o 3 9 - 4 2

Crystal Palace 19-22 Bubble City 4 3 - 4 6

Weapon Factory 2 3 - 2 6 Sunset Strip 4 7 - 5 0

SCREEN DISPLAY
Score. Earn bonus points by destroying enemy cars and

guns; the points are increased by the Multiplier factor.
Multiplier. An indication of your current shooting accuracy.

Each time you hit and destroy a target with a single shot, the
Multiplier will increase by one, up to a maximum of 10; when
you shoot and miss, the Multiplier will decrease by one, to
a minimum of 1. Points are multiplied by the factor and list
ed in your score.

Speed. Top speed running on Regular fuel is 213 mph; turn
on the Nitro Injector for a boost to 298 mph for a while. In
Option A mode, your speed will increase automatically to
maximum; in B mode, each time you press the Up arrow,
the speed will increase by a step. If your vehicle leaves the
road, your speed will drop off quickly.

Fuel. You can only go so far before you need to stop at a gas
station, or in the case of this game, before you need to pick
up a fuel globe. You al.so have a reserve tank which will let
you drive a bit further when the main supply runs out; the
reserve tank is filled at each rally point, based on your rally
point .score.

Main Indicator. When the detector picks up the presence of
mines on the road, the black lamp to the left of the reserve
fuel gauge will flash red.

Special Weapon Indicator. If you are able to snare one of the
special offerings dropped by the support jet. the name of the
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iiem will appear in ibe black panel below ihe speed and fuel
gauges. The Nitro Injector, Cruise Missile and Electro
Shield can each be used Just three times, and will be lepresenied
by three round icoas; the capacity of the \J2. Cannon is indi
cated by a yellow bar that will become smaller as the
weapon is used.

SPECIAL DEVICES
Watch for the support and supply jet that will come over the
track from time to tinte; move beneath it to catch a .'̂ lecial weapon.
The name of the new device will appear in the lower center of
your control panel; activate the special weapon by pn;.s.sing the
button for the control option you selected.
U,Z. Cannon. A rapid-fire gun. limited to the number of .shots

shown in the control panel.
Kleclro Shield. Protect.s from col l is ions three t imes.
Nltro Iitjector. Boost-s speed to 298 mph; can be used three

t i m e s .
Cruise Missile. Destroys everything in your way, including

fuel globes; can be used three times.
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THE ENEMY
This track is even more dangerous than the Long Island
Expressway at rush hour or downtown Boston at any time of
the day. Among the obstacles to be removed are:
Cycles. Small motorcycles will weave in and out of traffic and

generally get in your way.
Command Cars. Large purple vehicles that cannot be

destroyed by ordinary weaponry. Use a Cruise Missile or
blast through them while wearing the Electro Shield.

Gun Turrets. Enemy emplacements can be found inside
rcd and purple buildings along the roadside; blast them before
they do you.

Mines. Watch the warning light to the left of the reserve
fuel gauge; it will flash red when there are mines in the road.
Slow down to drive around them, put on the Electro Shield,
or try to blow them up with a Cruise Missile.

Rat Jeeps. They'll seem to drive safely along the sides of the
road, but are likely to suddenly cut in front.

Stingers. Orange vehicles: blast them.
Toxic Spills. Avoid the pools of crud or you may spin out.

Itoad Blasien, is a lislemaik of .Matchbox Toys (USA) Ud. Game© I9S7,
Atari Games Corporation. O l99I,Tengen. Inc.

R o a d R a s h ™

Graphics/Sound: 7 Response: 8
F u n / R e a l i s m : 7 U l t i m a t e S c o r e ; 7 . 3

This is a kick-boxing match on wheels. Or, a motorcycle
race with spikes. Either way. Road Rash is a very nicely
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designed rough-and-ready road racing game.
Keep an eye out for cows, deer, dangerous drivers in four-

wheeicrs (cars), oil slicks, sand, gravel and trees. You'll also
have to avoid an entire platoon of cops that range from the mild
ly incompetent to the fiercely ferocious. In fact, except for the
very first cop you meet, you're going to want to outrun or even
outfight any cop who tries to pull you over.

One or two players. In the two-player game, oppo
nents will take turns racing.

W H O ?
Go ahead, he rash.

W H A T ?

Z/.7x>oom. kapow!

USING THE GENESIS PAD
Directional Button (D-Button): Press Left or Right to lean

in those directions.

But ton A: Press to brake.

Button B: Press to accelerate.

Button C: Press to attack. Press the button alone to punch at
a nearby opponent. Press and hold Down and the C button
to prepare to kick; release the C button when an opponent
is within range. I^ss aiul hold Up and the C button to pre
pare to slap; rclea.se the C button when an opponent Is with
in range.
After you finish a race, press the C button to view bikes for
sale and spend some of your winnings.

SCREEN DISPLAY
The bottom third of the screen is filled with important infor
mation for ra.sh road racers. Working from upper left to upper
right In a counterclockwise direction, the indicators include:
Stamina Meter. It begins fully filled and green when your racer
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is fresh and uninjured; it will become shorter and turn
red as you are injured. If the meter reaches zero, you will
lose a racer.
At bottom left and bottom right are Rcarview Mirrors.

Bike Damage. Just as with the Stamina Meter, your bike can
only withstand a certain amount of damage before it is lost
from the race.
The Speedometer and Tachometer tell you how fast you
are travelling and the efficiency of your engine.
Next to the Tachometer is the name of your Nearest
Opponent. The listing here will change as you gain on a
rider in front of you or if another cjclLst comes up from behind
At upper right is the Opponent's Stamina meter. The
weaker the meter reading, the easier it will be to dispense
with the nearest opponent.

LEVELS

To move up a level, you must place fourth or better on each of
the five tracks, To win the Road Rush, you must finish fourth
or better at each track five times.

C H A R A C T E R S

The Cops
Oflicer O'l^eary is a rank rookie most likely to hassle you if

you go 100 slowly. Not much of a challenge. Officer
Rourke, Officer Flynn and Officer O'Shea are much
more difficult to deal with. You'll have to outfight them or
outrun them if you can. Officer O'Connor is the toughest
cop on the force, and you're not likely to be able to talk her
out of anything. Your only hope is to outrun her.

T h e R a s h e r s
Be nice to Natasha and she may help you out; if you attack her,
she'll bite. Biff, Slater and Ikira arc lough but manageable.
Sergio and Helldog are the toughest of the tough.
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BIKES
Shuriken 400. Great handling, but underpowered. S4,000.
Panda 600. An excclleni all-around bike with light steering.

$5,000.
Bonzai 750. Tight handling and high power. S7.000.
Kamikaze 750. Looser steering but even mcHC power than the

Banzai. $8,000.
Shuriken 1000. Zzzooom. $12,000.
Fenicci 850. High tcHi]ue and tight handling, but not very stur

dy or reliable. $14,000.
Panda 750, Excellent midrange power and a nifty paint Job.

$20,000.
Diablo 1000. The hottest cycle, only for the best drivers.

$25,000.

C O U R S E S
Sierra Nevada, Pacific Coast, Redwood Forest, Palm Desert and
Grass Valley.

SECRETS OF THE PROS!
After a crash, you will automatically run back to your bike, but
there may be times when you Wiint to control the direction your
rider runs. Use your arrow keys to run; press and hold the A
button to stand still until it is safe to move.
Here are some passwords:

Furruci850: 32673 OlROl flilDO 35T7Q
P a n d a 7 5 0 : 3 2 6 7 4 0 2 E A I 1 0 0 E T 3 6 R C N
Diablo 1000: 00000 03231 OIOOJ 479KT

And here's a code to skip right to the third level with a cool $31
million in your pocket:

OlOBO 01DB5 UQP06 37UN9
Don't spend your ntoney on a new bike immediately; the
first one you receive is pretty powerful and may be most
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effeccive in the early stages.
When you upgrade, rcntcmber that bikes with huge engines
may go fa.ster on the straightaways, but are coasiderably more
difhcul l to control on turns.
Here are some codes that wilt bestow upon you the best bike
and a whole bunch of money:

Leve l 1 : 00OW 07DJ1

1 2 G 9 A I 7 8 6 E

Leve l 2 : 00000 0 7 O 7 1

13UJ 2 N 7 S R

Leve l 3 ; 00000 07QF0
0 3 J S 3 3 7 G L 5

Leve l 4 : 00000 0 8 3 O 0

1 2 N I K 4 7 3 F C

Leve l 5 : 00000 083S1

1 2 K 3 8 5 7 8 2 A
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Here's a code that will bring you into the fourth level
with a cool $7 million to spend, which should be enough to
buy a few wins, or at least some exciting rides:

3 4 4 4 1 O I M S 0

N V 8 U C 3 Q J 8 R
And more codes, for the Diablo KXX):

3 1 0 1 1 0 3 I A 1

O O l h d 2 7 F V G

0 1 0 0 0 3 P H 0

1 0 7 A 2 3 7 D K P

Road Ra&h is a trademark of Electronic Arts. O 1991, Electronic Arts.
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Shoot-'em-Ups

Alisia Dragoon^'^
Graphics/Sound: 7 Response: 7
P u n / R e a l i s m : 7 U l t i m a t e S c o r e : 7

Alisia Dragoon is one tough lady, the daughter of u magician
who was killed by the evil Baldour, prince of all things evil.

But Baldour has been gone for oil of these years... until now.
Alisia will use her powerfiil Thunder Magic to destroy enemies,
hut her real secret weapon lies in the four friendly monsters she
brings along with her on her expedition. She can switch
ariKmg the four during the course of the game. One pbyer only.

W H O ?
You are Alisia, with your monstrous friends Dragon Frye. Ball
O'Pire, Thunder Raven and Boomerang Lizard.

H O W ?
Use your thunder and lightning magic to forestall the return of
the ev i l Ba ldour.

117



USING TTHE GENESIS PAD
Directional Button (D-Button): Press Left or Right to move

in those directions. Press an arrow key to change the direc
tion of a jump in midair.
Press Down to squat. Press Down/Left to make Alisia
face left while crouching; Down/Right to make her crouch
and face right.
Press Up or Down to scroll through monsters.

D E F A U L T B U T T O N A S S I G N M E N T S
Button A; Monster SclecL Press tlie Up or Down anow to move

ihnxigh the list of tJic four mon.sler companions and then pre.ss
the Monster Select button to call one forth.

Button B: Thunder. Pay attention to the Thunder Power
level; when it is flashing, an attack will produce a rolling bolt
that will damage all enemies on the screen.
To attack enemies behind, turn Alisia around before press
ing the Thunder button.
Press while in midair for an aerial attack.
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Button C: Jump.
Press together with an arrow key to perform a running jump.

SPECIAL DEVICES
Locate winged receptacles and destroy them with a thunder blast
to release special Items within:

A L I S I A
ThurKler Level Up. Inciea-ses Thunder Magic to the next high

er level.
Potion. Relills one section of Allsia's HP gauge.
1-Up. You can collect as many as nine extra lives.
Invincible. A red fairy will appear and accompany Alisia for

about 16 seconds, protecting her from any damage.
Thunder Power Max. Makes Allsia's Thunder Magic awesomely

powerful for about 16 seconds. Each time it is unleashed, it
will roll across the screen and damage all enemies.

Platform. A pair of fairies will assist Alisia to reach levels she
would not otherwise reach.

C R E A T U R E S
Level Up. Boosts the level of the currently selected monster.

and adds a full unit to its HP gauge.
Beef. Fills one section of the HP gauge of the currently

selected monster.
Revive. Brings all dead creatures back to life; they will start

over at Level 1 strength when next selected.

M O N S T E R S
The four monsters. Dragon Frye, Ball O'Fire, Thunder
Raven and Boomerang Lizard. As a monster's level increas
es, its attack/protect power increases. Each begins with an HP
gauge that consists of three units; it can be increased to a fourth
and fifth unit with Level Up items. If a monster loses all of its
HP in battles, it will withdraw from the game and can only be
brought back to life with a Revive item.
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POWER PLAYER HINTS

Pay attention to the HP gauge for the active monster, and switch
to another before it hits bottom. It is easier to restore some of
the life for a living monster than to stick around and look for
the very rare Revive item.

Holding down the Thunder button will create severe damage
on screen; the gauge will recover when you let go to rest.

Take every item you find; they are all worth something.
The more powered op the Li/.ard becomes, the more

boomerangs he throws.
In Stage 5, you wiD drop down to a watery lower level. Head

as far left as you can until you sec a small e.xplosion. You will
then be able to walk through the walls to a secret cavern
with hidden Power-Ups.

Alisia Dragoon is a trademark of Game Arts. £l 1992. Sega.

A t o m i c R u n n e r ™

Graphics/Sound: 8 Response: 7
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 7 . 3

An army of aliens has landed on Earth, taking over its cities and
its citizens. The only hope is an aiKient secret; it seems that the
aliens have been here before, way back in the time of the Phaiacrfis.
They left behind the Atomic Suit, and our hero Qielnov puts
it on to fight fire with fire.

This is an inventive and challenging alien shoot-'em-up game,
with some of the elements of the popular Contra series.
Atomic Runner starts out at a pretty difficult level and goes on
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from ihcre. We worked from a preproduction copy of the
game; some details may change in the final product. One
player only.

W H O ?

You are the Atomic Runner.

W H A H

Use ancient high-technology against the aliens of today.

USING THE GENESIS PAD
See ■■Qptioas Screen" to examine the nine different settings avail
able for your buQoas and arrows. FoUowing is the staiKiard assign
ment. used if you do not moke a change from the Option
s c r e e n .

Dircclional Button (D-Button); Press Right to run. Pi^s with
button B to jump forward.
Press Left to stand still while the background moves
behind you.
Prc.s.s Up/Right to shoot up on the diagonal. Press while Jump
ing for a forward spin.
Press UfVLeft to shoot up on the diagonal while facing back
wards. Press while Jumping for a backflip.

B u t t o n A : F i r e .
Button B: Jump.
B u t t o n C : S w i t c h d i r e c t i o n s .

O P T I O N S C R E E N
The game include.s no less than nine button assignment sets for
the gairre. They're presented in a rather confusing maimer, too.
Perhaps this will help:

B u t t o n A B u t t o n B B u t t o n C

T y p e 1 - 1 J u m p S h o o t D i r - t - A r r o w
T y p e 1 - 2 S h o o t J u m p D i r - i - A r r o w
T y p e 1 - 3 D i r + A r r o w S h o o t J u m p
T y p e 2 - 1 S h o o t J u m p D i r
T y p e 2 - 2 S h o o t D i r J u m p
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T y p e 2 - 3 J u m p S h o o t D i r
T y p e 3 - ] S h o o t L e f t J u m p S h o o t R i g h t
Type 3-2 Shoot Left Shoot Right Jump
T y p e 3 - 3 J u m p S h o o t L e f t S h o o t R i g h t
Type 1-1 is the default setting if you make no changes from the

Option screen. We have found that Vte prefer Type 3-1, which
combines the shooting and direction change commands in
a single button. Press A to turn and shoot left press C to turn
and shoot right and press B in the middle to jump.
You can also choose among Easy, Nonnal and Hard difficulty
levels, .select three or five lives per game, and select the num
ber of Continues from 3,5, 10 or 15. Other options include
turning on or off rapid fire and rapid jumping.

LEVELS

Stage 1. Atomic Ivaboratory. The Wall Dragon will pop out
of the carpentry; aim for the head.

Stage 2. Mutant Plant Zone. The Brass Idol will try to
crush you; aim for the eyes.

Stage 3. Mayan Juttgie. The giant Drop Ship alien craft will
assault you with cannon fire, homing missiles and parachute
soldiers; aim for the body.

Stage 4. Egyptian Desert The Mojo Idol is a heavy-duty ver
sion of its brass cousin; aim for the head.

Stage 5. Treasure Room. The rocks that Terrordactyl
lauiKhes from the cavern walls are most dangerous; his chest
is weak.

Stage 6. Siberian Snowland. The MAD-roid (Mechanized
Alien Destiucto android) will blow apart by itself; keep shoot
ing at the eyeball.

Stage 7. New York. Now, this is scary.

SPECIAL DEVICES
Your character begins the game with only limited poweis. Cbllect
Power-Ups to increase shooting range, bullet speed, destruc-



Kick- and-Punch / Shoot- 'em-Ups 123

live power, jumping height and more. Some of the Power-Ups
are held by aliens that fly overhead; shoot the burning torch
e s t o r e v e a l o t h e r .

Each Power-Up has three stages of energy; collect all that
you see. A blinking Power-Up item will immediately increase
your energy to maximum.

When you grab a weapon Power-Up. remember that what
ever you choose will replace the current device. You may want
to pass by a weapon item if the one you are using is effective.
J. Increase jumping height up to two times.
Yellow. Increase shooting range and bullet speed.
Red. Increase bullet size and destructive power.
Blue, lncrea.sc the number of available bullets and your rapid

fire ability.
Small Coin. 2,000 points.
Large Coin. 5,000 points.
Loser. The standard weapon in the game; you can increa.se its

power through three stages.
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Light Ring. It sends out large bands of destructive power. Its
area of attack is large, but recharging is slow. Increase the
number of rings by grabbing additional items.

Caiuion Balk. The strongcsa and fastest of all weapons for close-
range attacks.

Morning Star. Spews forth four or five iron spheres in rapid
succession. Slow, but destructive over distance. Best
when fully powered.

Boomerang. A powerful medium-range weapon.
Homing Missile. Automatically locks onto and destroys

most enemies, but its power is low.

ENEMIES
In addition to the Final Stage Bosses of each level, you'll also
face an entire zoo-ful of awful robotic creatures, including:

M I D - S T A G E B O S S E S
Air Drone. A fire-breathing flying worm; extinguish its head

to put out the flames.
Granite Serpent. It lives beneath the ooze.
Heavy Talon. Get pa.st the indestnjctible Hover Shields to light

en the load.

E N E M I E S
Aracknaskull. Flying spider heads, Aracknaskulls carry

many of the Power-Ups and special weapons. Shoot them
down to release their goodies; don't touch them, and
beware of ones later in the game armed with plasma guns
of their own.

Armored Dilo. It'll scoot along the ground to bother you; kneel
down to shoot it.

Betie. Hard to spot and hard to avoid, these mechanized
birds will swoop down most likely when you're least
ready for them.

D-Generalor. An electromagnedc drilling device that will make
you tingle all over.
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Flame Derricks Fieiy land mines; some will roll at you or after
y o u .

Heavy-Vader. Avoid this spinning club; if you destroy the boom,
the hub will carry on without it.

Jetvark. Unlike any aardvaik we have ever seen, this guy uses
jets to hover up near the celling.,Shoot it before it dives at
y o u .

Khanveyor, An automated totem pole, it will block your
path with a deadly spoke.

Killer Blade. It will lire from above (x parachute down a Ridley.
Ixivatron. It will hover above you. waiting for you to pass before

it drops and begins to chase.
Masked-shell. A relatively weak swordsman, he can be

knocked down by energy weapons.
Ficoz. Small homing missiles that are extremely unpre

d ic tab le .
Ra-bot A wolf in robotic sheep's clothing.
Ridley. A humanoid guard.
Rim-Bee. An armored buzzer that can fire photon bombs.
Seizer. Don't offer this di.sembodied arm a hand.
Sho-Fe. An insectoid alien, it often travels in packs. They'll

throw their shields at you as they approach. Kneel and shoot
or fly over them.

Trilobyle. Strange replicant of ancient life forms. You'll
have to blast your way through them; they travel in packs.

War-dan. He'll hang from the rafters and throw stones at you;
if you don't knock him down, he'll chase after you.

SECRETS OF THE PRCS!
In addition to shooting, you can also jump up and land on your
enemies to dispose of them.

Atomic Runner is a trademark of Data Ea.st USA, Inc. C> 1992, Data East
USA, Inc.
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B a t m a n ™

Graphics/Sound: 8 Response: 7
F u n / R e a l i s m ; 7 U l t i m a t e S c o r e : 7 . 3

It's a daik ^tn Gotham City, in this video game that stays imiisu-
ally dose to (he him version of the hrst Batman movie.

The city is preparing for its big 200th Anniversary Festival.
Also preparing are the nefarious nogoodniks of the underworld,
lead by T1ic Joker. He kidnaps the beautiful photographer Vicki
Vale to lure Batman into a trap; it's to you to save Vidd Gotham
City and Batman. One player only.

THE STORY OF BATMAN
Batman was bom more than 30 years ago. out of the dark and
threatening days that led up to World War II, when it seemed
thai all of the world was sibout to explode into violence and hatted.

In May of 1939, artist Bob Kane and writer Bill Finger cre
ated a character for Detective Comics who was determined to
stand up ail by himself against the forces of evil. He had
seen his parents gunned down by a stick-up man, and had sworn
to dedicate his life to law and order... and revenge. Thus he
started his life as a possessed killer.

In an early edition of Detective Comics that recounted
the birth of the caped avenger, Bruce Wayne sees a sinister fly
ing ctealurc outside his window in Gotham City and speaks these
w o r d s :

"Criminals are a superstitious, cowardly lot. My dis
guise must be able to strike terra" into their hearts. I must become
a creature of the night—dark, terrible... A BAT! That's IT!
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It 's an OMEN! I shal l become a BAT!"
In the early Batman stories, the avenger acted alone. But in

April of 1940, Batman picked up a sidekick, Robin, who
gave a softer character to the ongoing story, but did not soft
en the vengeful Batman himself. Robin has moved in and out
of the Batman story over the years.

Later in 1940, Batman got hLs own comic book, and in Baunan
#1, two archenemies were introduced: The Joker and Caiwoman.
The Penguin and The Riddler came later. Through the war and
into the 1950s, the stories continued in their dark and moody
vein. Later in the '50s, the story lines began to become more
fanciful, and a number of "relatives" were added to the cast,
including Balwoman, Bat-Mite and Bat-Hound. There were sto
ries that brought in alien creatures and science fiction themes.
These themes continued until 1964, when the writers of the comic
books tumed back to the rougher and more realistic stories of
the original Batman.

Throughout his history. Batman has been a multimedia guy.
His first movie appearance was in 1943 in a Columbia Pictures
movie ser ial cal led Batman. A second ser ial cal led Batman
and Robin was launched in 1948. The first newspaper comic
strip began in 1943, and was revived in 1966. His first electronic
appearance was as a guest star on the "Superman" radio
show in the 1940s.

Batman became a telcvLsitm superstar in 1966 with the launch
of the "Batman" TV series. The show, which ran for three sea
sons, had stories very different from the original Batman
themes. It was silly and frivolous and a lot of fun. The tone of
the comic books again changed, reflecting the high "camp" of
the TV show.

In the 1970s, the Batman comics returned to the darker themes
of the original Batman. Today, Batman is published in almost
every comic book formal, in more than 20 languages in 45 coun
t r i e s a r o u n d t h e w o r l d .

Batman celebrated his 50th birthday with the release of his
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first full movie. Batman, starring Michael Keaton as the
Dark Knight and Jack Nicholson as The Joker. And pad of the
tidal wave of new Batman products that came out along with
the movie was the Batman PC game. The caped crusader
arrived on the Nintendo Entertainment System and the
Nintendo Game Boy in 1990.

W H O ?
A grown man in a black suit with a bat on the front and a cape
at the back.

W H A H
You must save Gotham City from The Joker and his henchmen.

H O W ?

Kick, punch and swing from the tops of buildings.

USING THE GENESIS PAD
Directional Button (D-Bulton): Press Left or Right to move

in those directions.
Press Down to kneel.
Press and hold Left or Right and press the C button twice
to perform an aerial somersault.
Press and hold Up and press the C button to use Batman's
Grappling Hook.
Press and hold Down and press C button to jump down.

Button A: ACTION STAGES: Press to throw a Batarang in
the direction Batman faces.
SHOOTING STAGES: Press to shoot miss i les .

Button B: ACTION STAGES: Press to punch.
SHOOTING STAGES: Press to u,se machine guns.
ALL STAGES: Press with the Down button to kneel and kick.

Button C: ALL STAGES: Press to Jump.

L£VELS
Level 1: Gotham City Streets. The boss is Kick Boxer.
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Level 2: Axis Chemical Factory. Jack Napier is boss.
Level 3: Flugelhcim Museum. You'll meet Axel here; the

b o s s i s B o b t h e G o o n .

Level 4: Gotham City Streets. The boss is the Nuclear
Power Blaster in this Batmobile .stage. The bad guys have
their own vehiclc-s. including the JokermobiJe. the Joker Van,
Assault Vehicle. Rocket Launcher and Grenade Launcher.

Level 5: In the Sky Over Gotham City. You'll battle The
Joker's Turbo-Attack Copter as well as all of the previous
bosses of the game in this Batwing stage.

l y e v c l 6 : G o t h a m C a t h e d r a l . H e r e ' s T h e J o k e r !

SPECIAL ITEMS
Heart. Increases life power to full.
Weapon. Worth live Batarangs or missiles.
Batman. 1-Up.

NUMBER OF UVES
You will start the game with three lives, with each life measured
on the Power Life Meter with four segments. Collecting
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Hearts can increase the size of the meter to eî  s^ments. Batman
will lose units each time he is hurt, and will lose a life when all
are gone.

Bosses also have a life meter with eight increments: it's you
or them.

You can continue up to five times, returning to the game at
the beginning of the level where you lost your life.

SECRETS OF THE PROS!
An c.vsential skill in Action stages is the use of the Grappling
Hook. The fust thing to understand is that the hoc^ will not work
in all areas. Experiment and learn the appeaiatKe of scenes where
the hook will work. To throw the hook, press and hold the Up
arrow and then press the C button. Keep your finger on the Up
arrow and press the C button a second lime to pull Batman up
to the top of the hook.

Batman Has Nine Lives? Them are several places in the game
where you can maneuver your way into collecting the maxi
mum of nine lives.

In Level 3, collcci the first available l-Up in the mu.seum.
Then jump up to the moving platform and climb until you are
just below the spikes. Now Jump back down to the bottom mov
ing platform and you should find that the 1-Up has reap
peared. You can keep doing this until you have a full load of
n ine .

When you get to the fifth stage, packed with jumping
clowns, climb to the second platform from the top. Walk off
the lef) side the plnform and corrunit suicide. As you fall siraî
down you will pick up three 1-Ups before you lose a life. Do
this a few times, picking up two lives each time, until you reach
Batman's maximum of nine lives in storage.

There are also some ways to collect your maximum of 99
Batarangs.

In Level 3, ride the second elevator in the museum to the tc^.
Stay on board the elevator and defeat Axel. Jump up and
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grab the Batarang he leaves behind and then ride the elevator
back down and then up again—Axel will be back, and so will
the Batarang bonus.

Within the Cathedral, you'll see a Batman symbol at lop left
jasl before you cross the first bridge. Grab it for live Batarangs.
Jump down arxl then use your hook to climb back up oirce more
to snare the replacement Batman symbol; keep at it until
you have your quota of 99.

It ail comes down to beating The Joker. Keep punching when
he comes at you. And crouch down low when he raises his gun.
He may be mean, but he doesn't seem all that smart.

Here's a risky way to obtain unlimited lives. Start by insert
ing any Genesis cartridge except for Batman into your
machine. Wait for the title screen to appear and then remove
the cartridge without luming off the power. Insert the Batman
autridge and press Reset and you will have all the bat guys you
could ever want.

BDiman, The Joker. Vicki Vale and all related characters, phrases, acces
sories and indicia are trademarks of DC Comics. Inc. ® 1989. Sega game ®
1991, Sun Corporation of America.

a
F a t a l R e w i n d ™

Graphics/Sound: 7 Response: 7
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 7

Congratulations! You're a contestant on Fatal Rewind, the ulti
mate holographic game. You'll start the game off in bad
sht̂ je—at the bottom of the first Pit of Death and in tnouble already.
You're surrounded by Hostile Artificiai Life Forms (HALFs)
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and atxjul to be submerged by Deadly lo Organic Life Liquid
(DOLL). Fun. huh?

Your goal is to escape, alive, from the challenge that takes
you through 12 pits on six satellite moons. Your fellow con-
testant.s are true scum of the universe: criminals, social misfits
and others seeking to redeem their worthless lives in one
last challenge in the game.

Search through the area for hidden weapons, tools or
access keys; shoot them to open them up and crouch over them
to collect items within. One player only.

W H O ?

You're one lucky guy.

W H A T ?
Win the game and save your life!

H O W ?
Climb from the bottom of the pit to the top, escape the dead
ly ooze and avoid the equally deadly competitors.

USING THE GENESIS PAD
Directional Button (D-Button): Press Up to jump up or

climb up. Press Down to kneel, climb down ot pick up tools
arxl weapons. Press Left or Right to move in those directions.

Button A: Fust forward during replay.
Button B: Ftre weapon. Pre.ss and hold the B Button to use the

current tool .
Button C: Jump.

MEGAFIRE SETTINGS (POWER STICK)
Note that holding down the B button with Mcgafirc activated
will not activate the current tool.

THE REPLAY
As if you really want to watch your hOTible end; When you lose
your last character, the game will replay your lost round.
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But perhaps you can leam from where you went wrong.
Press the A button to fast forward through the replay, or use tlte
arrow keys to dive right in once again.

SPECIAL DEVICES
Press the B button to use these weapons:
Triple Shot/Lasers. Shoots three blasts in a cone forma

t i o n .
M i s s i l e s .

Sky missiles. Multiple warheads.
Laser. Bigger beam.
Side Shot. Aims bullets up, down and forward.
Minesweeper. A major laser.
Laser Boll. A double energy blast.
Rear Shot. Sends bul lets forward and backward.

Triple Missiles. Shoots three missiles in a cone formation.
Press and hold the B button to use one of these special tools:
Oracle. Offers an important clue—or a useless wisecrack.
Water Freezer. Halts the rise of DOLL for a short period of

time; keep your finger on the B button to keep the cold on.
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Shape Keys. Put them into key slots of the same shape to dis
arm booby traps, deactivate forcefields and perform other
important tasks.

Key Swapper, Allows you to drop a tool and pick up anoth
e r .

Red Herring. A red herring is a false promise, and this tool
is guaranteed to disappoint.

Half Energy. Restores half of your energy meter; don't
waste it on a full or nearly full tank.

Full Energy. Completely recharges the meter.
Energy Replenisher. Hold down the B button to 1111 the

energy bar.
Col lector. Col lects i tems on the screen.

Fatal Rewind is a trademark of Electronic Arts. O 1991. The Killing Game
Show is a trademark ofPsygnosis l.ld.

Q
Golden Axe 11™

G r a p h i c s / S o u n d : 8 R e s p o n s e : 7
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 7 . 3

The dynamic trio of Tyris-Flare the Amazon. Ax-Battler the
Barbarian and Gilius Thunderhead the Dwarf have been here

before, battling the evil lord Dark Quid for possession of
the Golden Axe. symbol of peace and prosperity. The original
Golden Axe game was a tour-de-force on the Genesis, and the
new Ax Battler game for Game Gear is an important saga for
the portable gamester.

Lxx>k for smooth animation and dramatic sceites in this axe-
and sword-swinging adventure.
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In a two-player game, two players compete simultane
ously. They can cooperate to destroy oiemies, but can also acci
dentally—or intentionally—injure each other. The game ends
when both players lose their lives. One or two players.

W H O ?
Be an amazing amazon, a batbaioas bait)anan or a dynamic dwarf.

W H A T ?
Once again, a battle for glory and the Golden Axe.

USING THE GENESIS PAD
Directionul Button (D-Button): Press to move your warrior

in any direction on the screen. Press Left or Right quickly
in succession to run.

Button A: Press to use magic.
Button B: Press to attack.

Press while running to perform a body slam (Ax-Battler),
flying kick (Tyris-nare) or head butt (Gilius Thunderhead).

Button C: Press to Jump.
Press while running to jump higher and further.
Press button C and then quickly press button B to swing your
weapon down.

Buttons B and C: Press together for the special attack of each
character: Tyris-Flare's back flip attack; Ax-Battler's
upperswing and attack to the rear, and Gilius Thunderhead's
spinning kick with axe.

Stait: Press to bypass opening screens and to enter selections.
During play, press to pause the game; press again to
resume play.

C H A R A C T E R S

Tyris-Flaiv (Amazon). She's the sort of girl you'd like to have
with you when you walk down a dark street She swings a
wicked sword and can use a back flip attack to vault out of
difficulty. Ho-fiic magic can flame out her cnanies. Her magic
gauge can accommodate six units.
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Ax-Battler (Barbarian). Another swordspcison. he has a pow
erful upperswing. He can bring forth tornados to blow
away enemies. Ax-Battler's magic power gauge can han
dle four units.

Gilius Thunderhead (Dwarf). He can whip around a fearsome
battle axe and even use it in a spinning kick. His magical abil
ity can bring down great stones from above to crush his ene
mies. His magic gauge has a three-unit capacity.

N O R M A L M O D E

Magic. Every time you destroy a wizard, he will let l<x)se an
important item. Among the items are magic books, which
will increase your character's magic power.

l-ife Gauge. Each time your character is struck by the enemy,
he or she will lose one unit. Some special items will
restore a unit of the life gauge.

SPECIAL ITEMS
Magic Book. Increases magic power by one unit.
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Bread. Fills one unit of life gauge.
Meat. Fills one unit of life gauge.

SPECIAL CREATURES
Bizurrlans. Some of the enemies in the game will arrive

mounted on bi/arre creatuies call Bucarriiuis. If you can dcstn)y
the bad guy, you can steal his horse—err, Bizaniun—and
ride off. While on one of these creatures, you will not
lose a unit on your life gauge if hit, but will be thrown to the
ground.

Chicken Leg. Lashes out with its tail.
Green Dragon. Kicks with its hind legs.
Fire Dragon. Breathes fire.

THE DUEL MODE

Fight through a .series of enemies in a succe.s.sion from weak
est to strongest. There are 15 stages in the one-player mode;
when two players are in the game, you will fight against
each other. The game will continue for as long as ycHJ have units
in your life gauge.

POWER PLAYER HINTS

Axe-pros recommend Gilius and Tyris as your best team.
Stand near a cliff and dodge your enemies; many of them

will tumble helplessly over the edge.

SECRETS OF THE PROS!
B(x>st your starting credlLs from 3 to 8 with thi.s trick. Go to the
title .screen and highlight the Options line. Now pres.s and hold
A, B and C at the same time to go to the Options Screen. Release
the A button but keep your fingers on B and C. Move the cur
sor down to Exit and then press Start. Choose either the one-
or two-player game by pressing Start and then begin a game
by pre.ssing the A button. You will now have eight credits.

Round Select; As the game starts. pre.ss and hold the A. B
and C buttons and press Start. Now release B and C but keep
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your finger on A. Go to the Options screen and press the B and
C buttons at the same time to go to Options. Still got your fin
ger on the A button? Good—don't let go. Move the arrow to
the Exit line and press the B and C button once to exit, a sec
ond time to select between one- and two-player versions and
one more time to select a normal game. Keep that linger on A,
okay? Now, select your character and press the Up button togeth
er with B, C and Stail Rnally, press the A and B buttons togeth
er to select the round. Phew!

Instant success: While fighting the Boss of any stage,
press and hold the A button. Don't let go, and go on to defeat
the boss and go to the bonus stage. Now you can release the but-
tori, but lay off the wizatds and don't take any of the ma^ books.
Wait fOT the next stage and you will be able to use magic spells
at wi l l .

Golden Axe II is a irademaric of Sega Entenirises. inc. © 1991, Sega.

This is a run, jump and bouiKe game with a dark side, an enter
taining challenge in the Mega Man or Stridor mode. It also has
a rather strange story which doesn't have a lot to do with the
game, but is kind of interesting: It seems that there is a hot new
hologram game called Wild Side that allows players to enter
into a virtual reality adventure. Unfortunately, no one has
ever come out of the game.

K i d C h a m e l e o n ™

Graphics/Sound: 7 Response: B
F u n / R e a l i s m : 6 U l t i m a t e S c o r e : 7 . 7
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The boss of the game is a character called Heady Metal, and
he seems to be the one behind the disappearance of the kids.
You are Kid Chameleon, and you are the one who demands to
end the game.

In game play, you will seek out and use various special pow
ers that arc bestowed by strange helmets hidden in the world.
One or two players.

W H O ?

You ' re the K id .

W H A T ?

Run and jump your way to safety in this strange but rad
a d v e n t u r e .

USING THE GENESIS PAD
Directional Button (D-Birtton): Press Down to crouch ot duck;

press and hold Down to look around.
Press Left or Right to move in tho.se directions.
Press Down/Left or Down/Right to crawl in those directions.
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Button A: Speed. Press and hold to move fast. (If you have
set the game to Fast Action from the Options screen, press
button A to slow down.)
Picks button A and Stait at tiic same time to cnogbe the Diamond
Powers, if available.

Button B: Jump. Press quickly to jump; press and hold
down for high leaps.
Press together with the Left or Right arrows to jump in a par
t icu lar d i rec t ion.
Press to jump and then press an arrow key while in midair
to -Spin around.
To perform a leaping flip onto a platform, press button B to
jump; when Kid ChanKleon is on or near the platform, press
an arrow key in its direction and then press button B
again. (This will not work if Kid Chameleon has been
transformed by a helmet.)
Speed Jump. Pre.ss an iurow key and button A to start a nin,
and then press button B for a running high jump.

Button C: E're.s.s for a Special Power when the Kid has been
t rans fo rmed .

G A M E P L A Y
You begin the game with three lives. Lives are lost when you
run out of Hit Points or if the clock reaches 00. Extra lives can
be earned by grabbing 1-Ups or by earning 50,(XX) points.

As the game begins, Kid Chameleon will have 2 Hit
Points; one point will be lost each time your character is
injured. When the Kid has been transformed, he will have 3 HP
(5 as Iron Knight). When a troasfCHmed Kid loses all of his HP.
he will change into an ordinary Kid Chameleon with a full set
of points to be lost.

Each round begins with 3 minutes on the timer. Grab
Clocks to add 3 additional minutes. The maximum amount of
time allowed on the clock is 9:59.
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MAGICAL POWERS
E;ich diamond you collect builds up your Ehamond powers; grab
as many as you can when Ihey begin to fall. Press the Speed
and Start buttons together to use the power.
Kid Chameleon. His special power is the Leaping Flip.

Diamond powers are the Circle of Doom (costs 20
Diamonds) which kills any enemies it touches, attd the Death
Snake (SO), which seeks out and destroys anything it
t o u c h e s .

ilerzerker. Let this raging thino loose on a charge with an arrow
key. He can plow through rock and iron blocks. Diamond
powers are temporary Invulnerability (20) and the Wall of
Death (5). which destroys all enemies and obstacles.

Cyclone. When Kid Chameleon puts on the winged helmet,
he changes into a tornado. His special power is the ability
to soar up and then drill down through obstacles and ene
mies; press Jump and Special buttons for whirlwind flight.
Diamond powers arc Slashing Ruin (20), which cuts
down enemies, and Trackit^ Rain (50) which seeks out and
slashes enemies.

KycCJops. The Kid can add a bright light to his armory.
His special power tum.s on a light that will reveal hidden blocks.
The DiamocKl power is a Fatal Beam that destroys any ene
mies it illuminates, for 2 Diamonds per .shot.

Iron Knight His special power is the ability to crawl up wails
and ob.siaclcs using his spiked gloves and boots. Press
button C ia|My to ascend. ESamond powos include the CSrde
of Doom (20) and the ability to purdiasc an Extra Hit Pmnt
for 50 £)iamonds. Arid, his ocdinaiy HP level is 5, which makes
him one tough hombre.

Juggernaut. Kid Chameleon becomes an almost-unstop
pable tank that fires skull bombs. The Diamortd power is the
S-Way Shot, which co.sts 5 Diamonds per shot.

Maniaxe. A creepy clone of that axe murderer who wears a
hockey goalie's mask, he throws axes. Diamond powers are
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ihe Grde of Doom (20) and the ability to purchase un Extra
Life for 50 Diamonds.

iMicromax. Kid Chameleon can become a little fly on the wall,
able to squeeze into ail smts of tiny places. His special power
is the ability to stick to a wall, using the Jump button and
on arrow key to attach. Diamond powers are the Mini-Snake
(20), a small version of the Death Snake, and the S\vift Mini-
Snake (50), which is a fast version of the same creature.

Red Stealth. The special power of this samurai fighter is the
sword attack. Press the Jump and Special buttons to slash
downwards to open blocked paths. Diamond powers are the
Samurai Haze (20), which slows down enemies, and the
Death Snake (50).

Skyculter. Possessed of a jet-powered hoverboard. Press
Jump and Special buttons to fly upside down; press the same
buttons again to flip ova-. E)iamcnd poweis are Invulnerability
(20) and the Death Snake (50).

SPECIAL DEVICES
Smash Prize block-s (marked with Ps) to unleash the following:
Helmets. Required for uansformations.
Diamonds. Energize Diamond powers. Listen for the special

tone that will sound when you have enough Diamonds
on hand to use a power.

Clocks. Bestow 3 minutes of each t ime.
Lives. 1-Ups. (Marked with an ankh. a cross with a circle at

the top.)
Coins. 1 extra Continue for each.
Look for the following indicaiofs as you move through the nxinds:
Flags. Touch one to clear the end of a round.
Lifts. Knock one with your head to start its special timer and

then hop on board: when the timer reaches 00, the lift
w i l l r i s e .

Tclepads. Stand on one to warp to other areas or other
rounds. Each pad has a particular special sport, and you may
have to move slightly to activate it.
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SECRETS OF THE PROS!
Search ail of the areas of the Wild Side for hidden prize blocks.

Use your ability to move some of the blocks to make
steps or to trap enemies.

You don't have to pick up every helmet that is revealed;
you may prefer the cunent set of powers you have. You will, ttwugh,
receive a fresh supply of HP when you do grab a helmet

Watch out for descending Lifts; you could be injured if you
are caught beneath.

SUPER SECRET
Here's a warp right to the final Iwss of the game. You'll have to
work your way to Blue Lake Woods 2 on your own and make it
all the way through the level. But. wait: Don't touch that flag at
the very end. Instead, climb up on the final prize block and
press and hold the ftillowing keys at the same time; B, C and the
Down/Right arrow. You will ztwm to Plethora to light.

And here's a secret way to pick up a 5.000-point bonus. Go
through any level without taking any special items. You will see
a "No Prize Bonus" listed on the scotecard at the er>d of the level.

Kid Chameleon is a iradcniark of Sega. © 1992. Sega.

Pit-Fighter™
Graphics/Sound: 8 Response: 7
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 7 . 3

This is a high-tech simulation of a low-tech brawl, a no-
holds-barred fight among some of the meane.st characters
you would ever not want to meet. The game includes digitized
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graphics of live action and sounds from the origina] arcade hit.
One or two players.

W H O ?
You're a skilled master, up against street toughs like the
Executioner, Chainman Eddie and the Ultimate Chatnpion, the
M a s k e d Wa r r i o r.

W H A H
Did somebody say something about a fight?

USING THE GENESIS PAD
Directional Button (D-Button): Press to move your fighter

on the screen. Tap Left or Right twice rapidly to evade an
oncoming enemy.

Button A: Prcs.s to punch if someone Ls near you. Press to pick
up an object if no one is near you.

But ton B: Press to k ick .
Button C: Press to jump.
Buttons A and B: Press and hold down together to pick up a

weapon or person.
Buttons B and C: Press and hold down together to execute

a jump kick.
Buttons A and C: Press and hold down togohcr to defend your

self, especially when you are caught between two ene
mies.

Buttons A, B and C: Press and hold down together to perfonn
a Super Move.

Buttons A, C and Down Arrow: Press and hold down
together to duck.

CHARACTERS
Choose one of the three available characters for the game; each
has his own Super Moves. In the two-player game, each con
testant must choo-se a different character.
Buzz. Killer Body Slam. Head Butt. Piledriver.
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Ty. F-lying Double Kick. Spin Kick. Roundhouse.
Kalo. Lelhal Dragon Punch. Flip Kick, Backhand.

Note lhat you cannot change your lighter during the game,
but you can make a switch when you continue.

LEVELS
There are seven fighting levels in the game: Warehouse,
Garage, Subway Station. High Rise Building. Bar, Freeway Ovapass
and Whar f .

S P E C I A L W E A P O N S
As you fi^t enemies you wll find they will drop valuable weapons.
Move over a weapon on the ground and press the A and B but
tons together to pick it up; press the A button to use the
device. Available weapons are:
B a r r e l s K n i v e s
B a r S t o o l s M o t o r c y c l e s
C r a t e s S h u r i k e n s ( t h r o w i n g s t a r s )
G a r b a g e C a n s S t i c k s
Kegs
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You'll also want to be on the lookoK for green-circled "F' mark
ets that will spill from certain barrels when they are broken open.
These special Power-Ups will protect you from some damage
and make you twice as powerful for a short period of time; grab
them before your opponent docs.

SECRETS OF THE PROS!
Extra Continues; There's a batch of three more extra turns if

you can make it to Match 8 of the game. When you arrive there,
pause the game before you take on Mad Miles again and
plug in the second controller. Unpause the game and then press
Start on Controller 2. Select your fighter and resume play with
three more Continues.

Action Replay code for unlimited energy: FF2B7 FOODS.
Pii-Fifhier is a iradenurk of Atari Ganies. @ 1990, Atari Games. €

1991.Tengen. Inc.

Toki Going Ape Spit™
Graphics/Sound: 7 Response: 7
F u n / R e a l i s m : 8 U l t i m a t e S c o r e : 7 . 3

Your first assignment In this game is to learn to say the
game's title very carefully. After that, you can try to make sense
of the strange story of Toki, a young man bom and raised in
the wild and then transformed into an ape by the confused genet
ic engineer Dr. Andrew Stark. We'd tell you more, but we're
not sure we understand the whole story either: it's some
thing about how in the year 2050, the people of the "civilized"
world decide to throw it all away and move back to nature. Dr.
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Stark tries to save civilization, but he is kidnapped and taken
to the wild. Toki meets Wanda. Told falls in love with Wanda,
Wanda is kidnapped by Dr. Stark.

Toki Going Ape Spit is a basic olherworld .shoot-'em-up that
is just slightly off center. Our ape hero's primary weapons are
his powerful spitballs. He is off on an adventure through the
Jungles, deep beneath the sea and atop rocky mountains.
Toki can dispense with enemies by jumping on top of them or
by landing a great wad in their eyes. One or two players.

W H O ?
You are Toki. the spitting ape.

W H A T ?

Your girlfriend Wanda, who loved you before you grew
hairy all over, has been kidnapped by the evil Dr. Stark.

USING THE GENESIS PAD

R E G U L A R P L A Y
Directional Button (D-Button): Press Left or Right to move

Toki in those directions. Press Down to squat. Press
Down/Left or Down/Right to make Toki move on all
fours in those directions.
Press the appropriate arrow key to aim Toki's energy spit-
bal ls .

Buttons A and C: Press to shoot in the direction Toki is facing.
Button B: Press to make Toki jump. Press together with an

arrow key to jump in the appropriate direction.
U N D E R W A T E R
Directional Button (D-Button): Press to move Toki.
Buttons A and C; Press to shoot.

O N A R O P E O R V I N E
Directional Button (D-Button): Press Up to climb and

Down to descend. Press Left or Right to control the direc
tion of a jump.
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Buttons A and C: Ptess lo shoot in tlie direction Told is facing.
Button B: Press to jump. Control the dilution of the Jump with

one of the arrow keys.

MAGICAL POWERS
Key to improvement of Toki's basic spiiball weapon is the col
lection of various Power-Ups you will find scattered through
the game. Special powers include;
Three-way Spray.
Super Blast Watch the power gauge and fire when it has built

to its highest level.
Looping Blast.
Sizzling Flamehalls.
Oversized Spitballs.
Bouncing Spitballs.

Also, be on the Itxikout for special food items that will offer
points; you will also earn an extra life each time you collect
50 food items.

G r a p e s : 8 0 p o i n t s A p p l e s : 5 0 0 p o i n t s
Ju ice: 100 po in ts P ineapples: 1 ,000 po in ts
Bananas: 200 points
Look for the stars for a short period of invincibility, 1-Ups
for an extra life, jmd Spccd-Ups.

SECRETS OF THE PROS!
The high-.score screen in this game is not maintained from ses
sion to session; write down your top scores.

Shoot upward, especially when climbing.
Toki Going ApeSpil is a iradeinart: of Sega. © 1992, Sega. © 1989. TAD

Cwporation.
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Paperboy™
Graphics/Sound: 7 Response: 6
F u n / R e a l i s m : 6 U l t i m a t e S c o r e : 6 . 7

Being a paperboy is hard work. You've got to steer your
bicycle down the street, remembering which houses are cus
tomers and which ones are not. You've got to watch out for oncom
ing cars, nasty dogs and overhanging trees. And there are lawn
ornaments, fire hydrants and sewer grates.

Oh yes, let's not forget tornados, break dancers, tomb
stones and the Grim Reaper.

Yes, Paperboy the game is not your ordinary ixhjic, but iastead
is a clever and entertaining translation of the arcade supcr-hil
to the Genesis screen. A lot of its appeal comes from the
fact that this is a world that (more or le.s$) is much like the ones
that a lot of video game players know about.

Your job as paperboy is to deliver your stack of Tlie Daily Sun
papers to ycjur subscribers. At the start of each round of the game,
you'll see a map of the neighborhood with your subscribers indi
cated in while, yellow or blue. Red houses are non-subscribers.

1 4 9



150 Official Se^a Genesis and Came Gear Strategies

As you sieer your bike up the road dodging obstacles, your
aim is to land your Daily Suns in the newspaper paperbox of
subscribers. You'll get the most points for popping those
papers right into the box, fewer points for merely landing one
on the porch or Just hitting the door.

But. while you're at it, you can break the windows of
non-subscribers and otherwise cause havoc at the homes of peo
ple who don't pay for your services.

At the end of each day's deliveries, you enter into the
Paperboy Training Course, a delivery boy's boot camp. Here
you get to pick up some extra points while you hone your skills
by tossing papers at targets and avoiding obstacles.

The graphics are simple and very clear, and there are
some very nice sound effects—smashing glass, the satisfying
thunk of a paper landing against a door, or the scary sound of
a car's horn. The musical background, though, just keeps
repeating again and again. One or two players; in a two-play
er game, (he contestants alternate turns.

W H O ?

You're the paperboy.

W H A T ?

Where did you get this very strange route?

USING THE GENESIS PAD
Directional Button (D-Button): Press the Left or Right

arrows to move the boy and his bicycle in those directions.
Press Up/Left or Up/Right to move on the diagonal.
Press the Up arrow to .speed up the bike; press the Down arrow
to thrx)w on the brakes. Letting go of the arrow keys will result
in a gradual slowdown.

Buttoas A, B or C: Press to throw a paper.

NUMBER OF LEVELS
There are seven days in a week, and you've got to gel up at tJic
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crack of dawTi evay day to delivo" your papas. Each of the rounds
in the game is identihed as a day of the week.

You jaart out with a bundle of 10, which is not eixxigh. You'll
need to look for the little stacks of papers scattered on the front
lawns of some of the houses on your route; run over the
stack to pick up a new supply.

At the end of each day's run, you'll receive your Daily Report
from your MipcrvistT. He'll inform you of canfJaints ftom .subscribcts;
any who did ikh get their papers will cancel. Then you'll sliirt the
next day'.s deliveries with your list of remaining customers.

NUMBER OF UVES
Four to begin with. You'll lose one life each time you crush and
fall down, are hit by a truck or otherwise fail to finish.

T I M I N G
Your pass down the streets is not timed: however, the training
course at the end of each day's work is limited to 45 ticks of
the clock. If you can complete the course in that time or less,
the number of seconds remaining will be multiplied by 100 and
added to your score.
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SCORING POINTS
Here are the points awarded for Easy Street. Scores are dou
bled for Middle Road, and tripled for Hard Way:
Tossing the paper onto a subscriber's porch 100
Hitting the side of subscriber's paperbox 100
H i t t i n g a t o m b s t o n e 1 0 0
Tossing the paper into a subscriber's paperbox 250
H i t t i n g a c h a r a c t e r w i t h p a p e r 2 5 0
J u m p i n g a d i r t p i l e i n t h e s t r e e t 2 5 0
Here are points awaided tor junping ramps in the Training Course;
I s t j u m p 5 0 2 n d j u m p 1 0 0
3 r d j u m p 1 5 0 4 t h j u m p 2 0 0
5 t h j u m p 2 5 0
In training, you will earn points for damaging property in a

non-subscriber's yard:
1 S t h i t 1 0 0 2 n d h i t 1 2 5
3 r d h i t 1 5 0 4 t h h i t 1 7 5
5 l h h i t 2 0 0 6 t h h i t 2 2 5
7 t h h i t 2 5 0

POWER PLAYER HINTS

Try to stay on the sidewalk: it's safer. But if someone or
something ends up in your way—and you know this will
happen—ride on the lawns of the houses or dart out into the street

Keep an eye on the number of remaining newspapers in your
bag (a display in the upper left comer of the screen shows how
many are left).

If you see a pile of replacement p^ts on a lawn ahead, throw
all of your remaining papers at the homes of non-subscribers
to pick up some points.

In the Training Course, ride up the ramps to replenish
your supply of newspapers.

Papertwy is a tradcmaik of Atari Gaines. ® i9S4. Atari Games. Sega game
© I99t.Tengen. Inc.
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James Pond I I :
C o d e n a m e R o b o c o d ™

Graphics/Sound: 8 Response: 8
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 7 . 7

Pond, James Pond. He's back in another tongue-in-fish-cheek
adventure. This lime the sinister Dr. Maybe has taken control
of Santa Claus's toy factories at the North Pole and is turning
this happy place to his nefarious purposes.

Dr. Maybe has planted bombs, disguised as penguins,
everywhere. He has also let loose a bewildering array of
warped enemies.

James Pond is not without his defenses; He is equipped with
the wonderful Robosuit, which provides a steady supply of water
to him when he must walk on land (kind of the opposite of a
Scuba suit). There are also sets of wings and armor for the suit,
but Dr. Maybe has complicated matters by snatching them and
hiding them.

This is another cute and dcwr game in the f̂ md series. BemOifully
drawn and programmed, it's a delight to the eyes and the
trigger linger. One player only.

W H O ?
James Pond. Robocod secret agent.

W H A T ?
Save Santa's workshops from the evil Dr. Maybe.

H O W ?

It's a bit of a stretch.
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USING THE GENESIS PAD
Directional Bulton (D-Button): Press Left or Right to move

in those directions.
Press Down to duck down.

Buttons A or C: Press to stretch up. If you reach to a ledge,
release the button to grab hold and then press the Right or
Left arrows to move adcways; your body will follow by itself.
To look at the area directly below you. press and hold
the Down arrow and then press the C button; to get a
wider view of the area below you, press and hold the
Down arrow and press the C button and then the Right or
Le f t a r row.

Button B: Jump. To jump extra high, bounce off the top of one
of the bad guys.
Bump Bonus Blocks from beneath to release special items.
If a car, plane or bathtub is revealed, jump in and press the
B button for a ride; if a meanie comes out, run away.

LEVELS
Rescue Mission One: Scary Sports! Whoa—look out for those

menacing ping-pong paddles, boxing gloves and volleyballs.
Then: is an airplane and the wing attachments for your Robosuit
hidden here somewhere.

Rescue Mission Two: Frightful Fluffy Toys! YouTI bare
ly rescue the stuffed bears and hope to heaven you can help
the horrible hippos. Duck down to avoid the cardbirds
a b o v e .

Rescue Mission Hirec: Skkening Sweets! The candy has gone
sour, and you'll have to battle Cheny Pie Soldiers and mutant
caterpillars to make things right again. Look for secret
pits and tunnels in addition to Barber Pole exits.

Rescue Mis.sion Four: Menacing Mechanical Toys! Don't
wind up a victim when you take on the wind-up dolls and
model trains. Hop off the tops of the dolls and trains to reach
goodies way up high.
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Rescue Mis^n Five: BcH-are of Bathtime! Bump the fust mys
tery block to reveal a bathtub, jump in and use the B button to
fly. Look for the Golden Ankhs down low for extra lives.

Rescue Mission Six: Belligerent Board Games! It's war on
the chessboard and the domino table. Use your super
-Stretch to reach secret rooms and to rescue toys.

Rescue Mission Seven: A Cringing CasUe! Flowers cxtly attack
when you get close.

Re.scuc Mis-sion Fight: The Attacking Arts! Avoid the
stereos, paintbrushes and other culture-making devices.

R e s c u e M l s . s i o n N i n e : T h e Wa c k i e s t C i r c u s o n E a r t h !
The clowns and artists are not there to make you smile. Be
careful in there.

SPECIAL ITEMS
Power Stars. Collect them for an extra Robosuit battery.
Bullclproof Armor. Temporary invulnerability from Dr.

Maybe's army of meanies.
Wing Attachments. Pick them up and press the B button to fly,

using Left and Right arrows to control your direction.
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G o l d e n A n k h s . E x t r a l i v e s .
Umbrellas. Grab one to cushion a fall; use the Left or Right

aiTows to control the direction of your descent.

SECRETS OF THE PROS
If you find extra Wing Attachments, leave Ihcm where they are
and come back for them later if you need them.

Heiv's a secret way to warp directly to Level 4: Climb to the
top of the roof on the right side of the factory and then walk to
the left into and through the wall.

Not all of the walls arc solid; swim right through some of
them to enter hidden rooms.

James Pond and Ro txKod a re t rademarks o f M i l l enn ium. G l ^ t .
M i l l e n n i u m .

Q
Q u a c k S h o t

Starring Donald Duck™
Graphics/Sound: 8 Response: 7
F u n / R e a l i s m : 8 U l t i m a t e S c o r e : 7 . 7

They could have called this game, "Indiana Duck and the Lost
Tr e a s u r e . "

Our favorite frantic fowl is in hot pursuit of the Great
Duck Treasure of King Garu/Ja. in the capable webs of pilots
Huey, Dewey and Louie. We had a chance to examine a
prototype of the game as it neared completion: We were
w o w e d .

It seems that Donald gets literally carried away with his own
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dreams when he discovers a book about ancient treasure. In typ
ical E>onald fashion, he dives into an adventure whole-ducked-
ly. He's armed with really scary wcapon.s like a Toilet Bowl
Plunger.

Donald is going to find himself in some pretty ridiculous but
dilTicull siluaiioas: He'll meet the ghosts on a Viking ghost ship,
he'll become lost in the dungeon mias of a Mayan temple, bat
tle the nasty guards of a Maharajah's palace and be cha.scd by
Big Pete and his gang—who are also after the treasure.

About that Toilet Bowl Plunger It's Donald's super-secret
wall<timbing device. He can also use it to attach himself to a
flying bird for a free ride. Donald has a gun that shoots gooey
bubblegum bubbles thai chase his enenues, aixl arxxher ifiat shoots
popcorn bails to make the bad guys go pop.

There's a lot of cute animation in the game. When Donald
squaLs down low to get under something, fte covers his eyes with
one of his hands to hide, but his feathered butt slicks up in the
air. When he falls, his feathers and webbed feel skitter in all
directions. And when he gets mad, he swings his arms around
frantically and squawks in anger just like he does on the big screen.

Among the friends Donald will come across are Gyro
Gcarioose. who will give Donald a t^xcial bubblegum gun to blow
things up. Goofy is also stalking around, ready to offer hints.

In each area, Donald must explore to find important items
such as a key or a torch to gain entrance to the next region.

This game has tire same sort of funny, soft feeling as the best-
selling Mickey Mouse Castle of Illusion game, also reviewed
in this book. One player only.

W H O ?
Our fine feathered friend, sultan of Quack, Donald Duck.

W H A H
Another fine mess he's gotten into, in search of the Great Duck
Treasure of King Garuzia.
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USING THE GENESIS PAD

Direct ional Button (D-Button): Moves Donald on the
s c r e e n .

Moves the flag on the Map screen.
Button A: Dash button. Speeds Donald when pressed along

with an arrow key.
Press to choose from the Weapons/Items screen.

Button B: Shot button. Shoots lAeapon. Press with the Up anew
to shoot enemies above.

Button C: Jump button. Makes Donald jump.
Press with the Down/Left or EX)wn/Right arrows to slide left
or right.
Press to choose from the Weapons/Items screen.

Start Press to display the Wcapons/ltcms screen to switch weapons,
call the airplane or use important items that iue held in stor
age. Select an item and then press the A or C button.

LEVELS
Duckburg. It all starts here. Watch out for the high-voltage

power lines.
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Mexico. E>ona](i will face Cow Punchers who somehow mis
take him for a cow; deeper into the niins he will nm into dogs
i n I n c a n c o s t u m e s .

Aztec Ruins. A place of flames and warriors.
Transylvanian CasUe. Skeletons and ghosts prepare for a duck

barbecue.

Viking Ghostship. Even by the light of a silvery moon, this
is not a romantic place.

South Pole. Donald will slip-slide across the ice surround
ed by persnickety penguins.

Maharajah's Palace. A huge confusing labyrinth packed with
surprises and dangers at every turn including moles wear
ing turbans. Here, Unca Scrooge will arrive to give E)onald
secret Sphinx Tears which Donald will be able to use in %ypt.

Egypt Donald will meet not-so-charming snake charmers and
scorpion-Ailed sand pits.

Great Duck Treasure Island. Not everything is as it appears
here in the flnal challenge.

SCREEN DISPLAY
Keep an eye on Donald's Temper Gauge at bottom left-
center. It begins empty but increases each lime the duck eats
a Red-Hot Chili Pepper. When the gauge is full. Donald has a
Quack Attack!

Another imponani indicator is the Flag Signal, which
appears at bonom right-center. It will flash when E)cmald is near
a checkpoint where he can call for his airplane.

SPECIAL DEVICES
Yellow Plunger. Donald's basic weapon, in unlimited supply.
Red Plunger. Useful for climbing high obstacles and as a power

w e a p o n .

Green Plunger. It sucks to birds, and Donald sAcks to it, which
means that Donald can fly. It can be found on a dark,
cloudy night.

Popcorn Shooter. Donald ainies it ̂  all Ames, but he needs to
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pick up Com to use it. Each time it fires it toasts five kernels.
Bubhk-};um Shooter. It fires .sticky bubbles that can knock down

obstacles. Donald has the shooter, but Gyro Gcarloose
ha.s most of the ammunition.

BONUS ITEMS

1-Up. Another quack at life.
Food, increases the Power Gauge.
Corn. Supplies ammunition for the Popcorn Shooter.
Money Bag. Bonus points.
Rcd-IIot Chili Peppers. Donald ha.s a t^uack Attack each time

five peppers are collected.

SECRETS OF THE PROS
When you're inside the Egyptian pyramid, how do you get past
the place where the ceiling falls before you can get over the wail?
Check out the scroU! It reads: 1 SUN 2 MOON 3 STAR. That's
the order you need to follow for the blocks. After you've
done that, the ceiling will rise.

Waddle on back to Duckburg and go see Gyro Gearloosc
any time you run low on Bubble Gum. YouTI find GG if you
climb the steep wall to the right of the Hag; Red Plungers will
help you get up and over.

The way out of Dracula's Castle, Level 3, is over your head.
Use the bubble gun to remove your challengers within

the Viking Ship, and look for the l-Up they will leave behind;
then scoot on up the ma.st and collect more money and lives.
At the top of the rope, head right and then down the rope for
another l-Up. Retrace your steps to back all the way out of this
screen and then repeat everything—as many times as you'd like—
to earn more lives.

Quack She* Saning Donaki IXick is a tratbmark of He Wall Disney Company.
©1991, The Wall Disney Company, © 1991, Sega of America.
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a s
To d d ' s A d v e n t u r e s i n

S l i m e W o r i d ^

Graphics/Sound: 6 Response: 6
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 6 . 3

Way off in the future, space explomtion has become a hobby
for our highly advanced dcscendanLs. Our hoocs Todd and Rocmey
head off to the newly discovered blue-green planet in the
Gamma Mu Eta system, where there have been iqxits rf unknown
life forms. Little do they know that the life forms are slimy .
.. and deadly.

The best-selling adventure for the Atari Lynx and NEC's
PC Engine comes to the Sega Genesis in a game that is just a
bit different from all of the other .space shoot-'em-ups on
the planet. Lovely creaiuies including Snapjaws, Octospids. Red
Eyes. Maggots. Drools. Spiders. Tapeworms, Scabs and
Blocxl-Flies. Oh. and did wc mention Zits (they'll expand if Todd
gcLs too close and pop with a shower of slime). Headsuckers
(they won't hurt Todd, but they'll make it difficult for him to
maneuver—you'd have the same problem if one of these
attached itself to your head) and Blood Groaches (which
simply explode in red slime if you kill them).

Wc worked from an early prcproduction copy of the game:
some details may change in the final product One or two play
e r s .

W H O ?
You are Todd or Rooney. space explorer.
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W H A T ?
How do you get (his gieen slime off your nifty space suit before
it eats away your life support system?

USING THE GENESIS PAD
Directional Button (D-Button): Press to move Todd or

Rooncy up, down, left, right or on the diagonal.
Button A: Select and u.se a Tool 6om the tool menu. Press and

hold the A button and use the arrow keys to highlight the
tcxtl you want to use; to use the dashing tool, keep holding
down the A button and then press the Up arrow.

Button B; Shoots the pressurized water gua which ha.s an unlim
ited supply. Hold down the B button and move the arrows
up or down to shoot at different angles. Todd can shoot the
water gun directly down while jumping; if he is climbing
a wall, he can fire backward.

Button C: Press to jump. Press with the Up. Left w Ri^l arrow
to adjust the direction of the jump.

Start: Press to pause the game and display the Restart code
for that point.

LEVELS
There are six levels of adventure in the one- and two-player games,
each following its own world map. You can choose to go to any
adventure in any onJer. The two-player version of tfie game offers
the same set of adventures as tfie cme-player version, with a few
competitive challenges.
Adventure#!: Easy. A good place to practice: the monsters

are easy to defeat and the rooms—including many hidden
areas—offer loLs of Power-Ups. Two-player Cooperative,
with Todd and Rooney working together.

Adventure #2: Logic. Use your brain over your trigger fin
ger. The water gun does not work, and so Todd must
make his way through by soiving ptmks Two-player Ccnpxitivc.
Both players start with five lives, and the one still alive at
the end is the winner.
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Adventure #3: Exploration. The ship has been destroyed in
orbit, and Todd mast find his way out of the maze and locate
the rescue craft. Two player-Cooperative.

Adventure #4: Suspense. Slime World is about to melt
down, but Todd has to land to make repairs. The only
things thai will slow the impending meltdown are mashrooms;
each will delay one minute. The maximum number of
mushrooms that can be employed at once is five. Two
player-Cooperative.

Adventure #5: Action. Once again, Todd has to find his way
out of the maze and into the rescue ship. Two player-
Competitive. Only one player can be rescued, so the fina one
out the door wins.

Adventure #6: Arcade, The toughest adventure, it allows no
restarts. Two player-Cooperative.

U V E S
The Health Gauge that Todd (or Rooney in the two-player game)
wears is an indication of his exposure to deadly slime. The green-

" S U I N G S H I C L O S C O R C t 3 6 4 0 0 0

' J * - -" . r

1 >
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er ihe gauge, the weaker and slower Todd will become. If he
becomes loo green. Todd will lose all of his possessions and
die, and be sent back to the previous Green Arrow restart point
to cont inue.

Look for pools of water and slime gems to clean Todd and
restore some or all of his health.

EVERYTHING YOU ALWAYS WANTED TO KNOW ABOUT
S U M E

Green Slime. Normal slime. Todd can walk, jump or climb
on it without getting very stuck.

Red Slime. Rubber slime. Todd can walk or jump on it, but
if he lands on it from a jump or fall, he will take off like it
was a trampoline.

Blue .Slime. Slippery slime. Todd'll fall down if he tries to walk
or land on it; impossible to climb.

Brown Slime. Sticky slime. Gooey stuff that will slow Todd
down; he can't jump from it.

OTHER OBSTACLES

Moving Slime. Although it may look like ordinary slime, it's
a deadly trap.

Energy Druin. An X-shaped sparkle that will rob Todd of all
of his tools.

SPECIAL ITEMS
Door. And what do we do when we come to a door. cla.ss?
.Secret Door. Think of it as an elevator Enter and go up or down.
Super Secret Door. If Todd shoots it. a permanent opening

w i l l b e r e v e a l e d .

Slime Gem. Gives Todd a dry-cleaning. Worth points, too.
Super Slime Gem. A super cleaning, super gun-recharge

and a slime shield offering temporary invincibility. If
Todd manages to blow one apart, though, avoid the dead
ly red droplets.
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Mushroom. In the Suspense Adventure, snaring a mushnxmi will
add CBic minute to the time remaining before Slime WorkJ melts.

Pick up special tool devices by standing over them and press
ing the Down arrow. Todd can hold one tool of each kind; they
arc selected and used with the A button.

Mega Bomb. Wipes out everything in the currcnt room;
Todd has to get out of the way before the time-delayed fuse
ignites the bomb.

Slime Bait. Attracts and kills many slime crculurcs.
Gun Stime. Loads Todd's gun with a temporary -supprfy of slime.

This tool takes effect immediately when picked up.
Cleanser. Turns a slime pool into harmless water.
SlinK Shield. Geans Todd and then olTers temporaiy pnrtcction

from green .slime.
Jet Pack. Allows Todd to fly until it is turned off; he cannot

shoot his gun white tlying, though.
Gun Power-Up. The gun will lire triple blxsLs for a short peri

od of lime. This tool will take effect immediately when
picked up.

Here are the points you can expect for melting .slime creatures
with your water gun:

T O O L S

P O I N T S

Maggot
M i l d e w

G r o a c h

Flyhcad

3 0 0

1,200
3,900
4,700
4,900
5,900
7 , 8 0 0

8,400
8,700

B l u b

Dr(H)l.s

Octospid
Hidden Snapjaw
H e a d s u c k e r
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Spitter
Red Eye
Bloodily

8 . 8 0 0

9,700
9,900

You'll need ihc mega bomb to blosl ihcsc:
S c a b 4 , 8 0 0

9 , 9 0 0Tapeworm
And finally, iherc are points to be earned for grabbing

tools and gems, as follows:

Super Slime Gem 100,000

SECRETS OF THE PROS!
Here are some Restart codes to launch you deep into each of
the six adventures;

Easy 5DC9DD Adven tu re /Exp lo ra t i on I 1CSA5
A c t i o n 7 2 5 F 5 B S u s p e n s e 7 F D 7 C 5
L o g i c 3 I 6 D 2 C

Todd's Adveniures in Slime World is a irademark of EPYX Inc. Game ©
1992, Renovation Producls, Inc.

To o l s

S l i m e ( l e m
5,000
1 0 . 0 0 0
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Toe Jam & Earl™

Graph ics /Sound : 7 Response : 8
F u n / R e a l i s m : 8 U l t i m a t e S c o r e : 7 . 7

Like, weird, man. This is one of the strangest quest games ever,
a riot of the imagination in the same kooky class as Maniac
Mansion and A Boy and His Blob on the Nintendo Entertainment
Sy.stem.

Our heroes are a pair of funky space cowboys by the
name of Toejam and Earl from the planet Funkotron. It seems
they had been out for a little cruise in their funky Rapmaster
Spaceship, grooving to .some funky tunes on the gigantic
speakers that are mounted in the trunk of their spaceship.
(Did we tell you that they were funky?)

Anyhow, the problem begins when big Earl decides that he'd
like to take the wheel for a while. Well, the next thing they
know, they're caught in this gigantic meteor storm and they end
up making on emergency crash landing on Earth. According to their
AAAAA Travelers Inter-Galactic Pocket Gukie Book, it is just their
luck to have landed on the most insane planet in the galaxy.

1 6 7
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Their goal is to find the ten scattered pieces of their rock-
eLship and reassemble them so can jet outta there. However, as
we said, this place Earth is pretty strange. Toejam and Eari have
to deal with menacing humans such as Crazed Shoppers,
Wahini Hula Dancers. lasane Dentists. Nerdherds, Santa, a Fat
Man & Mower and a very loud Opera Singer. Strange animals
include a Hamster in a Roily-Ball. Angry Bees and Chickens
wi th Mor ta rs .

This is one funny, entertaining game for any player who is
willing and able to suspend belief. One or two players.

W H O ?
You arc Toejam or Earl, both funky aliens shipwrecked on a
very strange planet called Earth.

W H A T ?

We're not sure. Something about a broken spaceship, we
think. And wild Cupids. Hamsters and Nerdherds.

W H E R E ?
That funky planet Earth.

USING THE GENESIS PAD
Direcliorul Button (D-Bultnn): Moves Toejam or Earl up.

down, left or right on the screen.
B u t t o n A : S n e a k s .

Uses Presents.
Button B: Opens or Closes the List.
Button C: Opens or Closes the Map.

OPTION SCREEN
Your first choice involves the number of players. The two-play
er version allows both contestants to be in the game at the .same
time, one as Toejam and the other as Earl; if one of our
favorite alieas strays too far from the other, the screen will split
into two windows and each player can operate independently.
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If you arc playing by yourself, you can choose between Toejam
or Earl. Earl has a slightly longer life bar, but Toejam is
slightly faster; you figure it out.

Your next important choice is between a "random" or
"fixed" world. The random option, which is the normal way to
play, gives you a different world every lime you play: difTerenl
Maps, bad guys. Presents and other elements. The fixed
option gives you the same, more difficult world every time.

STATUS SCREENS
Press the B button to bring up the important Presents screen.
You'll sec a display of all of the Prc.scnts you have collected,
the number of points you've .scarfed up, how many remaining
lives you have and your current insulting rank.

Press (he C button to display the Map screen. As you
explore, areas of the world will be filled in on the map.
(When you answer the phone, a large tuea of the map will be
shown.) Examine the mtip ft)r major items like ship pieces, the
road or an elevator.
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S P E G A L I T E M S
Grab Presenis by walking over them; they will be added to your
stores in the Presents screen. You can carry as many as 16. but
only six wit! be displayed at one time; use the Down arrow to
show additional Presents on the screen.

To choose a EYesent from the Presents screen, highlight it
using the arrow keys and then press button A to open it. To drop
a .selected present, press button C. You can give a present to
your partner in the two-player game by dropping it near him
to allow him to pick it up himself.

The PrescnLs start out as mysteries. Once you ase a particular
color or shape, future kfcnticaJ ones will be identified The Wiseman
can identify Presents for you fw a two buck fee. or you can take
a chance and open them at random.

Action PrescnLs. Only one can be active at a lime; if you call
forth a new Action Presenu it will replace another in use. When
the Present is opened, a small picture of the Present will
apperu- in the comer of the Info Bar. Each Action Present is active
only for a particular period of time; when time is about to run
out. the picture will flash slowly and then very quickly at the
last moment. You also cannot "sneak" while an Action Present
is active.

Spring Shoes. When you have them, press button A and
pash an arrow key to perform a big jump; the longer you hold
down A, the farther you will jump.

Icarus Winjp. When )'ou are startding still, press button A repeat
edly to flap your wings and take off. U.se the arrow keys to
control your direction.

Tomattrcs. Pre.ss button A to toss the tomatoes in the direc
tion you arc facing.

Sling.shot. Tos.ses tomatoes even farther.
Rocket Skates. Press button A to crouch down and then let

go to catch some air. The skates only work over land,
and you cannot turn while in midair.

Super Hi-Tops. Fast feet. lYess and hold button A to run.
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You will automatically leap over an edge if you don't
stop short.

Innertube. Use the arrow keys to move in the water.
Rosebushes. Press button A to drop rose seeds on the land—

not the road or sand. Keep moving as you do so, or you will
be youchcd by your own fast-growing plant. The bushes will
block bad guys hot on your tail.

Fast Food. Remember what your alien momma told you: cat
right and you will be strong and healthy. And stay away
from junk food, or you will get a bellyache.

Foods are rated in three classes, depending on Just how good
or bad they arc. In general, if the food has lots of sugar or grease
or other such junk, it's good food to Toejam or Earl.

If Karl or Toejam says: the Food is:
" N o t B a d " O k a y

Most food cannot be picked up and carried, but i.s instead
eaten immediately. There are, though, some foods that come
in the form of Presents. F\idgc Sundaes are always great RniidtHn
Food is usually good (about 70 percent of the time) but
sometimes biid. And if Toejam and Earl are both together when
the Present is opened, it jitst might be good for one and bad for
the other.

Big Bucks. Rck them up by walking over them, or by open
ing moola-stuffcd presents.

You'll want to use your money for several important pur
p o s e s :
Mail Order. Go to a mailbox and stand still. Alter a moment

a menu of options will appear. Press Up or Down to select "Yup"
or "Nope" to make a purchase and ptess button A. If you don't
want to make any purchases, press button B to close the

" Y U M M M ! " G o o d
G r e a t" W O W ! "

" I C K " Slightly Bad
B a d
T e r r i b l e

" Y U C K ! "
" G R O S S ! "
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window. Waich out for Mailbox Monsters, though.
Wizard. He'll heal you for a measly buck.
Wiseman. He'll identify Presents for a two buck fee.
Opera Singer. For three bucks, she will sing a song and

pop all of the bad guys on the screen.

U V E S
Each character starts the game with three extra live.s. The

strength of your character is indicated on a Life Bar. Any time
Toejam or Earl are tlatiened (or "youchcd") they will lose pan
of the bar; when they eat food, the bar will be partially
restored. You also lose elements of the Life Bar when you are
swimming, so be sure to get to shore before you run out of air.

You will earn an extra life evay third time you receive a pro-
motkxt in rank, in other words, at the Pdndexter, Bid and Funklofd
levels. There are also a few 1-Ups hidden in Presents.

In the two-player game, there is a special brotheily love way
to restore health which works if one character's bar is very low
and the other very high. Simply bring the two together so that
they can give each other a "high five." The result will be
that the two Life Bars will be averaged, with one going down
a bit and the other up.

And. again in the two-player game, when one of the two char
acters loses the last of his lives, try pressing all of the buttons
on his controller again and again. You just might become so
annoying thai your partner will offer to give you one of his extra
lives to shut you up.

R A N K S
You'll start out with the lovely raik of Wiener and progress thitxj^
eight other insulting titles. Each time you go up in rank, your
Life Bar will become a litUe longer and therefore you will gain
a bit of strength and perseverance.

PiTxnotions are awarded on the basis of pcnnts. whidi are earned
by opening Presents or by uncovering terrain tiles on the map.
(In the two-player game, when Toejam and Earl are both on the
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screen they both will earn points for every tile uncovered.)
R a n k P o i n t s N e e d e d

W i e n e r Staning rank
D u f u s 4 0
P o i n d e x t e r 100 (extra life awarded)
Peanut 1 8 0
D u d e 2 8 0
B r o 400 (extra life awarded)
Homey 5 4 0

Rapmastcr 7 0 0
F u n k l o r d 880 (extra life awarded)

MEET THE HUMANS

Crazed Shopper (Spendilallinadae). Attention shoppers!
She's always on the buy. even crazier when she is accom
panied by a young shopper in a shopping cart.

Wiseman (Carrolits Smarlius). Also known as Canotman,
he's all right for a human. Slip him a few bucks and he'll
identify the contents of a hidden pre.sent.

The Wahini (Hawaiinus Bootius Shakium). What more
could an alien want: a gcvgeous young Hawaiian maiden dressed
in a grass skirt and dancing the hula. The closer you get, the
more you feel like dancing, which may not be the best sit
uation to be in if you are being chased by a nasty.

Insane Dentist fPoinusA/orunus). He'seithera very bad den
tist with a dull drill, or a very mean one.

Cupid (Cupidus Slupidus). If you are hit by one of the
arrows of the Baby of Love, you will fall in love... and that
is not good, in this game at least. You can knock the baby
out of the sky by touching him with the air of Icarus
Wings, Spring Shoes or Super Hi-Tops.

Hamster in a Rolly-Bai! (Rodentia Noltoosmartium). Round
and round he goes, why he chases himself nobody knows.
He's slow enough for you to just stay away.

Bogey Man (Pygmyus Scaremtadeathium). What a card!
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Invisible when he's not moving and a slim shadow when tip
toeing up to somebody to yell, "Bogey, Bogey, Bogey."

Nerdherd (Geekiis Dorkin). All of the worst qualities of
the human species rolled together into one big geek.

Mole (Diggus Thiefus Yawannakilium). The very annoying
little Presenl-snatcher, he will burrow up from under
ground to make a heist.

Santa (Ho Ho Hoium). Is he the srxircc of all the PiusenLs? And
are there more in his sack? Then why don't you be a grinch
and go steal one or two if you can find the old guy?

Angry Bees (Buzsius Stirigiuni). Why arc these guys so
angry all the time? And how do you tell the difference between
normal bees and deadly bees?

Wizards (Prestidigium Healum Ferabuckium). How friend
ly these guys are! Stroll up next to one of the.se wandering
wise men and he's very likely to offer to heal you. Fot a small
charge, of course.

Mailbox Monster (Mailboxium DoiiUrustium). What could
possibly be dangerous about a mailbox? But wait . . .
that 's not mailbox: i t 's a Mailbox Monster. And i t 's hun

gry. If you are very patient and stare very intendy, you may
see the monster blink its eyes. Another way to tell the
monster from the mailbox is to try to make it dance.

LiJ Devil (Devilus Pokium). Small, red, with little horns, a tail
and a pitchfork, he's also a whole bunch of little trouble.

Shark (Fishius Notsoniccum). Pearly teeth rules the waves,
so .stay out of the water if you can, or swim real fast.

Tornado (Spinnus Makemsickiiim). Not your ordinary
whirlwind, this guy seems to take off at humans. It can't be
outrun, but it can be avoided by a last-minute dodge.

Fat Man & Mower (AmesicaniLs Subtirbiitm). One of the most
dangerous Earthlings, he is armed with a iawnmower and
a big yard.

Opera Singer (Fallus Singiis Irrilatus). Toss her three
bucks and she will screech... er, sing... for you. Her voice
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is so loud, in fact thai she can pop all other Eaithlings in the
area. If you are very wealthy, the Opera Singer can follow
you around for a while as an operatic bodyguard.

Chickens with Mortars (Cluckus Artillarus). The attack of
the killer tomato-tossing poultry. When they start clucking,
you should start ducking.

Phantom Ice Cream Truck (Driverus Insanicus Ghostium).
You hear the tinkle of the bells, but you won't see the truck
until it comes zooming out of the mist toward you.

SECRETS OF THE PROSI
The first lime you play the game, just sit back and groove on
the inu-oduction. It'll tell you the story.

If you want to open an Action Present and don't want it to
affect your partner in a two-player game, move far enough away
from the other player so that the screen splits into two windows.

In general, in the two-f4ayer game, the boys should sbck togeth
er in the higher and more difficult levels but feel free to sep
arate and explore the tower regions independently.

You'll move more quickly if you stay on the road, straying
off only when necessary. Walking in the sand will particularly
slow you down, especially when you start to sink. In the
two-player game. Tocjam or Earl can rescue a partner stuck in
the sand by touching him.

Be sure to explore the edges of the land to uncover hidden
c o r r i d o r s .

POWER PIAYER HINTS
Secret Level: There's a hidden Level 0 below Level 1, worth
an extra life. Go to the island world of Level I and biing with
you a means to cross the water Inner tube, Icarus wings or rock
et skates will do fine. Head down/left over the water to an island

you'll find there. Grab berth of the Presents you find there, and
then head for the hole in the middle of the island and Jump into
it. Welcome to Level 0!
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Head for the lemonade stand and have a drink to earn an
extra l i fe.

To get off the island, just fall of the edge to return to the high
est level you have reached in the current game. Or, you can use
the "unfair* command to go back to Level I.

Toe Jam & Earl is a ifademari; of JVP. O !99l, JVP. 9 1991. Sega of
America. Inc.

Wonder Boy in Monster World™
Graphics/Sound: 6 Resportse: 6
F u n / R e a l i s i n : 6 U l t i m a t e S c o r e : 6

Well, there's the guy Wonder Boy, who's been the hero of sev
eral classic Sega Jump, slash and spellcast games. And then there's
Monster World, which is a once-peaceful village called
Alsedo that has come under the dominion of the . . . you
guessed it... moasters. The Queen lias called for a hero to come
forth to remove the monsters, and who else could it be but young,
trustworthy professional dragonslayer Wonder Boy. One
pluycronly.

W H O ?
You arc W.B. h imse l f .

W H A T ?
Talk to the villagers. Slay the monsters. You know the deal.

USING THE GENESIS PAD
DirectionaJ Button (ELButton); Press Up to enter a house or
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shop, climb a ladder, to talk to someone or to look up.
Press Down to leave a house, to crouch or to descend a ladder.
Press Left or Right to go in those directions.
When underwater, press the arrow keys in any direction
t o s w i m .

Button A: Press and hold while pressing LeR or Right to use
magic or items, as selected in the Equipment window.
Press to accept a choice.

Button B: Press to attack with the currently selected weapon.
If you have a Spear or Trident, you can use it as a shield to
defend agaiast attack. Press and hold the Up arrow and press
the B button repeatedly.
Press to cancel a choice.

Button C: Press to jump.
Press and hold the Left or Right arrow and press button C
to perform a running Jump.
Underwater, press to rise toward the surface.
Press to accept a choice,

Start: Press to pau.se the game and display the Equipment
w i n d o w .

SCREEN DISPLAY

Vitality Meter. The hearts indicate Shion's remaining ener
gy level; if the meters reaches empty, the game is over.

Enemy life Gauge. During a battle, this meter will af^xar beneath
the Vitality Meter, it shows the lemaning strcngth of the enany.

Item/Magic EquipptxL The window at top right ^ws the type
of item or magic Shion is currently equipped with.

Gold. The number of gold pieces collected thus far.

SPECIAL DEVICES
Treasure Chests. They contain gold, a special item or other

things: look for them in the dungeons. To open, stand in fiont
and press the Up arrow.

Hearts. They will appear on screen after you defeat some of
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the more difficult enemies, or within some Treasure Chests.
Small ones restore portions of Shion's Vitality Meter,
while larger ones will make the gauge itself larger.

Gold. Collect pieces after you defeat monsters; some may also
be found in Treasure Chests. Use the money at the Combat
or Item Shc^ to purchase weapons, boots, medicine and other
important goods, or to buy a good night's rest at one of the
I n n s .

Elixir, Key and Lamp. Available for use automatically
when necessary.

Medicine. A one-time restoration of some lost vitality.
Ocarina. Play this ancient wind instrument to open some of

t h e d o o r s .

M A G I C
Shion can use six types of magic, which can be equipped and
used when needed. You can have two types of magic available
at one time. To use the magic indicated in the left box, press
and hold button A and press the Left arrow. To use the other
magic, press and hold button A and press the Right arrow.
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Fi re S torm. A ra in o f flame.

Quake. Knocks strong monsters to the ground.
Power. Enhances Shion's power for a short period of time.
Shield. Gives a temporary protective force field; while Shion

is within, he cannot suffer any damage.
Thunder. It's not the thunder that destroys, actually. It's

the lightning.
Return. Zooms you out of trouble and back to the last Inn you

v i s i t e d .

SECRETS OF THE PROS!
You'll need to play the right kind of music on your Ocarina to
open locked doors. The tunes are combinations of A, B and C
notes. Guess what the three buticxis on your control pad are labelled?

Wonder Boy in Monster World. © 1992, Sega.

m

Ys ///™

Graphics/Sound: 6 Response: 6
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 6 . 3

Wanderers from Ys is the third in a series of very detailed role-
playing games based around the history of the ancient world
of Ys. Books I and LI of the adventure were big successes in
Japan. This game is one of the few tides now avaUable on all
three of the leading 16-bit video game machines: Ys made a
modest appearance in the United States in a CD-based game
for the NEC TurboGrafx-16 machine and debuted on both the

Super Nintendo and the Sega Genesis in 1992.
Here's the prehistory: Eight hundred years ago, Ys was a
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peaceful and magical place ruled over by two beautiful god
desses and six priests. The source of the magic was said to be
a mysterious stone that was called the Black Pearl.

Using the stone and its magic, the priests of Ys had creat
ed a sacred metal, Cleria. which brought even greater riches.
But then oite day, a great evil spread across the land. The priests
blamed the bad times on the Cleria, and they decided to bury
h and hide it away. At the same tin^ ihey raised the saocd Solomcin
Shrine, home of the Black Peart high in the air to prevent it from
being destroyed. And then, in their final act, the priests wrote
down the history of Ys in six books and hid them about the land.

Ys continued to ^linc until generations later, when the Cleria
was rediscovered. Peace and prosperity returned to the land.
But once again, after a while, a dork Evil Force appeared and
the land seemed doomed.

This time, there was a difTcrcttce; a young man named Adol
Christine. This brave boy leams that whoever finds the six lost
btwks of Ys and returns them to the statues of the ancient found

ing priests would make all things right once again.
So, hey, what the heck: He decides to do it by himself.
Adol started his quest in Book 1 in a small town named Esteria.

where he stops and talks to anyone and everyone who will give
him the lime of day. Then he visits the town smithy and
picks up a new suit (of armor) and a shield and a sword... you
get the idea.

In Book 1, you mu.st find aixJ obtain the missing aiKient books
that tell the history of Ys, a world of magic. After you obtain
the first five books, you must travel to Darm Tower where you
must meet and defeat the Demon Boss, Dark Fact, to obuun the
s ix th book.

Thus prepared, you enter Book II, whae you mikst first chal
lenge the Evil Spirits and return the six books to the statues of
the dead priests of Ys. When this is done, the true source of evil
will be uncovered; The mysterious Black Pearl, supposedly the
source of all that is good, is actually the ultimate Boss Darm,
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the source of all (hat is evil, and that is not good. The goal of
Book II is to reach the Solomon Shrine and there destroy Black
Pearl and return Ys to peace and prosperity.

Ys Hi is a bi t less structured than the first two adven

tures, but it packs a tremendous graphics punch: you'll know
you arc in a 16-bit game right from (he beginning. And the masi-
cal accompaniment is pretty impressive, too, especially if
you pump it through a stereo system.

It seems that our friend Adol is off wandering when he hears
the story of poor unfortunate Saiina, a land that has come under
some sort of monstrous control. What better a vague assign
ment could a professional monster-slayer want? The Sega game
is essentially the same as the Super NES version, although names
of some characters, locadons and items have changed in the traas-
lation from Japanese. One player only.

W H O ?
Adol Christine, professional adventurer, and his good buddy
Dogi, a former thief. You'll also meet beautiful Elena, a
long-lost friend of Dogi: Chester, the older brother of Elena,
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who is working for King McGuire of Valesline Castle; and final
ly, the King himself, who is much disliked and distrusted
by the people of the Kenai Region.

USING THE GENESIS PAD
Directiona] Button (D-Button): Press to move your character,

aim weapons in a fight and select items.
Press Up to climb and Down to squat.
Press Up when you are in front of a door to enter.
Press Up to open a jewelry box; some boxes may require use
of a key first.
Press Down and Left or Right to crawl in those directions.

Button A: Press to use items.
Button B: Press to use swords.

Press to talk to the townspeople and change the speed of mes
sages.
Press to open a Treasure Chest when Adol is directly facing iL

Button C: Press to make characters jump.
Jumping can be combined with use of a weapon.

S C R E E N D I S P i AY
There are six impcxtant indicators across the bottom of the screen.
Flayer. The length of the bar lepresents the maximum Hit Pdnts.

The yellow portion of the bar shows the current Hit Point
level; the red segment shows current damage.

Enemy, This bar shows the life force of an enemy you may be
currently fighting. Just as with the Player indicator. Hit Points
are represented by a yellow bar and damage is shown in red.

Hit Points. An indication of your survival power. The num
ber is displayed in two parts; your current level and your pos
sible maximum. When Hit Points reach 0 you will lose a life.
Before then, you can recover some points from medical herbs
and the healing Ring.

Experience Points. You will increase your fighting and
exploring level by boosting Experience Points, which are
awarded based on your success in battle.



Amazing Quests 183

Ring. The power of the Ring is an impoctant device for Ihe game.
The higher ihe number, the more power; when the indica
tor reaches 0 the Ring has no power. You can recover
some portion of the Ring's power by success in battle, or by
obtaining Procia's secret medicine. A full recovery of
Ring power can be purchased at the item shop.

Gold. The amount of cash you have collected.

S W O R D P L AY

Your trusty sword is your basic weapon, and it is deployed by
pressing the B button. You can swing the sword while stand
ing still, or while walking.

Press the B and C buttons together for a Jumping Swing, a
good technique for an airborne enemy.

Attack smaller enemies with a Crouch and Thrust by
pressing Down and C.

A amilar technique is the Tbusiing Down Swir̂  ftess Dowrileft
or Down/Right together with the C button.

Press the Up arrow and the C button to swing your weapon
to Thrust Up at flying enemies. Press the Down arrow and the
C button for a Downward Stab.

S H O P S
Vero's Weapon Shop. Be careful out there. Load your char

acters with swords, armor and shields.
Sheena's Item Shop. Purchase all sorts of special items and

recharge your Ring.

SPECIAL I1EMS

S W O R D S
Short SwordL Light arul easy to use, but too short to inflict much

damage on monsters.
Long Sword. Very hard to handle with one hand.
Broad Sword. An iron sword of extreme power.
A R M O R

Leather Annor. Madeofhtxsehide, it's light and easy to maneu-
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ver in, but not all that much in the way of protection.
Chain Mail. Inexpensive protection, it's heavy and bulky.
Plate Mail. Stronger—but even heavier.
S H I E L D
Wooden Shield. Cheap, but that's okay: It doesn't work all

(hat well, either.
Smal l Shield. A metal shield of some value.

Large Shield. A heavy, expensive and useful iron shield.
M A G I C R I N G S
Power King. EXxtblcs Adol s ofTcn.dve poww, Dim't leave home—

especially for a battle against the strongest enemies—
without i t .

Timer Ring. Cul.s the speed of your enemies in half.
Shield Ring. Reduces any damage to your character by half.
Protect Ring. Completely avoids any damage for a short

period of time; power consumption is high.
Heal King. Recovers lost Hit Points.
M A G I C A L I T E M S
Medicine Herb. A one-time cure for loss of Hit Points; all will

be restored.
Amulet. Destroys all enemies on the screen when used.
Urosha Serum. Regains some lost Ring power.
Necklace of the Spirit. Try it—you might like it.
Mirror of the Illusion. Freezes the movements of your

enemy for a short period of time.

WORLDS AND ENEMIES
Sarina. The .stcny begins in this mining and trading town, near
Tigray Quarry. Among the locations you will visit here are the
Item Shop, where you can purchase Medicine Herbs and
the Mirror of the Illusion. Adonis runs the Arms Shop, where
swords, armor, shields and various weapons are available.
Tigre Mine. High up in the mountains they quarry a crystal-

l i k e m i n e r a l c a l l e d P c r l e .
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Among the evils of Tigray are KeyTons, huge bats with fear
some fangs and nasty nails; Gululmuses, a six-legged
spider giant; BlknMHi a bee with a killer sting; the mini-ogre
Raddel; Geld, a wicked monster with a reptilian head
and a long, sharp nail; Rowbai, a bloodsucking sea plant;
Duran the evil magician, who will throw a ghastly sword
from his crystal ball (squat down to avoid it); Elfeilu, a mem-
ster who Ls a lot prettier than she acts—beware her wave beam
and thunder; and finally, Istersiva, a living, deadly rock.
Alcaino Ruins. The ruias of a great city, located near a still-

active volcano. It's a hot place for a quick visit.
Be on the watch for creatures including Seean, a walking
dead monk with a maliciously magic cane; Earger, a
flaming big mouth; Fazuls, obnoxious owls that will
swoop down—but not quite to the ground—for an attack;
Shiguld, wild beast with a whip; Galg, a nasty land crab with
sharp nails and a weak stomach; Almengar, a flaming
body who can inflict a great deal of damage; Kelzuarl, an
unfriendly firebird; and Gyalva, a flaming flying dragon that
once was the guardian deity of the volcano.

Seko Mountains. Magic snow-capped mountains; a place of
great danger. There is someone you will need to meet
there, living in a log house.
Bad guys of Elderm include Halle, an underground creature
with a wicked, long tail; Iruva, a rock creature with a
core of lava; Jigcl, a huge bee that lives in a cave and spews
foith baby bees; and GiMtas an ice dragon with a frigid biealh.

Valcstine Castle. An attractive castle filled with labyrinths
and traps.
Watch out for Ishgucst, a relentless soldier; Haivalger, an
aggressive ogre in armor; Garllum, a purple-skinned
bowsman; Estaiion, a ghost in a metal shell—all that can
be seen are his red eyes, and Deto, an acid slime monster.
Ys III is a uadcmarfc of Nihon Faicoin. Inc. Game £) 1992. Renovation

Products, Inc.



Mini Hints and
G o m e G e n i e

C o d e s

Player Benare: A few of ihc hinLs in this section call for remov
ing or installing a game cartridge without turning off the
Genesis. AcconSng to Sega, iliis could damage the .system, although
we've done it many times without problems. Anyway, you have
been wamed.

AFTER BURNER II.
Level Select: From the Start/Options screen hold A, B

and C and press Start twice.
Super Fill-Up: Next time you pull into the gas station for lefu-

eling, you might want to try holding down these buttons dur
ing the process. You'll be rewarded with 100 missiles!

R o u n d 3 : L e f t / B R o u n d 1 3 : L c fl / B
Round 5: Right /B Round 16: Right /B
R o u n d 9 : B R o u n d 1 9 : B
Round 11: Right/B Round 21: Right/B
To reverse the controls for your aircrafu hold down buttons

A and B on Controller 2 and press Start on Controller 1.

AIR DIVER.
Here's the key to a life without pain or suffering, at least with

in Air Diver. At the start of the game where you are called upon
1 8 7
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to select a section of the map to begin your adventure, move
your Plane icon to an area with no enemies. Now hold down
the Start button and press A, B, C, B, A, A. B. C. B, A and then
B. Release the Start button and move the Plane icon to a

starting point on the map and then press and hold down the Start
button again until the round begins.

ALEX KIDD IN THE ENCHANTED CASTLE.
Here's a sneaky way into an upper level of the Sky Castle.

At the start of the stage, jump into the Pedicopter and fly up as
far as you can to the ledge outside the castle. (You might as well
grab as many treasure chests as you can along the way.) Go all
the way to tlie right on the ledge, lie down and punch away until
you make an opening in the wall of the castle. Slither your way
through the hole and you'll find yourself up high in the castle.

And here is a dangerous thrill. For unlimited lives, turn on
your Genesis with a copy of Golden Axe installed. When the
Sega trademark appears, remove the cartridge without tuming
off the power. Insert Alex Kidd and press Reset. Skip over the
Options screen and start play. The screen will indicate that you
have nine lives, but that number will never go down.

By the way, the above trick is also supposed to work if you
use Space Harrier 2 or Super Thunder Blade as the first game.

A R R O W F L A S H .
Live forever From the Option screen, change Arrow Flash

from Stock to Charge mode. Watch the demo play all the way
thrxrugh and then hit Start until the game begins. From this point
on in the game, each time you press and hold down button C
for about five seconds you will pick up a period of invincibility.

A R C U S O D Y S S E Y.
Here are the codes to all of the characters, starting at Act 8.
J e d d a C h e f K J C B H N I V X R
B e a d S h i r a K R 0 D K 2 I Z X 5
Diane Fireya IJXBU2JOHB
ErinGashuna HJKBQYIZPK
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BACK TO THE FUTURE 3.
Here is the key to ddp over stages of the game. Pause the game

and (hen press the following buttons at the same time; Up and
A; then Down and A: then Left and A, and finally Right and A.

BATMAN; RETURN OF THE JOKER.
2 - 2 N W K L 3-1 LGZQ
3 - 2 G P T W 4-1 G N K F

4 - 2 K H C N 5-1 Q G V N
5 - 2 W B Z T 6-1 F F H G

6 - 2 C K Q G 7 - 1 G P Z T

BUDOKAN; THE MARTIAL SPIRIT.

Be sure to spend some lime on the Free-Spar Mat as
Player 2 .so that you can get used to operating the control pad
with all of its a.ssignmenLs res-ersed. You can even do this if there
is just one player in the game. If you have only one control pad,
plug it into the port for Controller 2 and proceed as if it were
a Kumite session.

B U R N I N G F O R C E .
Here's the key to having 10 men at the start and at each Continue

after then; from the title screen, press B, A, B, A, A, C, A. A
and Stan.

C H I N A W A R R I O R .
Want to light forever? Here's the secret of invincibility. Reset

the game while holding down buttons 1,2 and Select. Then press
Up once. Relea.sc all of the buttons and then press Select. Push
Up three times. Right six times. Down two times and Left two
t i m e s .

At the Options screen you will be able to choose Invincible
for your character, your enemy or both.

C O L U M N S .
You can make one last shuffle if you time it just right; the

blocks don't lock down into place until a fraction of a second
after they touch bottom.
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Il's just a tiny litllc bit of cheating, but you may want to hit
the Stait button to pause the game every once in a while. You
can catch your breath and do a little bit of strategy.

C Y B E R B A L L

Cyber Bowl I, with a cool $999,000 in ca.sh in the kitty (note
that the only difference between codes is the first and eleventh
characters):

G R O U P i
A t l a n t a - B o s t o n

Boston-Washington
Chicago-Boston
C l e v e l a n d - B o s t o n
D a l l a s - B o s t o n
D e n v e r - B o s t o n

Detroit-Washington
Indianapolis-Boston
Las Vegas-Atlanta
Los Angeles-Washington
M i a m i - B o s t o n

Minnesota-Washington
New England-Washington
New Orleans-Washington
Philadelphia-Washington
Phoenix-Washington
Pitt-shurgh-Washington
San Diego-Boston
San Franc isco-Boston

Tampa Bay-Boston
Washington-Boston

G R O U P 2

Buffalo-Tampa Bay
Houston-Las Vegas
St. Louis-Tampa Bay

T S B B B 5 P S I H 6 X

5 5 B B B 5 P S I H D X
C 5 B B B 5 P S I H P X
7 5 B B B 5 P S m u x
L S B B B 5 P S I H 4 X
8 5 B B B 5 P S I H G X
H 5 B B B 5 P S I H 7 X
K S B B B 5 P S I H 3 X
S 5 B B B 5 P S r a S X
6 S B B B 5 P S I H A X
M 5 B B B 5 P S I H J X
P 5 B B B 5 P S I H E X
N 5 B B B S P S I H R X
A 5 B B B S P S I H 9 X
G 5 B B B S P S I H S X
9 5 B B B S P S I H N X
F J B B B S P S I H S X

D 5 B B B S P S I H F X
U 5 B B B S P S I H H X
R 5 B B B S P S I H T X
F 5 B B B S P S I H C X

J5BB BSPS IB6X
4 5 B B B S P S I B A X
3 5 B B B S P S I B Y X
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G R O U P 3

Cincinnati-Tampa Bay
New York-Las Vegas
Portland-Las Vegas
Sealtle-Tampa Bay

2 5 B B B 5 F S I B V I
0 5 B B B 5 P S I B B l
Z 5 B B B 5 P S I B X I
Y 5 B B B 5 P S I B I l

DESERT STRIKE
Campaign 2 AQJMMHW or BQJZAEX
Campaign 3 TLOEOAQ or TLJAOAZ
Campaign 4 JTKKOME or ITOIPEK
Here's a password that lets you begin at the beginning, but

with two extra lives: TQQLOM

MIKE DITKA POWER FOOTBALL
Atlanta vs. San Diego x6AGMh
Chicago vs. Cleveland BaK2Mw
B u f f a l o i n fi n a l s F y C 4 2 u
D e t r o i t v s . B u f f a l o n k N 4 2 K
New York (N) vs. Denver wbD0E6
Washington vs. Detroit ZuG4Ex

To boost your starting lives to seven and begin with
390.000 points, enter DEVILCRASH. To go up a notch, to ten
lives and 2,000,000 points, use TECHNOSOFT as your
pa.ssword.
EARNEST EVANS.

Stage Select: Pause the game in any area and then pte.ss Up,
A, Down, B. LefU A, Ri^t, B and then unpau.se the game. You'll
skip immediately to the next stage.
JAMES "BUSTER" DOUGLAS CHAMPIONSHIP BOXING.

Tlicre's a secret sound test; it requires two Controllers to bring
it up. Press Start on Controller 1 and choase a one- or two-play
er game. Then press and hdd down butaxt C and Start on Cortttdler
2 and then press Stan on Controller 1.

D R A G O N ' S F U R Y.
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E LV I E N T O .

To power up wiih full magic, press Start to pause the
game and then press Up, Left. Ri^t. Down and C You'll receive
one ma^cal power for each lime you do this, so repeal the ULRDC
code five times for a full set.

To go to slow-mo, press Start to pause the game and then
press Up, Left, Right, Down and A.

And finally, to bail out of the current stage and jump to the
next one, press Start to pause tlte game and then press Up, Left,
Right, Down and B.
E-SWAT: Cr rV UNDER SIEGE.

You will not reach the rank of E-SWAT until Mission 3, and
therefore will not be able to collect and use special weapons
until that time. Since you cannot select a weapon in the early
stages, then, button A will function as a second Jump button.

Here is a decidedly unofticial way to cnicr the game at any round
Turn on the Genesis and wait for the title screen to appear.
Without turning off the power, remove the game canridge and then
plug it back in. Press the Reset button. When you see lite Mission
1 status screea press A, B and C at the same time and you will be
able to select levels by pressing the Up or Down arrow.

Here's another Level Select method for accomplished
players: Beat the game. Then, at the end scene press and
hold the arrow key in the Down/Left position and hold the A.
B and C buttons. Then tap Start several times until the music
begins and a Level Select screen begins.
FAERY TALE ADVENTURE.

Go right to the end of the game with this code:
7 R 2 K U L 6 R S Z X S K 6 N H G S D C B 7 2 0 6 6 3 R 1 2 H O 7 8 5 P

FINAL ZONE.
Each weapon will have different characteristics, depend

ing on which part of the NAP body you assign it to. If the
device is loaded on the NAP's right hand, it will work as a
hand-held weapon; if it is loaded on the back, it will work as
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an Optional weapon. If the device is loaded on another part of
the body, it will work as a shield. Hand-held weapons have an
unlimited supply of buIleLs; Optional weapons are more pow
erful, but have a specific amount of assigned ammunition.

You will want, of course, to load up your NAP with as much
firepower as pos.siblc. When NAP is hit by an enemy shot, though,
it will lose the weapon with the lowest priority; similarly, when
an Optional weapon uses up all of its ontmunition, it will be moved
to the lowest priority part of the body and other weapons
will move up in priority.

The order of priority, from highest to lowest, is:
1 Right hand 8 Right shoulder
2 B a c k 9 L e f t s h o u l d e r

3 L e f t h a n d 1 0 Right leg
4 Body 1 ! Left leg
5 Shoulder joint 1 2 Right arm
6 Right waist 1 3 L e f t a r m
7 H e a d 1 4 L e f t w a i s t
If you want to save a particular weapon for later on in a stage,

change its priority to a hi^ier level. You may not, though, want
to make it number one in priority until needed, to avoid using
up ammunition.
F O R G O T T I N W O R L D S .

In the two-player game, if Player I loses his life but Player
2 is still in the game (or the other way around) the dead
player can jump back into the game by pressing the Start
button on his or her control pad.

Now just suppose you were playing by yourself, but hap
pened to have a second control pad [bugged into your Sega Genesis
machine? If you were to choose the two-player game and were
to switch back and forth from one control pad to the other when
ever an onscreen character wa.s killed, you could have an
unl imi ted number of Cont inues.

And to make your assignment even a bit easier, how about
going to the Option screen and turning on Auto-Rre. Then park



194 Official Sega Genesis and Game Gear Slralegies

your second player somewhere in ihe middle of the screen and
let him fire away.

G A I A R E S .

Stage Select: Go to the Configuration screen by holding but
tons A, B and C and pressing Start. Set the Sound Test num
ber to 18 . Ho ld bu t ton A and Cont ro l le r 2 and ex i t . Now

press Start on Controller I at the title screen to enter a secret
Stage Select.

Weapon Select: You must have passed through the Stage
Select .screen en route to thi.s tip. While playing, pause the game
aiHl hold the Up arrow while you fwess button A. Each time you
press button A you will change to a new weapon. Pro players
recommend the T-Braster and F-Format ion.

Weapon Power-Up: Again, you must enter the game
through the Stage Select route. While playing, pause the
game and hold Up while pres.sing bunon A twice. Unpause and
you will have a fully powered Toz.

Secret Invincibility Mode: Pause the game and then press
aiKi hold buttoas A and C. While holding them down, press Left.
The screen should pause momentarily. Unpause and return to
the game as an untouchable. You'll have to do this trick
each time you start a new level.

To obtain the T-Bra.ster, the ultimate heat-seeking weapon,
at the start of the game, shoot out your TOZ unit six times before
you capture an enemy ship.
GHOSTBUSTERS.

Here is a way to limitless riches! When you find a chest con
taining money near the entrance of a maze, grab the dough and
then leave the building. Go right back in and go to the chest agrun:
a new supply of cash will be inside. Repeat this as often as you
l i k e .

Take advantage of the Easy mode of the game. You will start
with $S,000 and extra Continues. Buy a Peking Duck and as
many bombs as you can.
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Game experts recommend skipping Egon as your starting
character; use Raymond or Peter.

G O ! G O ! TA N K .
Seven extra vehicles: from the title screen, press Left,

Up. Right. Up. Left. Left. Up. Right. Up. Left. Up. Right and
Start.

InviiKibility: from the title screen, press Left. Up, Right, Up.
Left. Left. Up. Right. Up. Left, Up. Left and Start.

GOLDEN AXE.
There is a secret Level Select feature in the game that

will allow you to choose your starting stage from 1 all the way
to 8! Note that most—but not all—Golden Axe cartridges seem
to include this feature, which is left over from the programming
of the game. You'll need to play in the Arcade mode.

When you are at the Player Select screen (where the skele
tal is hdding chsacteis in his hands), piess and hĉ  the Down/Left
arrow key, button B and the Start button. You will see a
small number in the upper left comer of the screen; use the Up
or Down arrow to cycle through the numbers and press Start
when you are ready to play.

Here's another secret, a way to pick up two extra Continues.
Set up the game for two-player mode by pressing the Start but
ton on the second control pad. Then immediately allow the sec
ond character to be killed off. All of his or her Continues will
be transferred to the first player, who will continue on with the
game.

There's a high-flying maneuver that requires a bit of prac
tice: Try pressing the Right or Left arrow key to make your char
acter run. press the C button to jump and then press the B but
ton while in midair for a downward thrust.

And Anally, here's a super secret way to begin a game with
as many as 30 men. Start by selecting a one-player Arcade mode
game. Next press and hold the Down/Left arrow to make
the warrios spin around on screetL Continue to hold down the
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aiTow and press buttons A and C at the same time. Let go of
everything and press Start. You'll have 9 credits. Start the game,
or do the trick again to increase your lives.

G O LV E L U U S .
Here's a code that will start the game with a bunch of

special items, including the Legendary Sword, Ascent Boots,
seven life potions, three crystals. Remcdia's Shield, green and
purple Mea, Aresla's Pendant, three rings and a whole bunch
of gold. The code is a repeating set of SEGA. When you get
to the end of the password space, spell the last word as
SEGQ.

H A R D D R I V I N ' .

Play a game and lose. Then go to the Option screen and select
Practice Mode. You will now be able to practice your hard dri-
vin' with other cars on the course.

You'll need to be moving at least 6() niph to get througli the
Loop-the-loop safely.

Try not to slam on the brakes; instead, let go of the accel
erator to slow slightly, or tap the brake button.

HELLFIRE.
As if this game was not tough enough, there is a way to go

to an even more difficult mode. Go to the Option screen and
move lite selector to the Hard difficulty level and then head for
the kitchen aitd make yourself a .sandwich. After a few minutes,
the difficulty level will change by itself to "Yeah, right."
The good news is that you will start with 99 Continues.

HERZOG ZWEI. Here are some codes:
5 W i n s : G G G K H A G O K L O
2 2 W i n s : I M L P F E G E M L C
1 2 W i n s : B P H O H A C A G M L
2 5 W i n s : J A J J B P D N C M C
1 9 W i n s : N P L O F O C A G K P
2 8 W i n s : L I L O P B D P I K J
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Zoom right to the hnal round (number 32) with this code:
J L J O I G L A O K N

T H E I M M O R TA L

L e v e l 2 : c d d f T l O O W f T O
L e v e l 3 : r 4 7 c r 2 I O O O c l O
L e v e l 4 : 8 f d r e 3 1 0 0 1 c b o
L e v e l S : 9 4 b n > 4 3 0 0 0 e b 0

INSECTORX.
Fx unlimited Gmtinucs. be ready when (he Game Over screen

appears. Press and hold Lefl/Up on the arrow pod and then p^ess
the C buQon. Each time you press C, the number of Continues
will increase by one.

K L A X .
E)on't forget that your paddle can hold as many as 5 tiles at

once. Stack up tiles there and wait for the color you want to be
on top.

And. although it takes some practice, learn to use the abil
ity to "throw back" a tile using the Up arrow. It will vault over
any descending tiles in the current column, allowing you to leorda'
the tiles on your paddle.

L A S T B AT T I E .
Once you are past the lirsi chapter, you carrcontinue your

game frotu the start of the previous chapter by pressing the A.
—B and C buttons together with the Stan button.afteuhe^gain.e

returns to the Start screen.
Hercts a trick that comes with the warning you read about

earlier. Load Space Harrier 11 in your Genesis. At the title screen,
p^ the A button to go to the Selection-aiiiiafc Wow winave
tb^ SpKe Hwrier 11 cartridge fronHhe Geoe^ yviihout turn
ing it off. Insertihe Last Battle cartridge. When the sctesrvsays
"Legend ofcthe Final Hcro.'^push the A.>dfC and Stan buttons
at the sarne time.. Push the Up-mrow to make the chapter
number change and then press Start to begin play.

L e v e l 6 : 5 6 3 r [ 5 3 0 1 0 a 4 1
U v c l 7 : c 2 5 0 f 6 3 0 1 0 a c l
L e v e l s : e 0 I l f 7 3 0 1 7 8 c l
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Here's another hint, a way to cwtinue once you are past Level
1. After you lose your lives, press and hold A, B and C at
the same time and press Stan four times.

J O H N M A D D E N F O O T B A l i

(Original edition. 1990 copyright).
Go to the second round without a grunt: 0466400
Or the third round: 0077661
Here are some tournament games:
Atlanta against Chicago 5002300
Los Angeles at Chicago 6504500
New England at Buffalo 0600100
New York at Washington 0700100
Here are a few passwords that will take you right to the Super

B o w l :

Chicago against New England 5555555
A t l a n t a a g a i n s t M i a m i 7 7 7 7 7 7 7
San Francisco against New England 1717171
Philadelphia against Houston 1777777
Phi lade lph ia against Miami 7676767
Here's how to attempt an oasidc kick, in which your side

retaias the ball after a kickofT. Put the player marker on the kick
er. Then press C quickly to set the kick power as low as
possible. Then press button A as you are about to kick; this will
make the kicker jump at the moment of contact If you do it cor
rectly, the kicker will Jump on the ball and the message will read,
"Kicking Team Recover!"

In Regular Sea.son games, there is no delay-of-game penal
ty. It's not quite fair, but it is possible to eat up a lot of time on
the clock by holding on endless huddle.

J O H N M A D D E N F O O T B A U . ' 9 2

Championship passwords;
A t l a n u D 7 2 C 8 3 5 L
B u f f a l o D W J 4 N L P V

C h i c a g o D N G T Y 8 P O
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C i n c i n n a t i C 5 3 6 L L J Y
C l e v e l a n d B H 5 0 . I 4 G N
Da l las B D N Z Z T R l
D e n v e r D N Z 7 N 5 0 D
D e t r o i t B H L 5 0 X B 6
Green Bay C 2 V O R H 5 F
H o u s t o n C L D C K B F T

Indianapolis D K X L Z I L W
Kansas City D G X N T K W T
Los Angeles B H J F G F V R
M i a m i C 2 Z 4 Z S Z S
M i n n e s o t a C C 5 0 N 7 W 4
New England D G I O W J C T
New Jersey C S 4 1 L X 6 8
New Or leans D V 8 X C H Z G
N e w Y o r k B T C H R S R X
O a k l a n d B H 4 M B J 0 3

Philadelphia B T G B F 4 Y 9
P h o e n i x D R 8 5 K S 3 5

Pittsburgh D W N 8 M Q 6 J
San Diego C 8 X 8 R T 1 V
Seatt le D S K Y 9 L W W
San Francisco C C 7 C D V L S

Tampa Bay D N B S I K M B

Washington F B 1 6 W J W F
And here 's a mind-blowing trick that should stop your

Opponent from scoring extra points after a touchdown. Keep
sending your defenders offside until the boll has been advanced
all the way to the goal line. Now when the other side kick-s the
ball, it will be too low to clear the goalposts.

M E R C S
Is this gam: too tame for you? How about chan^g to a super-

tough, super-fast version? Start the game and then press and
hold A. B and C; press Start to zochti into the most difficult did-
lengeof the game.
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MIGHT AND MAGIC.
Eat for fice. Go (o the Command scieen, select Share and then

Food. Keep doing it until your food supply increases, and then
keep at it until you have mwe than anyone should reastmably eat
JOE MONTANA IISPORTSTALK FOOTBALL

Here are a few codes for playoff games:
Washington vs. New York-N,
r o u n d I 1 A A R 5 5 A J K A
San Franci.sco vs. Chicago,
r o u n d I Z Y A R 5 I . A B K A

San Francisco vs. New York,
r o u n d I Z V A T 5 L A H K A

San Franci.sco vs. New York-N,
r o u n d 2 Z YA S S L A D K A
Here is a way to alter a ptisscode you cam yourself. The first

letter of the code represents the team you are managing.
Change it to one of the following, if you'd like:

A A d a n t a B B u f f a l o
C Chicago D C i n c i n n a t i
E C l e v e l a n d F D a l l a s

G D e n v e r H D e t r o i t
1 Green Bay J Indianapolis
K Kansas City L H o u s t o n
M Lx)s Angeles (A) N Los Angeles (N)
0 M i a m i P M i n n e s o t a

Q New Or leans R New England
s New York (N) T New York (A)
u Philadelphia V P h o e n i x
w Pittsburgh X San Diego
Y Seattle Z San Francisco
0 Tampa Bay I Washington
You can al.so adjust the week of the season by changing the

fourth letter of any code, as follows:
B W e e k I L W e e k 1 1

C W e e k 2 M W e e k 1 2
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D W e e k 3 N W e e k 1 3

E W e e k 4 O W e e k 1 4
F W e e k s P W e e k 1 5
G W e e k 6 Q W e e k 1 6
H W e e k 7 R R o u n d 1 P l a y o f f s
I W e e k 8 S R o u n d 2 P l a y o f f s
J W e e k 9 T S e g a B o w l
K W e e k 1 0
Make your own passuorls altoing any password you leoeive.

Keep the first thnx and the last two Icticrs of (he code you receive,
and insert any of the following in the middle:

F i r s t R o u n d R S S 5 B

League Championship S555D
S e g a B o w l T S 5 5 H
Here are a few prefix and suffix codes if you want to

assemble a few codes using the playoff games indicated
a b o v e :

D e t r o i t H P O I E
L o s A n g e l e s ( N ) N A A K A
P h i l a d e l p h i a U X 3 l A
S a n F r a n c i s c o Z A B I I

W a s h i n g t o n 1 2 0 l A
M.U.S.H.A.

To start on any round, press the Reset button 10 times. Do
this from the title screen; wait frv the Sega logo to appear each
time before you hit Reset. Then hold the Down and Left
buttons and go to the Option mode.

For free Powcr-Ups, pau.se the game in progress and enter
one of the following codes.

For five extra ships:
Right, D, Right, D, Left, Up, Left, Up, B, C, A and Start.
For full power:
B, B, C, B, B, C, Up, D, A and Start.
For 20 options;
Up. Up. Up, D, D. D, Left. Uft. Left, Right, Right.
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Right. C. C, B, A and Start.

MYSTIC DEFENDER.
How do I get past thai rolling ball monster at the end of Level

I? It seems impossible, and I'm dying to see what the other lev
els are like. That's your problem; You're dying loo soon. We
know ii is a difficult challenge, but (here is a solution. First of
all, notice that this monster starts out as a sort of ghoul but turns
into a rolling ball when he (h?) hits the ground. Don't mess around
with the ball: iastead, use your jumping powers to climb up and
up and up into the trees. Then keep shooting at the ghoul when
he appears in front of you. It will take quite a few hits, a lot of
patience and more than a few falls down to the ground undl you
get it right, but sooner or later you will destroy him up in the
trees and you will move on to Level 2.

NINJA BOY.
Stage select: At the title screen, press Up, Up. Down,

Down, A, B, A and B. Then fxess, at the same time, A and Start.
Look for the indicator at top left: W 1-1, Use the Up or
Down arrows to change the stage and world numbers. You will
also have 80 fighters and 99 Miracle Kicks.

O N S L A U G H T.
The following pa.ssword will take you deep into the game,

with all but territory 10 beaten: 0000,0000.00

OUT RUN.

As if you really need this: To reach an even more difficult
level than standard, press the C button ten times at the title screen,
before you go to the Options screen. It's called "Hyper" and
it is.

There is also a .secret ending to the gome. That's the good
news; the bad news is that you must win the game to see it After
you win your fifth trophy, hit the Start button and watch.
Your car will drive down the road, stopping at billboards
with the names of the designers of the game. Futally, it will head
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for ihe grandslands where ihc driver will receive a big kiss from
beauty queen.
ARNOLD PALMER TOURNAMENT GOLF.

If you are within 10 yards of the green, put away your fancy
wedges and irons and use your putter. This keeps the ball on
the ground and out of the wind.

When you are near a tree, move the yellow pointer until you
arc facing the fairway or a clear area. Shooting a short shot to
a clear area will generally work better titan trying to thread the
needle through the trees.

Here are pairs of passwords that will take you deep into the
game. Enter them carefully.

For first place in Round 6 with S287.000 in winnings:
QhVaTzouioABBhyfiiV
CoVSKmBgAcglZIJXHG
For first place in the last round with winnings of $310.000:
BsDV jWvoKAkLKdcXX
iIGOGz6QgYkgOA542e
And here is a super password that will bring you directly to

the final tournament with double (he money of anyone else in
the contest:

FlnLvJoNaAFA+SqzQ3
A o D G 6 W i 3 w F I K E N I G 9 +
Here is one of the svongest of all of (he strange inside hints

we have yet seen: Play the game as poorly as you can (easy for
us to do) and rack up about 125 or so strokes. The game
will eventually give up on you and declare a game over.
Now wait about 20 seconds and then press Up. Left. EXwn, Right
a n d t h e n b u t t o n A .

You will see a demoastration screen from Fantasy Zone! Why?
We have no idea whatsoever, except that perhtqw there was sonw-
thing left over in the memory banks of the computer when Golf
was being finished up. There is absolutely nothing you can do
with this hint, and we doubt you will want to go to the trouble
twice, but it is kind of interesting to try once.
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There is an aitemate way to di^Iay the same screen, we are
told. Do the same 100 or more strokes without sinking the ball
in the hole (you might want to use the putter all the way). Then
f^ess and hold butlcms A, B and C and hit the anow keys as fol
lows: Up, Down, Left and Right.

We believe this works, but quite frankly, after going to the
trouble to lest out the first hint, we've devoted a.s much time
to this interesting bit of silliness as we want to.

We've saved one special password for last. This one will take
you to u .secret tournament with a very helpful caddie. And it
is a particularly easy password to enter and remember;

m n » n n m » n
9 9 9 9 9 9 9 9 9 9 9 9 9 9 9 9 9 9

PHANTASY STAR I I .

Would you like everlasting life? Hold the arrow pad in the
direction you want to move and repeatedly press button C and
then B. You will be able to walk without getting into fights.

To try slow motion, press the Start button to pau.se tlie game
and then press and hold either button B for half speed, or but
ton C for single-frame motion. lYess both buttons together to
advance on to the next scene.

Here's a uscle.ss trick that allows you to keep the same music
when you enter a new town or village: Enter into slow motion
and then enter the new area. Now press Start. Ta-dah!

Make sure you pack an Escapipe and a Telepipe when you
cruise about on Mola. This way you can always scoot back to
town and regain energy cr save your game anytime you run low
o n H P.

Spooking of masic, we suggest you pa.ss up the opportunity
to play the organ in the Piata Control Tower. U.se Musik
instead.

Make use of the ability to save your current power and spe
cial items before you leave any town. Get yourself healed, buy
new gear and weapons and medicine and get saved before you
go out into battle again.
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PIT FIGHTER.
Extra Continues; ihere'.s a batch of three more extra turns

if you can make it to Match 8 of the game. What you arrive thoe,
pause the game before you take on Mad Miles again and
plug in the second controller. Unpausc the game and then press
Start on Controller 2. Select your hghler and resume play with
three more Cont inues.

QUAD CHALIENGE.
Here are some passwords for Standard races;
Race 1: E A S Y Race 9: 5JE8
Race 2: E C G T R a c e 1 0 ; 8 S W G
Race 3: M 4 S R Race l l r H G L Y
Race 4: D T X G Race I2 :Q44E
Race 5: 9F2J R a c e 1 3 : W H C M
Race 6: I 3 R B R a c e 1 4 : T V G Z
Race 7: P N F 5 Race 1 5 : S N D N
Race 8: C R l l Race 1 6 : B i 6 A
D i f h c u l l r a c e s :

Race 2: L T R 9 Race 7 ; I ) H 2 F
Race 3: 6 9 3 F R a c e 8 : Y Z 2 5
Race 4: V J S U R a c e 9 : A G T 3
Race 5: T E N F Race 1 0 : P B 4 V

RAMBO I I I .
There's a trick that can bestow unlimited lives. Insert the Altaed

Beast cartridge in the Genesis and turn on the power. Wait for
the statues to fade from the screen and then remove the cartridge
without turning off the power. Jasert Rambo III into the slot and
press Reset and then Start.
PAT R l L f Y B A S K E T B A I L

For a free ffeethrow, tmng the ball down the court but stop
short of your 3-point line. Your opponent will eventually
barge right into you and draw a pushing foul.

Which are the best teams? They're all pretty good, but as
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you might expect the Los Angeles five are quite strong. So, too,
is the team from New York.

R O B O C O P .
After all of the pushing and shoving of this gartK, one of the

most difficult sections of RoboCop comes in the Photofit
level, where you must assemble a picture of a bad guy with
in 40 seconds. Robo-expens recommend you put the picture
together in this order hair, chin, ears, nose, mouth and then ears,
B U C K R O G E R S C O U N T D O W N T O D O O M S D AY.

Don't choose Quick Combat unless you are obviously
much stronger than your opponent.

Professional Rogerians recommend a party consisting of a
Tinker Medic, a Rogue and two each of Desert Runner
Warriors and Human Pilots. It is also critical to have three mem
bers of the party (including the medic) trained in first aid.

ROLL ING THUNDER.
Here are some codes for the first and second quest of this

game.
F i r s t S e c o n d

L e v e l 1 R P S G
L e v e l 2 M T L S R P S G

L e v e l 3 N F C G M I B D
L e v e l 4 R N S N P L P N
L e v e l 5 C P P P S F E G
L e v e l 6 L L B S D R M S
U v e l 7 P I D T L I S P
U v e l 8 N R E F R M D F
L e v e l 9 M M M K S N B T
L e v e l 10 D N P D C I C K
L e v e l 11 P T C P N P D N

ROLUNG THUNDER 2.
This game wins the award for some of the strangest pass

words we have ever seen. Some of the levels include a second.
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more difficult version of the level.
L e v e l I :
D i f fi c u l t A R O L L I N G P R O G R A M

S M A S H E D T H E G E N I U S

Level 2:
S t a n d a r d A M A G I C A L T H U N D E R

L E A R N E D T H E S E C R E T
D i f fi c u l t A C U R I O U S R A I N B O W

L E A R N E D T H E F U T U R E

Level 3:
S t a n d a r d A N A T U R A L F I G H T E R

C R E A T E D T H E G E N I U S
D i f fi c u l t A M A G I C A L I S O T O P E

B L A S T E D T H E D E V I C E

Level 4:

S t a n d a r d A R O L L I N G N U C L E U S
S M A S H E D T H E N E U R O N

D i f fi c u l t A P R I V A T E L E O P A R D
P U N C H E D T H E N E U R O N

Level 5:

S t a n d a r d A C U R I O U S P R O G R A M
P U N C H E D T H E P O W D E R

D i f fi c u l t A S L E N D E R F I G H T E R
E L E C T E D T H E G E N I U S

Level 6:
S t a n d a r d A L O G I C A L L E O P A R D

B L A S T E D T H E S E C R E T
D i f fi c u l t A D I G I T A L R A I N B O W

M U F F L E D T H E S E C R E T

Level 7;
S t a n d a r d A P R I V A T E I S O T O P E

D E S I R E D T H E T A R G E T
D i f fi c u l t A L O G I C A L T H U N D E R

S M A S H E D T H E P O W D E R
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Level 8:

S t a n d a r d A N A T U R A L R A I N B O W
E L E C T E D T H E F U T U R E

D i fl i c u l l A R O L L I N G M A C H I N E
D E S I R E D T H E F U T U R E

Level 9;
S t a n d a r d A M A G I C A L M A C H I N E

M U F F L E D T H E K I L L E R
D i f fi c u l t A S L E N D E R N U C L E U S

B L A S T E D T H E T A R G E T

Level 10:
S t a n d a r d A D I G I T A L N U C L E U S

P U N C H E D T H E D E V I C E

D i f fi c u l t A C U R I O U S I S O T O P E
C R E A T E D T H E K I L L E R

Leve l 11 :
S t a n d a r d A P R I V A T E T H U N D E R

C R E A T E D T H E P O W D E R
D i f fi c u l t A N A T U R A L P R O G R A M

D E S I R E D T H E N E U R O N

S A I N T S W O R D .
Here arc the Second Quest keys
3 - 1 i O F U S M 4 - 2
5 - 1 Q 2 X W G 2 6 - 1
6 - 2 V V W M U 7 7 - 1

SHADOW BLASTERS.

Invincibility! You'll need to have a pair of controllers
plugged into the Genesis to make this trick work.

Select a two-player game and choose your characters.
Play the game as Player 1 and 1« your character's energy level
drop to the last remaining block on the energy bar.

Now here's where it gets complicated: Let Player I's
character gel hit one more time while you rapidly press Start
on Controller 2. Player I's character will begin flashing in the

to the levels:
0 2 V N W 5

RWEFAQ
V 3 X K W J
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center of the screen and will be invincible. You can repeat this
process for all of your characters.

While you are invincible you will be able to pick up any
thing except energy.
S H O V E m

You'll feel much better about yourself as a person if you man
age to win this game all by yourself. However, if you would
like to take a look at some of the upper levels of the game, here
are the passwords for ail of the lounds, which you may recognize
as locations in Califomia. Be sure to enter all characters,

including question marks and exclamation marks, as follows:
2-11 M A R I N A ! ! 3 - 2 1 M A L I B U
4-31 S A N P E D R O 5 - 4 1 V E N T U R A ?
6-51 S A N D I E G O 7 - 6 1 P A S A D E N A
8-71 I B E V E R L Y 9 - 8 1 M E L R O S E
10-91 R O D E O ! ? ! 11-101 W E S T W O O D
1 2 - 11 ) W I L S H I R E 13-121 V E N I C E ? ?
14-131 F I G U E R O A 15-141 S U N S E T
16-151 O R A N G E 2 0 ? V A L L E V ?
And hnaJly. here's the code for the final finale: lAYASAM!

SLAUGHTER SPORT.
(See also Tongue of the Fat Man.) Choose any fighter

using this code. Press one of the following keys from the
title screen that displays the "Press Start" message:

B O N O P A R T A. Up. C
B U F F Uft. C. B
E L T O R O B/C together, A. Up
G U A N O Up. Right. A/B together
M . C . R R E Down, C, Right
M O N D U A/B together, Down, Left
R A M S E S Right, L-eft, A
R O B O C H I C Right, Up, Down
S H E B A B/C together, B, B
S K I N N Y Right. Down, Right
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WEBRA A /C l oge the r. Up , R igh t
W E E Z I L D o w n . R i g h t , U p

SOL-DEACE.
Stage Select: From the title screen, enter A, B, C. A. B, C,

B, C. B, A and Start. Go to the Configuration mode and go to
the Start line to choose your level.

Next, move the cursor to Mode and prtss Right until the line
reads "MY99." Exit the menu and choose Continue to resume

play with 99 extra Sol-Deaces.
And for Invincibility, do the Stage Select trick as described

above, but when you arrive at the Option screen, move the cur
sor to Mode, hold the A button and keep pressing Right until
the screen displays "MUTEKI." Exit and Continue your
game and you will be invincible.

To skip a level once the game is underway, press buttons A,
B and C together.

To play in slow motion, pause the game and then press any
fi r e b u t t o n .

SPACE HARRIER II .
Here is an important bit of information you would not

know about if you just read the manual: You cannot get to the
end of the game if you use the Level Select to enter the game
anywhere but at the beginning.

Mete's another trick—one of those dangerous ones—the ones
with the warning we told you about earlier. Place the Altered
Bcust cartridge in the Genesis, tum on the power and wait until
the pictures of all of the statues are displayed. Remove the car
tridge with the power still on. Now install Space Harrier 11 in
the slot; pay no attention to the strange sounds and frozen screen.
Press Reset and start the game. You'll have 99 lives!

STORMLOM).
Skip ahead. From any level, press Pause and then C, B, B,

B, A, A, A, A, C, C, A. A. A and A to scoot to the next level.
Nine extra lives. From any level, press Pause and A, A, A.
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A. C. C. B,B.B,Cand A.
More time. To reset the clock from any level, press Pause

and then B, A, A, A, C, U, U, U, A, A and A.

S U P E R H A N G - O N .
How do I bring a super bike into the arcade game? What,

you mean you can't find it in the instruction manual? Hmm .
.. neither can we. The uick is to obtain a password from with
in the Original game and then select Arcade the next time you
play. In fact, if you'd like to try, here's a pas.sword that will give
you a whole bunch of money to spend on upgrading your bike:

4 D F 3 E 4 4 6 F 3 4 4 6 4

9 F L M C J 9 D 7 J K G P H
What? More passwords? Okay, here's a password that

will give you about as much money as a racer could ever want:
6 F F 3 F 5 4 6 F 3 5 5 6 4

F F I S K J I M B A M i R J
There is a hidden Option Select screen that allow.s you to

adjust the difficulty of the game. To get to it, at the title
screen press and hold button A together with the Start button.
When the screen is displayed, use the Up and Down arrows to
move between choices, then use the Left and Right iirrows to
move between avai lable select ions.

In the Original game, you will earn $400 just by showing
up at the starting line. What can you use this for? Well, if your
fhime is basted, or you blow a tire, or sustain some other dam
age thai forces you to retire from the race, and if you do not have
enough motKy to buy new parts, just show up a few times to
earn the scratch.

The best driving advice is this: Use the brake as little as pos
sible. It's belter to let off on the power as you enter a tum and
then power up midway through it.

SUPER THUNDER BLADE.
Here is a relatively easy way to get into the game at least as

far as Stage 2 and possibly to Stage 3: From the Options
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screen, set the game at Hard mode and then move your Super
Thunder Blade to the upper right or upper left comer of the soeen
and keep it there. You will be out of range for nearly every enemy
attacker. Keep firing and you will lake out some of the enemies,
too. You will have to come down out of your comer to take on
some of the larger enemie.s.

SWORD OF SODAN.
Mix your own potions for health and wealth:
Extra Man (up to Level 3) Red and purple
Warp to next level Four purple potions
Walk on lava underground Blue and purple
Rame Sword Orange and purple, or Orange and Red
Super Zapp (screen clear) Purple, Blue and Orange
For an unhealthy hangover, try:
Loss of health points Blue and Orange
Instant death Red, purple, orange and blue

S Y D O F V A U S .

Turn off that annoying music; From the title screen, press
and hold B and then press Start to begin the game in silence except
for sound effects. Unfortunately, the music will return when
your character dies.

Here's a way to make the game a lot easier: From the
title screen, press Up, Down, Left, Right, A, B, Up, Down and
Start Listen for the secret noise. When you bc^n the game, Yuko
will arrive in her swimsuit and be invincible.

TARGET EARTH.
Here's a way to obtain what amounts to unlimited Cwitinues.

When the screen says "Ctmiinucs: Z" go to the Optkm screen and
press the Start bunon. (You'll .see a picture of agiri at the upper
ri^ comer of the screea) TTiis will reset the number of Continues
to 9. Do this every time your credits drop down that low.

And here's a way to obtain .nil available weapons: Go
through the first round without killing anything. Then kill the
main boss without hitting anything else. Then, at the start of
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Round 2 when you go to the Weapwis Selection screen you will
have everything a i»y or girl could evo- want You'll know you
have done this properly if at the end of Level 1 you have scored
exactly 2,800 points—no more, no less.

Experiment with the following change to firing mode;
Once the game is underway, press the Stan button to pause the
game. Then press and hold down buttons A and B and then press
button C. At the bottom right of the weapons screen you
will see an A; the next time you press Button C you will
sec a B. Try each. (Press Start to resume play.)

Here's a completely useless tip: Plug a second controller into
the Genesis and as soon as the word Sega disappears from the
screen, press at the same time Up/Right and buttons A and C.
The logo will be changed in shape and angle, and you can play
with its positioning on screen. We know of no other effect this
has on the game.

But here's a really intriguing one; It seems that Target Earth
is actually a two-player game, at least deep down under
neath. Start the game with just one player but with both con
trollers plugged into the Genesis. Play fw a while until the first
green alien robot appears on the right side of the screen and then
press Start on Controller 2. A new character will appear from
the right side of the screen, worked from Controller 2. The only
problem is that this guy is green, too.
TASK FORCE HARRIER EX.

Here's the route to an enhanced Option mode that includes
Invincibility and other new features. Press and hold button A as
you turn on the power to the Genesis. When the title screen is
displayed, release the A button and press Up, Down, Left,
Right, A, B, A. C iuid B. Now, .select CONFIG from the title sciecn.
You can choose Stage, turn on "MUTEKl" for invincibility and
select "WINDOW" to change the si^e of the screen display.

If you have turned on this advanced Configuration mode,
you will also be able to skip levels within the game by press
ing Start and then A.
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THUNDER FORCE II.
Level Select: FYess and hdd A. B and C and lum wi the sys

tem: press Start when the tide screen appears.
Although you can select stages from the Configuration

Mode screen, you will not be able to make it all the way to the
end if you enter the game in this way. The only way to the real
ending is to fight your way all the way fiom the beginning thitxigh
Stage 8 and into the final confrontation.

Where do they come up with names like Relicul? Hmmm
. . . you don't suppose it spells something backwards, do
you?
THUNDER FORCE II I .

Here's a way to select super wcaports without having to go
to the trouble of finding them.

Pause the game and then press the Up arrow 10 limes, press
B once, press the Down arrow twice and then press the B but
ton until your weapon meter reaches it fullest level. Press the
A button to get the claw.

At the end of the Hades stage you will find a shield that will
take you through the next three levels.

Explore everywhere. When you are in Hydra, for example,
go to the top of the screen just before the deadly flowers and
you will find hidden lasers.
TO N G U E O F T H E FAT M A N .

(Originally called Mondu's Fight Palace, and also avail
able in a slightly different form as Slaughter Sport.) Here's
a set of special codes that allow you to zoom into any character.
From the title screen, enter the following codes and then
press the Start button;

B O N E A P A R T A, Up, C
Right, Right, CB R A I N I A C

B U F F Left. B. C
Left, B/C, C
B/C. A. Up

E D W I N A
E L T O R O
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G U A N O
M C H R E
R A M S E S

S H E E B A
S K I N N Y
S P I D R A
S T U M P
W E E Z E L

R O B O C H I C

Up. Right, A/C
Down. C. Right
Right. Left. A
Right. Up. Down
B/D, B. B
Right, Down, Right
A. Down. B
A/C. Right. C
Down. Right. Up

M O N D O T H E FAT A / B . D o w n . L e f t

TRAMPOUNE TERROR.
Here's how to select the starting level and boost your

starting lives: From the title screen, move the cursor to the Start
choice and then hold down buttons A. B. C and Up and then
press Start. You will receive 99 credits and the ability to
select a stage.

TROUBLE SHOOTER.
Choose your own stage, with two controllers. Using

Controller 1, get to the title screen where you are offered
the choice between Start and Option. On Controller i press togeth
er Start. Right and the C button. A Stage Select will appear in
the middle rf the screen. Press the Start. Right and C button com
bination again to advance the sttigcs. Press Start on Controller
I to begin at the chosen stage.

TRUXTON.
Here's a secret to destroy enemy bosses with just a single

bomb. Pay attention here; Press button B and then immediaiefy
press the Start button to pause the game. Wait three or four sec
onds, and then press the Start button twice quickly. Continue
this procedure until either the bomb is gone, or the enemy is
destroyed. If the enemy is in the wrong spot, the bomb may miss
it, so try to have as many bombs in stock as possible.
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In case you are wondering, what you are in effect doing is
creating something like a slow motion feature by pressing
the Start button repeatedly.

T U R R I C A N .
Here's the key to all sons of special options, including Stage

Sdect and infinite weapons, time, lives and power. Go to the Options
screen and move the cursor to Exit Hold the Down arrow and press
A, B, B, A, B, A. A, B, A, A, B, A and A.

Look for the .special bonus room just past the first boss of
the game. After you have defeated the creature, move to the right
until you arrive at the spikes. Use the Lightning Whip to
reveal I -Ups and then drop down to destroy Power-Up blocks
for additional weaponry.

VAUS III.
Stage Select; At the title screen, press and hold buttons A,

B and C with the Up arrow and then press and hold Start. Keep
fingers on all buttons until the screen turns black. Release the
Start button and the Stage Select will be displayed.

Music Test: From the title screen, press and hold A. B and
C and press Start. U.se the A, B or C buttons to change tunes.
WHIP RUSH.

The ceiling and floor come together midway through the first
stage and ! always get zapped by the long beams from the mini-
boss. Help! Now, don't abandon ship. Keep your fighter as far
to the left as you can to give yourself as much itianeuvcring room
as possible—nothing will come at you from behind at this point
Keep your finger on the firing button and pour a steady
stream of shots into the red eye of the alien vessel and try to
find the exact vertical center of the screea Position yourself there
and the red enemy blasts will pass just microns above or
below your fighter without doing any harm. Trust us—you will
piobably lose a few fi^uers until you get the hang of it but just
park there and shoot.
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W I N G S O F W O R .

Unlimited continues: When the screen reads "Game Over,"
press and hold Left, A and C until the Continue screen
appears. Holding these buttons will keep the machine from sub-
tmcting from your available replays.
WORLD CHAMPIONSHIP SOCCER.

The manual is misleading about the goalkeeper's ability to
dive. On the computer team, the goalie will dive at random times.
On the human-controlled team, the goalie will only dive in the
Penally Kickoff pha.sc of the game that results from a tie. To
dive, press buttons A and C while holding the lower comer of
the arrow keypad on the same side as the ball. For example, if
the ball is to your right, hold buttons A and C and Down/Right.

Z A N Y G O L P.
If you are offered a choice of three ̂ xxs to tee off fhxn, choose

the middle one. This will generally offer the best angles,

Z O O M !
There is a hidden Debug screen that is still partiaUy in effect

from the programming of the game; it's not always easy to get
m. To dis}^y it, wait until you see the early title screen that offers
the choice between onc-player and two-player versions of the
game. Then push the following keys: Up, Up, Down, Down,
Left, Right, Left and Right. Then press: Button A and then the
B button.You will see a new screen with five options, not all
of which still work. Here they are:

Return: Takes you back to the title screen.
Debug Off/On: Select it, and enter the game. When you

press the A builun, you will .see some of the programming code
for the game in a window alongside the game.

Play Demo: Shows the same demo screen seen at the
beginning of the gome.

S a v e D e m o : D i s a b l e d .
Musk Mode: Allows you to listen to all erf the muskal selec

tions of the game.
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G a m e G e n i e
C o d e s

The Galoob Game Genie device adds a whole new dimen
sion to Genesis game play. Once you plug your game cartridge
into the Genie you can input ^lecial codes that allow you to alter
the rules of the game in ways the designers never imagined.

Here is a preview sampling of the codes; look for hundreds
more after the Game Genie arrives on the market for Christmas
of 1992.

ALTERED BEAST

Maste r Code
I n fi n i t e L i v e s

Start with 5 Lives
One Spirit Ball needed to Transform
Weaken most enemies

J O H N M A D D E N F O O T B A L i ' 9 2

Field goal worth 8 points
Safety worth 8 points

K I D C H A M E L E O N

Start timer at 9:00

Each diamond worth 8

Start on The Sky Fortress
Infin i te l i ves

Almost infinite hit points
All helmets transform to:

EyeClops 9W6T-BCJ4 + AW6T-AAA6
Skycutter 9W6T-BCJ4 + AG6T-AAA6

D C X A - A A 2 2

F T I T - A A 5 L

B W X A - A C C T

P A 5 T - B N T 2

H T W T - B 6 K G

B C 7 T - B E S 2

G C 8 A - B A V 8

B F W T - A A B 6
S D 9 A - B A V 0

K E B T- J A B 4
A 4 6 A - A A 3 2

A 4 5 T - A A 3 Y
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Cyclone
Red Sleal lh

Juggernaut
Iron Knight
B e r z e r k c r

M a n i a x e

M i c r o m a x

9 W 6 T

9 W 6 T

9 W 6 T

9 W 6 T

9 W 6 T

9 W 6 T

9 W 6 T

Infin i te Con t i nues

•BCJ4 + AL6T-AAA6
BCJ4 + AR6T-AAA6
•BCJ4 + A06T-AAA6
•BCJ4 + A46T-AAA6
•BCJ4 + A86T.AAA6
•BCJ4 + BC6T-AAA6
.BCJ4 + B(;6T-AAA6

A M K T . A A 7 6

SHINING IN THE DARKNESS
Start with 700 Attack Points
Start with 350 DP and 700 SP

Minister gives 25,000 gold

SONIC THE HEDGEHOG
Master Code

Start with five l ives

Once invincible, stay invincible
Rings count as 8
Infin i te l i ves

Level Select menu

SPACE INVADERS ' 91

Infinite shields, early
Infinite shield, later

I T O T - A E C N

I T O T - A E C W

Z A T A - E C 3 2

A T B T - A A 3 2

A Y 3 T - A A C L

A E O T - C A B E

S C R A - B A X O

G J 6 A - C A 7 A
A J 3 A . A A 4 G

A J 9 T- A A 6 0
B B A T - A A 8 6

d
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ABRAMS BATTl£ TANK
Here's the key to invincibility: while you are watching the

demonstration, press B, B, C, B, C, C, C, B, C, B, B and C.
When you move the lurrel, your bearing (the direction of the

turret for purposes of targeting an enemy) will change but your
heading (the direction of the movement of the tank itself) will
not change. It's an important distinction. In a battle, keep the
front of your tank aimed at the enemy; don't expose the sides
(flanks) or rear to fire.
AIR BUSTER

The special Buster Flash will destroy most enemies with a
single hit. but its use requires some special skilL And, the Normal
Shot cannot be used when power is being diverted to Buster.

A U E N S T O R M
Start the game as a single-player session, but with a second

controller plugged into the Genesis. Press the Start button on
the second controller before you use up all of your credits to
jump in at the end.

If you become last, head back and watch for arrows that will
direct you to new challenges.

ALTERED BEAST
To .select a round, at the title screen {xess Start, and then the

A button and Start at the same time.
Here's the way to instant creature power! At the title

2 2 1
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screen, press and hold buttons A. B and C and the Down/Left
arrow when you jxcss Start You may have to press Start a sec
ond time (with the other four buttons). You will be offered a
secret menu that allows you to select which particular Altered
Bea.st you want to use in each of five rounds. Use the Left or
Right arrow keys to make selections in particular rounds;
use the Up or Down arrows to move betwecti rounds. Then press
Start to begin the game.

Try holding down buttons A and C and the Up/Right
arrow when you press Start to display a sound test screen.

Finally, here's a way to continue freely: When the "Game
Over" message appears, press the A button and Start. You may
have to try several times before this trick will work.

In playing the game, we'd like to w;uti against moving your
player all the way (o tlie right. Althou^ this docs give you some
protection against attacks from the rear, you arc in danger of
attack from a creature you cannot yet sec that is approaching
from the right.

And here's a dangeroas way to escape from danger an unau
thorized route to unlimited lives. Place the Golden Axe cartridge
in your Genesis and turn on the power. When the Sega logo appears
on screen, remove the cartridge without turning off the power.
Install Altered Beast and press the Reset button. Sega warns
that removing or installing a cartridge without turning off
the ptrwcr could damage your Genesis or cartridge.

And finally, here's the vray to select your favorite Beast: Press
A, B and C and Down/Left and then press Start twice.

BATTLE SQUADRON
If you select the slowest Enemy Bullet Speed (75) you will

be able to dodge many oncoming shots, but be careful not to
run into the slow-moving projectiles as they continue across
the screen.

In the two-player game, the first person to capture a Smart
Bomb or Missile Upgrade capsule will gain that special
p o w e r .
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BLOCKOl/T
All shapes first appear in the lower left comer. Therefore,

it pays to start your game by filling in the pit from the upper
right comer. That way you will have to move blocks a short
er distance in the later and more frenetic moments of the
g a m e .

After you drop a sh^}e, you will have about a second in which
you can still slide the block sideways. You can use this last-minute
reprieve to adjust for a mistake or to slip a block under an over
hang.

In the two-player game, try filling in levels, leaving only a
single block-wide straight hole that extends a few levels
down. Then look for a three- or four-block straight piece
and plunge it down into the hole to quickly clear the levels and
send them over to your opponent's pit.

B U R N I N G F O R C E •
If you are using a weapon system that you find effective, you

may not want to pick up a new one when it becomes available
on screen: new devices replace the one currently in use.

Here's a way to begin the game with ten ships: From the title
screen, press B, A, B, A, A, C, A, A and Start.

CENTURION: DEFENDER OF ROME
The richer provinces bring more honors than poor ones. Be

sure to conquer Aegyptus, Carthago, Macedonia, Parthia and
Gaul. Here's a password that will take you deep into the
game with a nice fleet and empire:

B N 4 0 A U I V W 6 I Q
Z C A 5 5 S 5 S 7 3 U
And for an extra-powerful empire, use this code:
TAGY V6P5 QAAA
A H 3 K V K V A M I E S

CRACK DOWN
Leam how to aim your player in any of the eight directions

before you step out from behind a wall or obstacle and have to
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fire or fight. If you stand and wait, many of the enemies will
walk right up to you, allowing you to punch them out instead
of requiring you to waste a bullet or cannon round. Save the heavy
munit ions for the most di fficul t s i tuat ions.

When your character has been hit, he wiii become invulnerable
for a shon period of time. In some situations, it may be necassary
to .sacrifice some of your life energy in order to get through an
otherwise impossible fight.

CYBERBAa
When the ball status reaches critical, coasider your fvld posi

tion before you make a play choice. If you are a short distance
from the Ball Defuse Lirte or the Goal Line, proceed with a short
yardage play. If you are far from either line, though, it would
generally be best to go for the longest possible yardage. You
don't want to give up the ball deep in your own territory if you
can avoid it.

Dcm't nin the same play again and again; soono- a- later your
opponent—another human or the computer—will figure you
o u t .

Always be on the watch for a blitz when your q^xjnent sends
defenders over the line and heads for the quarterback. Get off
a pa.ss or pitch as quickly as you can.

To go dirccdy to the Cyber Bowl, with a whole pot full of
money to spend, try this password:

S 5 B B B 5 P S I D R X

What? You wan t more codc .s? Your w ish i s ou r com
mand. You arc the coach of the Dallas Destroyers:

2 Wins LVBB BB9B BDXV 10 Wok I jOJB B tTDV M)KX
4 W i n s L I B B B 8 F B B D T V 1 2 W i n s U B B B F 2 B B D A V
6 W i n s I . K B B B B B V B D C V I fi W i n s L Z B B B R 2 S 1 D K I
8 W ins LOBB BLPB BFHV

D E C A P A H A C K
EX}n't let shrunken head statues go by unopened; you will
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need just about every special item or potion they hide.
For extra height when you Jump, press and hold the C

button instead of tapping it. Or to float a bit, press the C
button rapidly and repeatedly while you are in midair.

Here's the way to pick up a bunch of extra lives in the bonus
rounds. You'll need to have all five coins; put them into the chan
nel. numbered from the left, as follows:

B o n u s R o u n d 1 : C h a n n e l 2
B o n u s R o u n d 3 : C h a n n e l 3
B o n u s R o u n d 2 : C h a n n e l 5
B o n u s R o u n d 4 : C h a n n e l 5

When your characters reach the top of the channel, hit
the C button as fast as you can.

D I C K T R A C Y
Bullets fired at Tracy travel slowly enough for him to

duck or jump under or over most of them.
Bump into the Kid anytime he runs by to gain extra ener

gy for your Life Bar.

D J , B O Y
The instruction manual has the wrong actions listed for the

A, B and C buttons on page 4. The correct ones are: Button A
for Punch; Button B for Kick; Button C for Jump; Buttons A
and B together for a Double Punch, and Buttoas B and C togeth
er for a Jumping Kick.

D Y N A M I T E D U K E
Be sure to save some "D" i tems to use in the ult imate

battle against Col. Ashe. Don't stand in one place when you bat
tle a boss; move from side to side and vary your attack.

Don't shoot out pieces of machinery and buildings that serve
as shields from enemy attack until the coast is relatively
c l e a r.
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F22 INTERCEPTOR: ADVANCED TACTICAL nGHTER.
Here aie seme codes that bring you to the end several IcveLs:
I r a q G T 8 C 4 A U S A 6 O 0 A 4 A
K o r e a B H 0 B 8 K R u s s i a K S 6 A 4 9

F A N T A S I A

Any lime Mickey grabs one of the Notes, he will sparkle for
a short period of time; during that time he will be invulnera
ble. A truly expert player will attempt to time his grab of a Note
so that he can get past a particularly difficult area of the
g a m e .

On the other hand, when Mickey is hit by a bad guy, he will
flash for a short period of time. During that time he will also
be invulnerable, but will not receive any credit for objects he
picks up.
G H O U L S ' N G H O S T S

The iastnictions on how to fire magical spells—a critical ele
ment of the wtole game—arc stated very confusedly in the man
ual. To release magic, you mua first of all obtain the Magic Suit
Then press and hold button B and watch the Magic Gauge in
the lower left comer of the screen; release the button to let fly
the magic when the gauge starts flashing.

Here is a hidden way to select a round! When the title screen
appears, press the arrow keys in the following order: Up.
Down. Left and Right You will hear a tmc. Now press and hold
one of the arrow keys and press the Start button twice.

Use the Up arrow for Stage 2, the Down arrow for Stage 3,
the l-efl arrow for Stage 4 and the Right arrow for Stage 5.

Our personal favorite is the Down/Right arrow direction to
look at Loki .

If you want to transport yourself to midway through one of
the advanced rounds, enter the same arrow key sequence
and then press and hold button A and an arrow key while you
press Start twice.

Here are some altemaie key combinations for various
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parts of the game. Press all buttons at the same time:
Stage 1: Roating Island A, Star t

Stage 2: Village Up, B, Start
Town o f F i re Up. A, Start

Stage 3: Rankle's Tower Down, B. Start
M o u n t a i n Down, A, Start

Stage 4: Crystal Forest Left. B, Start
Ice Left, A, Start

Stage S: Castle Entrance Right, B, Start
Wi th in Cas t le Right, A. Start
L o k i Down/Right, A, Start

And here is a different way to select rounds: from the
title screen, press Up'A, Down/A. Left/A and Right/A. You should
hear a ghoulish chime. Now hold down the B button and
press Start and then hold down the C button and press Start.

Now here's one more interesting hint: how about near-per
manent invincibility? Using this code, nothing that any of the
beasties does will cost you a life, and you will be able to con
centrate entirely on your shooting skills. The only way to lose
a life here is to fall down a crevasse or into the water.

Turn the power off and in.sert the game cartridge. Now power
up and press the Reset button four times. Then wait for the title
screen and then press the A button four times, followed by the
Up, Down, Left and Right arrow keys. If you've done it
right you will hear a special tone. Now press Start to display
the Options screen and then press and hold the B button
while you push Start one more time.

And here's another route to invincibility: From the title screen,
press Up/A, Down/A. Lcfl/A and Right/A. You should hear a
harp-like sound. Now hold B and press Start and then hold C
and press Start.

Here's a totally usele.ss and sort of interesting and maybe
dangerous tip. You'll need a copy of Super Thunder Blade as
well as Ghouls 'n Ghosts. Plug in Super Thunder Bl^ and turn
on the power. As soon as the Sega trademark appears on the
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screen, remove the caitiidge withoid turning off the power. Now
plug in the Ghouls 'n Ghosts cartridge and {sess the Reset but
ton. The new title screen you will see will be the original Japanese
screen. The game, as far as we were able to see, is unchanged.

Now the danger although we have not cxperieiKsd this our
selves, Sega warns that removing or installing a cartridge
without turning off the power could damage the Genesis
machine or the cartridges.

JAMES POND UNDERWATER AGENT
One way to be sure of getting a bad secret room is to

enter one, leave it and then reenter.
Here are details of some of the watp zones in the game. You

must grab all of the items in eadi level before you will be allowed
to go into the warps.

Mi .ss ion I .

Wurp #1 can be found by moving all the way to the leli between
the wall and the home pipe. Push Down to zoom to Mission 6. Watp
#2 is also to the left; loc^ for a small ledge poking out of the water.
Stand atop the ledge and pash EXrwn to go to Mission 11.
Miss ion 2 .

Go back to the tube that leads to the hou.sc and stand just to
the left. f\ish Down to warp to Mission 5.
Mis.s ion 4:

Locate a ledge midway up die screen to the Idl of the ship. Stand
on the middle of the ledge and press Down to fly to Mission 8.

J U N C T I O N

Although you can choose to start in any stage, including the
final Stage SO. you will not be able to see the ending of the game
with a score of less than 100,000 points.

M A R V E L L A N D
Here are a few passwords to allow you a glimpse at further

stages. Note that each of the modes has its own password scheme.
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Digest Mode 1-3 MARVEL 1-4 DRAGON
N o r m a l M o d e 1 - 3 N S O G 1 - 4 Q O C T
Use the downward slanting hills to build up a good running

speed; this will help you vault across long gaps. You can
pogo off the top of an enemy by continuing to hold down the
Jump button when you hit.

Finally, here's the key to Stage Selection. Use as your
password ARDE and then make your choice of stage from a
Stage Select screen that will be displayed. If you want to
use the Digest Mode, use as your code GIL AND Ki.

MICHAEL JACKSON'S MOONWALKER
Here's a secret way to select any of the first five stages as

a starting place. First, plug a controller into Port 2 and turn on
the machine. When you see the SEGA symbol on screen,
press and hold the Up/Left and A button and then press Start.
Now plug the controller into Port 1 and select a one-player or
two-player game. When you start the game, you will see a dis
play that says Level 1; press the Left or Right arrows to
change the level.

There's a second way to select levels—but we do not rec
ommend its use. Place the Moonwalker cartridge into the
Genesis and turn on the power. When the Sega logo appears
on screen, remove the cartridge with the power still on.
Return the cartridge to the machine and press Reset. Press Start
and select your level.

MICKEY MOUSE CASTLE OF lUUSiON
Here's a way to earn as many as 10 lives for the Mickster.

You've got to make it to Level 2-2 all by yourself. Now
stop just before the Exit sign and look for a Jack-in-the-Box.
Shoot it and tlien move all the w^ to the left for a sack of Power-
Ups and 1,000 points. Then head back right and stop at the ques
tion mark. Now go back left to the sack for another 1,000 points.

You can keep strolling back and forth as many times as you
want. Each time you score 50.000 points, you will be reward-
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ed with an extra life. Remember, though, that Mickey cannot
have any more than 10 in storage.

To exit the game and go directly to the Stage Select
Screen, press buttons A, B and C together and then the Start
bu t ton .

M I D N I G H T R E S I S TA N C E
Secret Stage Select: At the title screen, hold button C and

press Start When you start playing the game, [kbss Start to pause.
While paused, press button A to advance one level. Press
again and again to advance through the games.
N H L H O C K E Y

Here are some codes for the final games of the playoffs for
a one-player contest:

K ings -Pengu ins H2V6F3Y5Z4ZVHW98
Pengu ins -B lues BLHP7M21P76Y29JT
R a m e s - B r u i n s B Z D L 3 3 G 5 8 P G 9 P T T B
B n i i n s - R a m e s B Z D 8 R K 3 5 S W F W H H 8 C
C a n a d i a n s - B l u e s C 2 B F C W 4 H . S Z Y C 9 L D 9
Here are codes for a two-player playoff final:
K i n g s - B r u i n s D 4 4 4 M 8 H Z V S 6 K Z Z M T
N o r t h S t a r s - B r u i n s B L D W L R N F I X C V O P Y H

Canucks-Penguins GSGG16PHX7CFNBLW
And here's a strange trick that allows the loser of a playoff

game to advance. You must be in single elimination regular play-
(rff mode, with two human players in ccanp t̂ion. After the game
is over, use the C butitxi to check and knock down as many play
ers as you can: keep at it and if you do it enough, the loser will
be promoted and the winner will be left behind.

P A C - M A N I A
There are times when you may want to jump over a Power

Pellet instead of picking it up when it is not needed; you
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can always relum later when you really need it.

P H E U O S
Fffl- nine Qmtinues instead of tlin». from the Chapter 1 scieen

press C, A, B, A, C, A, B, A.
Although all three buttons do the same thing in this game,

we found that we could customize the game a bit by asing a tur-
bolirc joy.stick such as the Beeshu Striker and turn on turbolire
for just one button. This way wc could easily switch between
rapid fire and Power-Up lire.
P O W E R B A U

Rules—and bones—an; made to be broken in Powerball. One
way to score a point is to bounce the ball off of the goalie's head
and into the goal board; experiment to find the proper angle for
a "bi l l iard shot."

Another more violent way to score a point involves a
frontal assault on the goalie. Kick the ball at the goalie and when
he Jumps up in the air, move one of your players next to
him. When the goalie lands, relea.se the A button and smash the
goalie. If you knodc the goalie and ball into the goal board, you'll
pick up a point; hit him real hard and he might drop the ball and
you can pick it up and run in for a three-point touchdown.

Sound Test: From the League Continue screen select
China. When the password screen appears, enter KWGEN and
press Stan.

Here are some pas,swords: you'll play as China:
First Championship Game, agaiast Mexico PVDCR
Second Championship Game,

a g a i n s t G e r m a n y C M O P E
Semi-final Game, against Canada BFOOE
F i n a l G a m e , a g a i n s t F r a n c e O A D B R

FinaUy, here's a way to access four hidden teams: Mexico,
German, Canada or France. You ordinarily will only be able
to play t̂ ainst these four, this clue will allow you to select them as
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your owa From the Team Select scrcea press B, B, C, B, B and C.
Then pash the Down arrow to reveal the additional teams.

I ^ D E N T R A D

Sweep from side to side to clear the screen, and avoid
being cau t̂ too much up ftom the bottom. Staying at the lower
end (rf (he screen gives you a bit more reaction time for the oncran-
ing attackers.

And here's a real cruel way to restore all of your lost
Pbwer-Up items after you die. If your craft is powered up. a Fairy
will appear on screen when you die. Shoot the Fairy! And, even
better, if the Fairy releases a "P' symbol, grab it after you obtain
the missile Power-Up to maximize fire power.

RASTAN SAGA II
Unlimited Continues. At the title screen, press B, B, B, C,

A, A, A. B, B, C, C, C. YouTI see "Free Play" displayed at the
bottom of your screen and will be able to continue indefinitely.

Stage Select: From the title screen, press C, A, C, B, C, A,
B. A. B, C, A, C. The words "Zone Select" will appear on the
bottom of the screen and you will be able to choose from any
of 28 levels.

Sound test: If you can earn a score high enough to regi.ster
on the High Score screen, use the initials ZZT to go to a spe
cial sound test mode.

THE REVENGE OF SHINOBI
The instruction manual says that I can choose my starling

location for the game at the title screen. See, right there on page
4 in the middle. Yeah, we see it too. So does everyone el.se. But
it doesn't work. There is no Level Select in the American ver
sion of this game.

Here's a secret that will allow you to enter the game with
an unlimited number (rf Shurikens fcr your game. Go to the Optiores
screen at the beginning of your session and set the num̂ r of.
Shurikens to 00. That's right, to double-zero. Now don't do any-
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thing else and just sit there and wait for a little while. You will
hear a funny electronic noise and the double-zeros will move
together to form an infinity sign, and when you enter the
game you will indeed have an infinite number of Shurikens. (The
number on the game screen will show 999, but will never deciease
from that level.)

How about a way to pick up lots of extra lives? In Round
4-2 shoot at the first coweycr belt you come to. A box will appear
and within it you will find two extra lives. Go get the box and
then fall off the conveyor belt; so what if you lose a life—you
will be one ahead. Now, here's the best part of this trick: once
you lose that life you will come back to the same place, and if
you shoot the conveyor again, the same 2-Up box will appear.
You can go on doing this trick as long as you want, even after
the screen stops listing new lives; the computer will keep
track even i f i t does not show the number on the screen.
There are also other places in the game where you can do this
same tr ick.

There is another 2-Up in Level 3. Head for the second ele
vator and find the group of crates in the center of the second
level. Shoot the crate at the bottom left.

And here is a useless but interesting trick: Place any other
cartridge in your Genesis and turn on the power. Then remove
the cumidgc with the poNvcr still on, and replace it with the Revenge
of Shinobi. Press Reset and you will see a different title
screen, introducing "The Super Shinobi." Same game, though.

SHADOW DANCER: THE SECRET OF SHINOBI
There is a hidden doorway to any of the levels and scenes

of the game for practice (you will not be able to continue from
one level to the next). From the title screen, press and hold the
A, B and C buttons and then press Start You will be able to choose
level and scene, except for the boss stages of each level.

Here's a lazy player's reward: In the bonus round, avmd hit
ting any of the ninjas and you will receive a 1-Up.

There are a few hidden 2-Ups! In Level 3-1, go all the way
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to the right on the third floor. You'll And a man perched on a
pair of boxes. Shoot a Shuriken at him and then move to the
next level, where you will be able to jump down and grab a pair
o fl i v e s .

S n D E R M A N
Go to Peter Parker's apartment to rest and restore some of

Spider-Man's life power. Don't stay too long, though, or
you will run out of time for your quest.

Seme of the opponents who leap at Spider-Man can be avoid
ed by staying far back from them; they may also be vulnera
ble as they land.

Here's the direct way to the first boss of the game. Go to the
Option screen arid select Nightmare as your difficulty level. Start
the game aitd enter the warehouse on the first level; head to the
right past the first bad guy artd the German Shepherd. Jump on
the first crate and crawl to die rî  and you will pass lî  through
it to the Boss.

STREETS OP RAGE
In the two-player game, you can bring together your charac

ters fw a special tag-team maneuvo". Move one fighter to face the
other, and then have one of the playas grab the partner. Press the
arrow key in the direction away fkm the mie you are facing, and
press the Attack button. If you perform it correctly, you will launch
your partner up into the air for a somersault into the enany. Cwnbine
this action with a Vault fcM- even more damage.

STRIDER
The manual makes no mention of it, but you can continue

your challenge from the Game Over screen simply by press
ing the Start button.

Here's a risky way to gain unlimited men: Install the
Altered Beast cartridge and turn on the power. When the
title screen appears, remove the cartridge without turning
off the power. Now install Strider and press Reset. The screen
will indicate nine men remaining, and never go down.
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SUPER MONACO GP
You con wcHk up a sweai enloing the passwords in this game.

Here's one that you might want to try that will zoom you right
to Race 16 in the World Championship.

0Q76 2ILM F200 0000
0 O I O H 1 O F B 3 2 4 5 D 7 6

C A 8 9 E G C 1 0 0 0 0 0 0 0 2
0000 0000 F200 2CAC
When you pick a rival for the World Champioaship races,

try to select a driver who is lower in the standings than you; he
may be an easier mark, and in any case you don't want to do
anything to enhance the standing of the leader.
SWORD OFSODAN

Level Warp: You'll need two controllers for this trick.
You'll tilso need to cam the top .score on the High Scores chart.
Then use the following name for the listing:

H I N A N P : )
Finally, press Start on Controller 2 to skip levels.

TOMMY LASORDA BASEBAU
On page 17 of the instruction manual, it says that you

can play a two-playw game â ng the password feature. Not true.
The only way to play against another human is to play an

Exhibition Game. All other games arc one player against the
c o m p u t e r.

Here's a password that will take you to the playoffs:
VaVi opqm IFhb YKaV GoEE kA
Here is a generic password that will allow you to select two

teams—in most cases—for the Wcwld Series. Stop and read our
chart here for the proper letters to substitute for the * and @
symbols in the following code;

H*@flmnj iaVX hLQZ PqBC VA
The * selects your team. Use one of the following letters:
D f o r D e t r o i t E f o r T o r o n t o F f o r M i l w a u k e e
G f o r N . Y . A L H f o r B o s t o n I f o r B a l t i m o r e
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J for Cleveland K for Minnesota L for Kansas City
M for Oakland N for Sealde O for Chicago (AL)
P for California Q for Texas R for St. Louis
S for N.Y. NL T for Montreal U for I'hiiadeiphia
V for Pittsburgh W for Chicago NL Xfo-S-F.
Y for Cincinnat i Z for Houston a for L.A.
b for Atlanta c for San Diego
The @ symbol selects your opponent Add one karU) the codes

used above. For example, to select Montreal, use U instead of T.
Not all team combinations will woric with the above code,

but most wi l l .
If you're the type who likes to have everything spelled out

for you, here are a few pa.sswords that will take you directly to
the World Series:

NDMeklmihfVeRQTOUkAVYA
(Toronto against Oakland)
McMlopqmlFYbkRVTGtEKAB
(Houston against Baltimore)
Here's a totally useless code that some intref̂  gamester found.

Use it to set up to play against an invisible team. They're actu
ally not there; no one will throw a pitch.

Zb6jpqrnmmGnYWQXaHuFFAB
Wanna get weird? here's a code that changes the screen col

ors, boosts the progress of any batted ball to rocket speed and
causes a host of other predictable alterations to n<xmality. You
won't want to play the game like this all the time, but it's an
interesting exercise;

VU9irstpomXcZTlebrHWyW
And finally, you read it here first The dectionic Tommy cheas.

Here's a way to get four strikes before you are out! When the
umpire calls you out after a third strike, quickly and repeatedly
press the Start button. The Change Member box should
appear. Press the C button now, and you will return to your at-
bat for another swing. In fact, if you can master this trick, you
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should be able to do it again and again on the same batter until
you hit the ball.
TWIN COBRA: DESERT AHACK HEUCOPTER

Stage Select; From the title screen, press Start to go to the
green Options screen. Then press Up, Down, Right, Left and
then Start.

Super Power Begin the game and then press the Pause but-
toTL Then press Up, Down, Rî t, Left. Hold button A and unpause
the game to return with all of your weapons fully powered.

Or, here's an alternate route to the same power: Pause
the game and press Up, Down, Left, Right. Then hold button
B while you unpause the game.

14 Continues: Go to the green title screen by pressing
Start. Then press the A button until the Credit indicator at bot
tom right moves to 14.

Watching the Ending: Go to the green title screen and
press Up, Down, Right, Left, A, B, C and then Start The screen
will change to white and then play back the game ending.

WA N T E D D E A D O R A U V E : B O N A N Z A B R O T H E R S
Some of the enemy guards cany diields and cannot be stunned

in the ordinary manner, hide from them and shoot them in the
back after they have passed.

If you see an enemy waiting on the other side of a door, open
the door quickly and push through to flatten him.

Don't slop to play with the puppies.
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Sonic the Hedgehog™
Game ^ar

Graph ics /Sound : 9 Response ; 9
F u n / R e a l i s m ; 9 U l t i m a t e S c o r e : 9

The evil scientist Dr. Ivo Robotnik has captured a bunch of
Son ic ' s an ima l f r i ends and t rans fo rmed them in to te r r ib le

beasts—things like fireball-firing bees, rocket-launched bugs,
batty bats, spiked crabs and more. There's also a measure of
natural disa.siers waiting to happen—things like lava flows, burn
ing grass and water hazards.

The programmers at Sega have done an amazing job of
squeezing the large and i6-bit Sonic game fk>m the Genesis
to the 8-bit Game Gear. One player only.

WHO?
You are Sonic. You know, the hedgehog. In the new, improved
litt le Game Gear version.

2 3 9
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W H A H
You're out to rescue innocent wild creatures from the clutch
es of the mad scientist Dr. Jvo Robotnik, who is turning
them into evil robots.

H O W ?

Run. run, run. And use the patented Super Sonic Spin Attack
to pulverize any bad guy who gets in your way.

USING THE GAME GEAR CONTROLS
Directional Button (D-Bulton): Press Right or Left to move

in those directions. Pre.ss and hold to run in those directions.
When Sonic is standing still, press Up or Down to sec the
top or bottom portion of the screen in some locations.
When Sonic is moving, press the Down arrow to bump off
enemies with the Super Sonic Spin Attack.

Buttons I or 2: Press to jump and perform the Super Sonic-
Spin Attack.

P L AY I N G T H E G A M E
Grab those rings; they are the keys to power. You are on a mad
dash to rescue your buddies, through a strange world full of nasty
challenges. But thank goodness for those golden rings; any time
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you have at least one in your possession, you an; protected agaiast
losing a life. When you do touch a bad guy, you will drop your
rings; grab them back and collect new ones as you progress
through the game.

[f an enemy attacks you when you are out of rings, and are
not using the Super Sonic Spin Attack, you will lose one
life. (If you are using the Spin Attack and fall to the bottom of
the screen, you will lose a life.)

XREEN DISPIAY
There are several important indicators on the screen. At lop left
is the number of Rings you have collected. When the number
is at zero—the danger zone—it will llash. Below that is the timer.
You must complete each stage in less than ten minutes of game
time; a special time bonus is awarded for substantially bettering
that time. Note that game time is not the same as "real time"
on your watch.

Finally, the screen indicates at bottom left the number of
Sonics remaining in the game.

H O W T O C O N H N U E
Look for the Arrow Monitors in each zone of the game.
You'll reco^iize them if you look for down-facing arrows with
in a video nxmittx box. ToiKh them to record your current score
and time. When your character dies, you will be able to start
the game from that point with the score and time, but no
rings.

MAGlCAl POWERS
Look for the little video monitors as Sonic rushes by; jump on
them with a Super Sonic Spin Attack to break them open and
reveal sptecial items. Touch the items with Sonic to put them
into effect.

Super Ring. Worth 10 rings.
Shield. Protects you from loss of your rings when attacked,

and also guards you from injury if you do txK have any rings.
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II will not thou^ protect against loss of life from other obsta
cles like pits and spikes.

Power Sneakers. It's hard to imagine, but lacing on a pair of
these allows Sonic to run oven faster.

Invincibility. Look for the tittle stars in the Monitor icon; grab
them for a short period of invineibilily against all attackers.
You arc not, though, protected from obstacles.

1-Up. An extra Sonic. You will also earn an extra life each lime
you cam 50.0(X) points, pick up 100 rings or uncover a Sonic
character when you spin the Bonus Panel.

Chaos Emeralds, There is one in each zone, and you'll
need to collect all six to see the ending of the game.

B O N U S PA N E L
At the end of every act. you will come to a special sign post.
Set it to spinning by touching it with Sonic. Depending what
appears when the sign stops spirtning, you can cam .special bonus
e s :

Ring. Worth 10 free rings.
I-Up. An extra life.
Exclamation Point. Free pass to the Special Stage.
Dr. Robotnik. Good for nothing. Zip. Zero. Goodbye.

LEVELS
The game irteludcs six zones, each with three acts. YouTI meet
Dr. Robotnik himself at the end of each final act. A metal cage
will appear orKe Robotnik is gone; Jump on top to set the ani
mals free.
Green Hill Zone. What a jxetty country, full of hills and dales

and underwater caverns for Sonic to frolic in. Bounce on

springboards, but watch out for the spikes.
Bridge Zone. Timing is everything, as you mast scoot across

the bridges before they crumble. Use the seesaws to fly to
t h e c l i f f s .

Jungle Zone. The waterfalls are pretty ... dangerous.
Labyrinth Zone. Hold your breath and dive underwater
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into this complex maze. A timer will tell you how long you
have until you run out of oxygen, but you can survive
longer by finding air bubbles.

Scrap Brain Zone. The deadly factory outside of Dr.
Robotnik's headquarters; it's a place of spinning saw-
blades. treacherous conveyor bells and deadly booby traps.

Sky Base Zone. This is... the end. E)r. Robotnik is hiding with
in his blimp, but you'll have to gel past deadly laser beams
and missiles to get to him.

SPECIAL STAGE
If you manage to collect enough rings and can turn up the
Exclamation Point at the Bonus Stage, you will be able to enter
into the super-spectacular Special Stage. It's like being inside
a huge pinball machine as you bounce off bumpers and
springboard up and down. You must clear all of the items with
in the stage within the time limit shown on the screen; if
you run out of time, you will walk away with nothing.

Look for the CONT Continue Monitor within the Special
Stage. If you can break it open, you will earn a special
Continue Star that will appear on the Game Over screen and
permit you to resume play from the begirming of die zone where
you lost your last life.

NUMBER OF UVES
You begin the game with three Sonics. You can add lives by
collecting 1-Ups. You will also earn an additional life each time
you manage to collect 100 rings or 50,000 points.

S C O R I N G
Each of the enemies in the game Ls worth points when destroyed;
dwtroy several in quick succession for bonus points.
Time Bohils. Extra points are awarded for quick clearance of

a z o n e .

Ring Bonas. The number of rings brou^t to the end of an act
will also earn you credits.
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SECRETS OF THE PROS!

At the start of any stage or after you return to the gatnc after
losing a life, inimcdiately collect at least one ring. Without a
ring, the next time you touch an enemy you will immediate
ly lose a life.

You'll need 50-99 rings to earn the right to go to a Special
Stage. If you go all the way to 100. you will cam a 1-Up but
lose the chance for the Special Stage.

Sonic ihc Hedgehog U a trodcmori. ot Sega ot America. O 1991. Sega of
A m e r i c a .

a
The Amazing Spider-Man ™
Graphics/Sound: 8 Response: 7
F u n / R e a l i s m ; 8 U l t i m a t e S c o r e : 7 . 7

The Kingpin has planted a huge bomb in New York City, and
has managed to put the blame Spider-Man. Tliere's a million-
dollar reward for the arrest of Spidcy. but despite it all. our hen)
.still wants to save the Big Apple—and nail The Kingpin.

Spin your webs and lly from ixxil'lop to ixxiftop in this well-
designed arcade adventure. This game is similar, but not
identical, to the Spider-Man game for tlio Genesis .sy.stem, also
reviewed in this book. See that section for a history of Spider-
Man. One player only.

W H O ?
You're the sticky hero, Spider-Man. known to his friends as
Spidey and to his mother as Peter Parker.
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W H A T ?

Swing from web to web to villain to villain, en route to a show
down with The Kingpin himself.

USING THE GAME GEAR CONTPOL PAD
Direclional Button (D-Button): Egress Left or Right to move

in those directions.
Press Down to .squat.
While on a web, press Up to climb or Down to descend.

Button 1: Press to punch.
To lire a web at the enemy, press button 1 and the LeI'l or
Right arrow at the same time.
To kick, prcs.s the Down arrow and button I iU the .same lime.

Button 2: Press to jump.
To Jump down frotii a height, (wess the Down jirrow and but
ton 2 at the same time.
To stick to a wall, pre.ss button 2 twice in quick succession.
Use the arrow keys to crawl up, down, left or right while
attached to the wall. To Jump off the wall, pross button 2 one
more t ime.

Buttons I and 2: To swing left or right on a web, press
buttons 1 and 2 and tlie Left or Right arrow at lite same time.
To swing from one web to another web, at the end t)f
each swing, press button 2, then button 1 together with the
Left or Right arrow.

Start: Pre.ss to access Spidey's Options. Use the Left or
Right arrow keys to scroll through the available options.

SCREEN DISPLAY
There are five critical indicators displayed along the left side
of the screen. From the top. they are:
Spider-Sease. Ever wonder how a spider is able to scurry away

before your rolled-up newspaper lands on its head? It's some
thing called Spider-Sense, and when this icon flashes, it's
a warning to Spider-Man to beware of danger.

Time Remaining. The clock ticks down before The Kingpin's
bomb explodes.
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Energj- Level. Each lime Spidey is injured, the level will be

reduced It will flash red when our hero Ls about to lose a life.
Web Cartridges Remaining. An accounting of essential web

fluid containers. You need the stuff to keep on swinging.
Web Ruid Level The amount of fluid in the current cartridge;

when it has been used up, it will be replaced by a new car
tridge. if available.

SP IDETS OPT IONS
Press the Start button during play to go to the essential Status

screen that indicates available special items and options. Use
the Left or Right arrows to scroll through the available
options.
Keys. Select this icon and press the Down arrow to see how

many keys you have collected.
Camera. To take a picture, select this icon and press the

Stan button. You may take as many as 24 photos in any level
of the game, but your goal is to snatch mugs of Super-Villaias.

Music. Select and press button I to turn music on or off.
Stor)'. Select the Book icon to skip the story .screens.
Peter Parker. Select the picture of Peter and press button 1

to return to his apartment for a rest. This icon will appear
after you meet Dr. Strange.

Unpau.se. Select to return to the action.

REPLENISHING WEB FLUID
You need a lot of .sticky stuff in order to be a real swinger, and
sooner or later Spidey will run out of cartridges of web fluid.
They cost $250 each to replace. But our hero has a way to Ciim
money: The Daily Bugle will pay $250 for the first photo of
a Super-Villain in each level, and $5 for each additional
snapshot.

To take a photo, press the Start button to go to the Option
screen, select the Camera icon"and then press the Start button
again.

You can take as many 24 photos per lev-el; at the end of each.
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the money you have earned (minus tlie cost of film) will be atito-
maticaliy exchanged for web cartridges.

REPLENISHING ENERGY LEVEL
This is tiring work. When Spider-Man's energy level nears bot
tom or Dashes red, it's time to go and lie down for a while. You'll
need to use the amulet given to you by Dr. Strange.

Press Start to display the Option .screen, select the amulet
and then press button 1. Once you are back in your apartment,
press button 2 to increase your energy level.

Nothing is for free, of course. lEacli time you press button
2 it will subtract 15 .seconds from your clock!

Press button I to return to the game.
Note that if you go for a rest during a level, you will

return to its beginning. Therefore, it may be better to recharge
at the start of a level rather than at its end. if you can possibly
do .so.

LEVE15
There are eight challenges in the game—an opening challenge.
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six bouis against the Kingpin's villains and then Kingpin
himself. Each time you defeat one of the bad guys you will
receive one of the keys to the Kingpin's Ultimate Bomb.

When you have collected all of the keys your final assign
ment is to deactivate the bomb within a 24-hour time period.
Level 1: The Daily Bugle. Start your adventure by arriving

at the local newspaper—but you can't just walk in the
front door, because the cops are looking for you. Instead,
why not climb up the wall in front?

L e v e l 2 : Wa t e r f r o n t Wa r e h o u s e . A f r e a k a t o m i c a c c i d e n t
caused metallic tentacles to become attached to the body of
Dr. Otto Ociavius, which made him go a bit batty. He
now goes by the name of Dr. Octopus, and he hopes to con
trol the city and/or Spider-Man.

Levd 3: The Oty Sewers. Dr. Curt Conncts was an old friend
of Spider-Man, but an attempt to regcnentle his lost right arm
turned him into a human Lizard with fantastic strength and
a killer's hate of all humans.

Level 4; The Power Station. Maxwell Dillon, a lineman for
the electric company, suffered a terrible accident when he
was struck by lightning. The power is still within him, allow
ing him to discharge electricity at will. Going by the name
Electro, he lives in the power station, where the high
voltage cannot harm him.

Level 5: Central Park. When the nuclear power plant blew
up, it bombarded William Baker with radioactive sand. He
was not a particularly nice guy to begin with, and now that
he is able to turn him.self into sand, he uses that ability to
slip through Spidey's fingers. The Sandman will meet our
hero in Central Park, which is a pretty scary place day or night.

Level 6: Manhattan. A mystery creature, The Hobgoblin
is a combination of many of your worst nightmares. Flying
a mechanical bat. he tosses pumpkin bombs al enemies. Spidey
brought back a strange costume from a visit to an alien world;
the costume turned out to be an alien life f<xm itself, and it
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took off on its own. Tlie costume met up with an enemy of
the Spider-Man. and the suit ;md man became a bizarre new
creature ca l led Venom.

Levd 7: Tlie Subterranean Caveni. All you've got to do now
is punch out the numbered lights and disarm the bomb. That
is, if Doctor Octopas and The Lizard will be so kind as to
allow you.

Level 8: The Kingpin'.s Pcnthou.sc. His mom knew him as
WiLson Fisk, but you can call him by his nom de crime: The
Kingpin. He has no super powers himself, but he has
sunoundcd himself with .some of the most evil creatures imag
inable to do his bidding.

SECRETS OF THE PROS!

Not all of the Super-Villains will stand still and say "cheese"
when you want to take their pictures. Try snaring tliem in a web
before you whip out your camera.

Spider-Man and atl nthcr Marvut ctiurucicrs and the distinctive like
nesses thereof arc trademarks of Marvel timcrlainmenl Group. Inc. ©
t992>1arvel l-iitcrtainnieiil CrtHip, Iik\ GaitK © 1992. Acclaim Enlenainmenl,
I n c .

George Foreman's KO Boxing^'^
G r a p h i c s / S o u n d : 7 R e s p o n s e : ?
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 7

Punch out your Game Gear with this impressive little boxing
simulation starring "Big George" Foreman, one of the most-
respected American boxers t)f all lime. Foreman is weU into his
second long career as a boxer, An Olympic medalist in 1968,
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he won the championship belt in 1973. After a 10-year retire
ment. he came back to the ring in the i980s and was a legiti
mate contender for the heavyweight title in 1992 at age 43.

The game i.s a well-programmed, well-presented chal
lenge that will have you tossing uppercuts and the occa
sional "Superpunch" with the best of them. One player, or two
players using the (iear-to-Gear Cable, two Game Gears and
two copies of the game cartridge.

W H O ?
You're George Foreman, one heavy boxing dude.

W H A T ?
Lead with your left, connect with your right.

USING THE GAME GEAR CONTROLS
Directional Button ID-Kutton): Press to move your tighter in

the ring, and to dodge and duck your opponent's punches.
Press Left or Right to move forward or backward in the ring.
Press Up to cover your face.
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Press Down to block the body.
Press Up/Left to sway your boxer back.
Press Down/Left to duck.
Press Down/Left or Down/Right and button I or 2 to
punch to the body of your opponent.
IVcss Up/Right and button I to throw an upperoit to the face.
Press Up/Right and button 2 to throw an uppercut or
straight-on punch.
Button 1: Left jab.
Button 2: Right Jab.
Buttons I and 2: Press and hold both buttons at the same

time and wail for the Superpunch meter to till full of red
dots (Psyche Power). Let go of the buttons when the gloves
sparkle and press button 1 to Jab.

SCREEN DISPLAY
Stuniina Meters, l-ocatcd beneath the name of each of the two

fighters, thc.se two bars indicate how much remaining
strength each has.

Time. The clock counts down to show remaining minutes and
seconds in each round.

Superpunch. The meter indicates how many Superpunches
your fighter has remaining. When you press and hold but
tons I and 2 at tlie same time, the meter will fill with ted dots.

W I N N I N G T H E M AT C H
One knockdown, with a referee's count to 10, will win tlie bout.
Three knockdowns in one round, no matter how short the tight
er is on the mat, will result in the awarding of a Technical
Knockout and victory to the boxer still standing.

If the fight ends after 10 rounds without a knockout, the deci
sion will be based on the decision of the judges. After each round,
the Judge's Scores .screen will appear. Points are awarded as
f o l l o w s ;

Winner of the Round; Automatic 10 points
Other Boxer; 7 to 10 points, based on performance
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If you lose, you can choose (o light a ie(na&:h against the same

boxer. If you are defeated by the same boxer twice, the game
will be over.

POWER UPS SCREEN
Each lime you win a bout, you will earn points as follows:

Knockout: 4 points
Technical Knockout: 3 points
Judgement Win: 2 points
After the conc]u.sion of each bout, the Powct Ups Screen will

appear, allowing you to allocate your winning points in three
a r e a s :

P. Power Punch
R. Recovery
F. F o o t w o r k
SP. Superpunchcs
George t'orenun's KO boKing is a [radcniaclc of Acclaim Enierrainmcni,

Inc. ® 1992, Acclaim linicnainmcni. Inc.

Ax Ba t t i e r :
A Legend of Golden Axe™
Graph ics /Sound : 7 Response : 8
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 7 . 3

The saga of the Golden Axe, a major slash-and-speli saga of
the Genesis, makes its Game Gear debut in this adventure in
the realm of the diabolical Death Adder. You'll battle sneaky
skeletons, bcasty baLs and the bodaciously bad Bad Brothers.
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You'll be equipped wilh a sword and Earth, Thunder and
Fire Magic; you'll learn important clues by talking to the
townspeople and exploring the realm. Your goal, of course, is
to snatch back the Golden Axe, stolen from its rightful place
in Firewood Castle by Death Adder. One player only.

W H O ?
You are Ax Batt ler.

W H A T ?
Go return that Golden Axe from deep within the Forest of No
Return .

USING THE GAME GEAR CONTROLS
Directional Button (D-Button): Pre.ss Left or Right to move

Ax Battler in those directions in action scenes.

Press Down to crouch.
Press to move Ax Battier north, south, west or cast in
map and town .scenes.

Button 1: Press to attack in action scenes.
Pre.ss to close the Command window in a map scene.

Button 2: Press to Jump in action scenes.
Press to open the Command window in a map scene.

Start; Press to use magic in action scenes.
Press to open the Status .screen in a map or town scene; press
again to close the screen.

STATUS SCREEN
Press the Start button from map and town scenes to open
the Status screen and learn the following information:
Vases. The number of vases col lected.
Life Gauge. Ax Battler's current vitality level.
Magic. The currently selected magic available for use in

action scenes. The magic can be changed by |Hessing the Up
or Down a r row.

Special Attack. Lists the attack skills that Ax Baolcr has learned
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TOWN SCENES
Inns. Enler to restore Ax Battler's vitality.
Training House (TR). Enter to learn special attack skills.
Password House (PW). Enter to Icam the current password.

SPECIAL POWERS
Ax Battler can learn special attack skills at training stations,

marked with a "TR" sign.
High Jump. Press Up and button 2.
Upper Swing. Press Down and buuon I to swing upward Iroin

a c r o u c h .

Jump Swing. Jump and then press Up and button I to slash
d o w n w a r d .

Super Swing. Press Up and button 1 to inciease the force and
damage of your swing.

Jump Attack. FVess Down and button i during a High Jump
to jab downward.

Run. Press Left or Right twice quickly and then hold down to
run left or right.

Tackle. Press button i while running to body-slam the enemy.
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M A G I C A L P O W E R S

Press ihe Slait button to use the current magic—check which
one it is by looking at the Status Screen beforehand. Each
time Ax Battler uses some magic, he will consume some of
the va.ses he has collected.

Earth. Inflicts a small amount of damage on nil enemies on
screen. Costs two vases.

Thunder. Inflicts a medium level of damage on all ene
mies. Costs four vases.

Fire. Inflicts the most damage on all enemies. Costs eight vases
t o u s e .

SECRETS OF THE PROS!
Each enemy has a particular pattern in attacking; study his moves
and look for the weakness.

Ax Banter is a uademari: of Sega. 6 1992. Sega.

C l a s s i c G a m e G e a r

T h e C h e s s m a s t e r ™

Graphics/Sound: 8 Response: 6
F u n / R e a l i s t n : 8 U l t i m a t e S c o r e : 7 . 3

Chess is the original military simulation game. And The
Chcssmasier brings a highly advanced computer opponent to
the palms of your hands and the colorful little Game Gear scieen.

This Ls an excellent way to learn the basics or hone your skills
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as a chess player, compeling against the computer or another
human player. The game follows all of the cla.ssic rulc.s of the
game, with a full set of customization options that include 15
levels of difficulty. We worked with a preproduction ver-
.sion of the game; some details may change in the final prod
uct. One or two players.

W H O ?
You are the challenger, playing against The Chessmaster.

W H A T ?
A highly sophisticated full version of chess.

USING THE GAME GEAR CONTROL PAD
Directional Button (D-Button): Use the arrows to move

the hand and the selection arrow.
Button 1: Pick up and release the chess pieces, or use to select

menu i tems.
Button 2: Enter the Take Back/Replay mode.
Start: Switches back and forth between the Chessboard and

the Menu.

OPTION SCREEN
Human Mayers. 0.1 or 2. Select 0 to watch the computer con

trol both sides.

Change Sides. This option allows you to swap places with the
computer in mid-game. You can al.so use this selection at
the beginning of the game if you want to use the Black pieces
instead of the standard White pieces.

Force Move. Choosing this option will interrupt the chess-
Tiiastcr's "thinking" time and make the computer move at
o n c e .

Takeback/Kcplay. When you shift into this mode, you will
be al towed to lake back some or all of the moves made thus
far. ACCCS.S to this mode is also available directly fmm with
in the game by merely pressing button 2. Press button 2 to
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take back a move; Press button 1 to replay a move; Pre&s Stan
to resume ordinary play.

Set Up Board. This option allows you to put the pieces on the
board in any legal arrangement. You can use this mode to
examine some of the great chess openings or conclu
sions—you'll find many of them listed in books about
chess. Or, you can create your own interesting scenarios.
Use the arrow keys to move the hand over the available pieces
in the Grab Bag at the right side of the board. Pick up the
piece using button 1, move the hand over the board to
the position you want and then press button 1 again to drop
the piece.
In order to follow the rules of chess, you must have a
single King on the board and Pawns cannot be placed on the
first or last rows. You also cannot place more Queens,
Rooks, Knights or Bishops cm the board than there are miss
ing Pawns (you must act as if your pawns had advanced to
the eighth row for promotion).
Within the Setup mcxle, you have some additional options
including;

Clear the Board. Removes all pieces except for the Kings.
Initia] Position. Allows you to place the pieces for a new game.
First Move White. Allows you to chcrose which side moves

first. This is a "toggle" switch; each time you select it, the
starting side will change between White and Black.

Solve for Mate. When you are playing against the Chessmaster,
you can ask the computer to examine the current position
and secif a checkmate exists. If u solution is fcxmcl the moves
will be added to the move list and you will find yourself in
the Take Back/Replay mode. You will be able to watch the
solution unfold by pressing button 1 for replay.

(MTcr Draw. Wanna cry uncle? The computer may or may not
accept your offer of a draw.

L o a d G a m e .
S a v e G a m e .
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Begin New Game.

SETTINGS
Mate in X Moves. This is ihe setting for the Solve for Mate

option. Choices range from I to 5.
I-evel. Select among the 16 levels of play.
Newcomer I and Newcomer 2. The easiest level of chess in

this game.
I.cvels 1 through 13. Increasingly more challenging games.

The higher the number, the more time the computer is
allowed to ponder ii.s moves.

Inhnite. The Chessma.ster will be allowed to think and think
and think until you force it to make a move.

Ueep Thinking On or Off. When Deep Thinking is On,
the Chessmaster will be thinking ahead while you are
considering your own move. Turning Deep Thinking Off
turns off the computer's brain until its turn.

Open Book On or Oft When the book is On. the Chessmaster
will be able to consult a library of more than 150.000
classic moves from early portions of games.

Teaching Mode On or Off. When the Teaching mode is On.
the computer wiU show you all of the legal moves when you
pick up a piece.

.• Coordinates On or Off When this setting is On, the chess coor
dinates for each square on the board are shown along the edge
of the board.

Chess C lock On o r Of f .

Touching Rule On or Off.
W h i t e V i s i b l e o r H i d d e n .
B l a c k V i s i b l e o r H i d d e n .
White on Bt^tom, T<^, l.cft or Right Selecting this settings

rotates the board so that White pieces are on (he top, bot
tom, left or right

P L AY I N G T H E G A M E
You must follow all of the rules of chess; The Chessmaster will
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inform you if you attempt to make an illegal move.
U% the arrows to ixing the hand over the piece you want to move,

and then prcs.s button 1 to pick it up; move the hand to the loca
tion you want to move to and press button 1 again.

S P E C I A L M O V E S
To make a Castling move, ase the hand to move your King two
squares towards the Rook (also called the Castle); the computer
wil l finish the move.

To capture a pawn en passant, move the pawn to the
square just past the enemy pawn.

If you succeed in moving one of your pawns all the way to
the eighth row. you will be permitted to Promote the pawn. To
make it into a Queen, press the Start button. To make the p;iwn
into another piece, use buttons I or 2 to cycle through the var
ious pieces from Queen on downwards; press the Start button
when your desired piece is indicated.

The Chessma.s(cr is a uaJeniari of tti Tech Expressions. O I'i'X). The Park
Place Producdon Team. Developed by (he Park Place Production Te.-im anil
The Software Toolworks. Game © 1991. Sega.
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Fantasy Zone^
Graph ics /Sound : 6 Response : 6
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 6 . 3

From way, way in ihe Tuture comes an arcade classic of the past.
Fantasy Zone is a pastel-colored soft and fuzzy version of an
outerspace shoot-'em-up game, a model for dozeas of other more
frantic and darker games that followed. It's still a lot of fun. and
a very attractive game on the little Game Gear screen.

It seerrcs that the Fantasy Zone has been invaded by the enemy
from Menon. filling the world with all sorts of strange craft and
enemies. You are the ace fighter Opa-Opa Jr.. and it's up to you
to shoot them down. You will earn coins for each enemy
you dispatch, and you can upgrade your spaceship for the increas-
ingly more difficult challenges ahead by visiting the gloating
shops. One player only.

W H O ?
You arc Opa-Opa Jr.

W H A P
Save the Fantasy Zone from the invaders.

U S I N G T H E G A M E G E A R C O N T R O I S
Directional Button <D-Button): Press to move Opa-Opa

Jr. in any of eight directions on the screen. Press to move
the pointer in the Shop screen and Item Selection screen.

Button 1: Press to fire Weapon 1 (Shooting weapon).
At the Shop screen, or the Item Selection screen, press to
enter a selection.
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Button 2: Press lo fire Weapon 2 (Bomb weapon).
At the Shop screen, or the Item Selection screen, press to
enter a selection.

Start: Press lo display the Item Selection Screen. The screen
displays information including the amount of Gold Opa-Opa
Jr. has collected, the current Propulsion Item, the current
Shooting Item (Weapon 1) and the current Bomb Item
(Weapon 2).

LEVELS

Woods. Fire. Ice, Water. Cloud. Desert and Phantoms.

M A G I C A L P O W E R S
At the start of the game, Opa-Opa Jr. has a set of Small
Wings for propulsion, a Nomial Shot and a Single Bomb, and
no money. Once he collects coins, he can upgrade his ship witli
any of the following special items:
I ' R O F U L S I O N

Big Wing. Boosts speed by one level. Costs $100.
Jet Engine. Boosts speed two levels. Sl.OfX).
Turbo Engine. Boosts speed three levels. $10,(KM).
Racket Engine. Increases speed to the maximum level.

$100,000.
SHOOTING WEAPONS (BUTTON 1)
Back Shot . F i res forward and backward. $500.
Laser Shot. A destructive laser beam, active for a short

periixl of time. $ 1.000.
Five-Way Shot. A major force, active in five directions at the

same time for a short period of time. $5,000.
Homing Shot. Rclea.scs powerful target-seeking missiles.

$10,000.
BOMB WEAPONS (BUTTON 2)
Twin Bombs-A. A pair of bombs at one time. $100.
Twin Bombs-B. Fires bombs up and down at the same time.

$200.
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Smart Bomb. Damages all enemies on the screen. $2,000.
Heavy Bomb. Destroys all enemies on the screen during

its fall to the ground. S2.000.
S P E C I A L I T E M S
Extra Ship. $5,000.
Shield. Absorbs up to 20 bullets. $10,000.
Auto Shot Pemiits continuous firing of both Weapon I and

Weapon 2.

SPECIAL DEVICES
Collect the gold coins that are released when you destroy
certain enemies. Luge coins have higher value thtm snudier ones.
Use the coins at one of the Floating Shops that will appear at
various places in the game. Inside the shop you will find a dis
play with the names of various items and their cost as well as
the amount of money Opa-Opa Jr. has collected.

Fanta.'iy Zone isa Uademark of Sega of America. Inc. © 1991, Sega.
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C l u t c h H i t t e r ™

Graphics/Sound: 6 Response: 6
F u n / R e a l i s m : 6 U l t i m a t e S c o r e ; 6

Take your Game Gear oul to (he ball game; you're likely to draw
a crowd. The electronic teams of Qutch Hitter represent the actu
al lineups of the 26 major league franchises as they existed in
1991. All of the stars are in the linle Game Gear cartridge—
from Wade Boggs and Roger Clemens on the Boston squad to
J o s e C a n s e c o i n O a k l a n d a n d D o c G o o d e n a n d H o w a r d
Johnson in New York. You'll have to know a bit about the teams,
though, since the players are named only by their initials—we'd
suggest you pick up a copy of a sports almanac to help you fig
ure out the players' names.

Clutch Hitter does a very good job of getting all of the com
plexity of baseball into a computer game, with excellent ani
mation of the characters on screen. This is good, solid electronic
ba.seball—no exploding super-pitches here. One player can
compete agaiasl the computer, or two players can engage
in hcad-to-head competition.

W H O ?
You're in the big leagues now.

W H A T ?
Two out.s, bottom of the ninth, two strikes—and Nolan Ryan
is on the mound.
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USING THE GAME GEAR CONTROLS

P I T C H I N G

Position (he pilchcr on the mound by pressing the Left and Right
arrows. Position the catcher in the box by pressing Up (catch
er moves left) or Down (catcher moves right). The catcher's
position is where you will be aiming the ball if you throw a
straight pitch or a changcup; the catcher will move back to the
regular position as the windup begins.

Pre.ss button 2 to begin the windup. As the pitcher is about
to throw the ball, press and hold one of the arrow keys to set
the type of pitch, as follows:

Up: Fastball Down: Changeup
Left: Breaking ball left Right: Breaking ball right

Holding a Riinncr on Base
To keep a baserunner from taking too large of a lead off
base, throw over to his base from time to time. Press button I
to display the Field screen; then press the arrow key in the direc
tion of the base you want to throw to. and press button 2 to throw.
(If you do not press an arrow key, the bail will automatically
be thrown to first base. Therefore, the quickest way to throw
to first base is to press buttons 1 and 2 in rapid succession.)

Baiting
Move your batter around in the bailer's box by pressing the arrow
keys.

Press button 2 to swing.
To attempt a bunt, press the Start button after the pitcher has

begun his windup. You can also position the bat in a bunting
stance by tapping button 2.
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Running
When you have a runner on base, you can lake a lead off ihe
base 10 give a head start toward the next base. Press and
hold button I and press the arrow key in Ihe direction of Ihe
runner's current base. Each time you tap the button, the
runner will edge off a little more.

Watch out for pickoff attempts. To get back to the safety of
the base, picvs and hold button 2 and press the arrow key in the
direction of the base to which you want to return. (If the
opposing pitcher attempts a pickoff and you are too far ofT base
to safely letum. you will automatically try to steal the next base.)

To attempt a steal, press and hold button 1 and press and hold
the arrow key toward the current base. Eventually the runner
will take off toward the next base. If it appears that he will be
out, try sending him back to the original ba.sc by pressing but
ton 2.

D e f e n s e
Move the fielders into position to catch a fly or ground ball asing
the iUTOw keys. Once they have the ball, you can run them to
a base using the arrow keys or throw tlie bail by .setting the direc-
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lion of the ball wilh an arrow and pressing button 2. If no arrow
key is pressed, the ball will automatically be thrown to first base.
T i m e o u t
Press the Stan button before the pitcher begins his motion. If
the manager of the team at bat presses the button, substitutions
in batters can be made: if the manager of the team on the field
presses the button, a pitching change can be called.

SECRETS OF THE PROS!
The game includes most of the elements of the game, with a
few exceptions. First of all. a lie game will be called a draw if
no one is ahead after a mere 99 innings. There are also no wild
pitches or passed balls, interference or infield fly rules. You can
not bring in a pitKh runner or make defensive substitutioas except
for pitching changes.

Outfielders have extraordinary arms, and it is not at all unusu
al to throw out a runner at first base from right field.

Clinch Hilterisa iradenufk of Sega of America. Inc. © 1991.

Crystal Warriors™
Graphics/Sound: 6 Response; 6
F u n / R e a l i s m : 6 U l t i m a t e S c o r e : 6

Su»p as if you've heard this aie before: Four magic crystals have
maintained the balance of power in the peaceful kingdom
of Arliel. within the world of Tyramus where magic and
chivalry still ruled. But. alas, the evil Grym has come out of the
underworld and has snatched three of the four crystals. Only
one, the Earth Crystal, remains, and it is in the hands of the beau-,
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tiful and resourceful Princess Iris. She sets out to snatch back
the crystals from Grym.

The beautiful woman, impressive .swordsman and horrible
serpent depicted on the cover of the Crystal Warriors box are
reprc-sented in the game in very simplistic and very familiar car-
loon-likc characters in the game. This is a very standard
RPG-magic game. It is well done and especially impressive for
packing so much information into a tiny Game Gear car
tridge. It offers a few twists, including the fact that van
quished monsters will reappear on your side to fight their
former evil ma.ster. One player.

W H O ?
You am Princess Iris, with a band of gtxxl guys (and a few coti-
qiiered monsters).

W H A T ?

You're on a long quest to restore the purloined crystals to Arlicl
before the evil Grym escapes.

USING THE GAME GEAR CONTROLS
Directional Button (D-Button): Press to move Iris in town

scenes. Press to move llie marker in map scenes. Press to higli-
light commands.

Button 1: Prc.s.s to cancel commands.
Press to open the Character Data screen.

Button 2: Press to enter commands.
Press to enter cursor positions in map scenes.
Press to select characters.

Start: Press in town scenes to open the Ally window.
Press to end each phase.

G A M E P L A Y
You'll begin at Princess Iris's fortress. Use the arrow keys to
move the small white marker on screen to select a character or
to view other parts of the screen. The princess's force includes
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wizards, warriors and healers.

Your goal is to capture enemy fortresses and defend your
own strongholds. The forces of Princess Iris and Grym will take
turns, with the option of moving, engaging in combat or
casting magic. Each round ends if all enemy characters have
been destroyed, the enemy boss is defeated or if q^)osing char
acter lands on the fortress entrance. (If there is a boss within
the fortress, he must be defeated in order to end the game.)

The identity and nature of your oĵ nents will be a mystwy
at first; they will appear as a man with a quesdon mark for a
head. Who they are will become apparent when they are
attacked or affected by magic. The Scan spell can also be used
to unmark them.

Moving. The distance a character can move depends on the
character's mobility level (SP) and the lenain. Highlight the
character you want and then ptcss button 2 to enter your selec
tion. The areas where your character can move will be high
lighted; move the cursor to the destination and press button
2. Depending on location and ability, your character may
be able to engage in combat or cast a spell after a move is
completed. A move can be cancelled while underway by
pressing button 1.
Characters will have unhindered movement along Paths,
Bridges. Grass Fields and Stairs and within Buildings.
More difficult terrain includes Woods. Bushes. Sand,
Marshes, Ponds, Rocky Land and among Withered Trees.
Completely impassable terrain includes Beaches. Cliffs,
Mountains, Oceans and Waterfa l ls .

CombaL If your character is within striking distance of an
enemy, a sword will appear. Move the swwd in front of the
enemy you want to engage, and press button 2 to go to the
Battle Screen. If you want to cancel a skirmish, press but
ton 1 to end the turn.

Magic. When characters capable of casting magic (including
the princess, mages and healers) complete a move, a Magic
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Option window will appear. Select Magic to display the list
of available ^lls; select one by highlighting it with the arrow
keys and then press button 2. A magic staff will appear in
front of the character on screen, and the area where the spell
can be applied will be highlighted on screen. Move the bot
tom end of the stafT to the character who will be the object
of the spell and press button 2. The magic .screen will
appear again; press button 2 to cast the spell.

C H A R A C T E R S
In the one-player mode, you can .select up to nine characters
to go into battle at one time. If there are more than nine with
Ptirtcess Iris, the Character Selection screen will automatically
open before you can advance to the next round.

The two-player mode will be available when two Game Geais
are connected by a Gear-to-Gear cable. Players in this game will
be allowed to select the round for competition. The next
assignment is the choice of as many as nine warriors to go into
b a t t l e .

Each of the characters has a relation to one of the four ele-
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ments: earth, wind, fire and water. This is an indication of
strengths and weaknesses. For example. Fire charactcre can be eas
ily extinguished by Water. Water can be tamed by Wind. Wind
can be fanned by Fire. Only Earth characters are evenly matched
against all elements. The initial protectors of the crystal ore:
Iris. Occupation: Princess. Element: Earth.
Frye. Healer. Earth.
Ratt. Ranger. Wind.
Dayne. Fighter. Water.
Murak. Mage. Earth.
E l d e r. L o r d . F i r e .

Move the marker to a character and press button 1 to dis
play the (Tharacier screen with Status. Item and Monster sub-
s c r e e n s .

The Status screen indicates the selected character's HP (Hit
Points), MP (Mage PcnnLs). EL (Element), AP (Attack Points),
DP (Defease Points), LK (Luck Rictor) and SP (Speed Points).
The Item screen confirms the current Weapon and Armor
for the character, as well as the amount of money col
lected. AP and DP are repeated here.
The Monster screen shows information about any monsters
your character has defeated in battle; each of them can be
sent into battle as part of the forces of good. The indicators
list HP. EL, AP and DP for the available monsters.

M O N S T E R S
Earth: Scorp, Wurm, Golem, Tut.

Water; Aquan, Siren, Hydra. Tenta.
Fire: Wisp, Repti, Evius, Fenix.
Wind: Harpy, Grivn, Cyklo, Geni.

W E A P O N S
Rod. Costs 110. Can be used by Mages and Healers.
Sword. 120. Lords, Fighters.
Warclaws. 150. Rangers.
H a l b e r d . 9 0 0 . L o r d s .
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Falchion. 900. Fighters.
Warblade. 1,900. Rangers.
Claymore. 5,800. Princess.

A R M O R

Cape. 60. Mages. Healers.
Robe. Costs 80. Can be worn by Rangers.
Cuirass. 160. Princess. Lords, Fighters. Rangers.
Hauberk. 3.500. Princess. Lords. Fighters.
M A G I C

Scan. Requires 1 MP. Identifies enemies. Can be used by
Princess. Mages.

Heal. 2 MP. Restores an ally's HP. Princess, Healers.
Life. 4 MP. Stronger version of Heal. Healers.
Peace. 4 MP. Neutralizes enemy magic. Healers.
Dark. 2 MP. Deflects enemy magic. Healers.
Sleep. 1 MP. Puts enemy to sleep. Healers.
Chant. I MP. Loans up to 10 MP to an ally. Princess.
DruitL 8 MP. Takes 25 penxnt of enemy's HP. Princess, Mages,
Boost. 8 MP. Enhances your next attack. Princess.
Cold. 4 MP. Chills Fire enemies. Mages,
Frost. 6 MP. Stronger version of Cold. Mages.
Fire. 4 MP. Effective against Wind enemies. Mages.
Blaze. 6 MP. Suonger version of Fire. Mages.
Fla.sh. 4 MP. Effective against Water enemies. Mages.
Bolt. 6 MP. Stronger version of Flash. Mages.

SECRETS OF THE PROS!
Use captured monsters to fight in place of your characters any
time you can.

Be sure to save your game at an Inn any dme you enter a
town; this will allow you to resume play from that point if you
should meet an untimely demise.

You can also place Bookmarks at three locaticHis in the game,
allowing return to a specific location at a later time.

Crystal Warriors is a trademark of Sega. ® 1992, Sega.
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Q
Casfle o f I l lus ion

Starring Mickey Mouse™
Graphics/Sound: 7 Response: 6
F u n / R e a l i s m : 6 U l t i m a t e S c o r e : 6 . 7

Whai a mouse! His girifiiend Minnie keeps gelling kidn ĵped, and
he keeps trying to save her in adventure after advenlure.

The Gome Gear version of Castle of Illusion is a very
engaging little adventure. Beautifully drawn, it suffers only by
comparison to the smoother and more complex Genesis ver
s i o n .

It seems that the evil witch Mizrabel. as in Miserable,
swoops down on her broom one day and plucks Minnie
Mouse right out of the arms of Mickey. This doesn't please
Mickey at all. and so he sets off on a chase after Mizrabel and
Minnie all the way to the Castle of Illusion. In order to free
Minnie. Mickey has to collect the seven Gems of the Rainbow
(ju.si three in the shorter practice game). The sparklers are guard
ed by the Masters of Illusion. One player only.

W H O ?
Here's Mickey.

W H A T ?

Butt-bump your way to capturing the missing gems and save
M i n n i e .

U S I N G T H E G A M E G E A R C O N T R O L PA D
DirecUonal Button (D-Button): Press Left or Right to move

Mickey in those directions.
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Press Down to make Mickey duck or go down a ladder.
Press Up to make Mickey go through a castic door or
cl imb a ladder.

Button I: When Mickey is standing next to an obstacle,
press Left or Right to make him hold the object and then |xess
button 1 to have him pick it up. Then press button I again
to throw the object.
Press to continue from between-level screens.

Button 2: Piess to jump. Hold the button down for higher jumps.
Press the Up arrow at the t(^ of a jump to make Mickey grab
onto the lowest rung of a ladder above.
For a long jump, press while Mickey is running.
For Mickey's .special Bounce Attack, press button 2 to
make him jump artd press button 2 again when he is in midair
over an enemy or an obstacle.
Press repeatedly to make Mickey float while swimming.
Press to make Mickey go down ladders quickly or to slide
down slopes in a huny.
Press to continue from between-level screens.

O P n O N S C R E E N
Choose between Practice (three power stars to begin, three lev
els to search and three gems to be collected) or Normal
(three power stars, five leveLs and seven gems).

SCREEN DISPLAY
Power Gauge. Every time Mickey is hit or runs into an

enemy, Itc will lose some of his energy; when all of the power
stars are gone! he will lose a life. If he falls down a chasm
he will lose all of the power stan and a life.

Tries. The number of remaining lives.
Time. The remaining time for the current level; if the clock

reaches zero a life is lost.

M A G I C A L P O W E R S
Collect special items through the game to help Mickey rescue

his be loved Minn ie .
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Treasure Chests. Break them open by throwing them or
by landing on them in a Bounce Attack, in .some situaiioas
you may have to clear away ob.stacle.s that block the way to
the chests.

Gold Coins. Large coins arc worth 2,000 points and (he
smaller ones 5(X).

Cuke. The large cake fills two power siiirs and the smaller one
s t a r,

Moasc Ears. A 1-Up.
Power Stars. Add an extra power star to the gauge.

L f V E L S
The Enchanted Forest Some would call it enchanted, but we'd

call it bedeviled. Watch out for tulips that spit poison
seeds, and mouse-trapping spiders. Work on your timing to
butt-bump the moving tree stumps,

Toyland. The playthings have gone crazy here. Best to stay
away from the juggling clowns and the kamikaze toy
planes.

The Dessert Factory. That's one heck of a big donut, and it
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wants to put you in the hole. Watch out for the milk pud
dles and jumbling jellybeans.

The Library. Beware of the bookworms and the overgrown
pencils.

The Clock Tower. Don't lose track of time here, in this
world of swinging pendulums and grinding gears.

The CastJe. The final challenge is in the castle, a place of many
unplea.sant surprises.

NUMBER OF UVES
Three to start. You can pick up I-Dps and earn extra lives with
each 10,000 points collected. You'll cam points for collecting
some .special items and butt-smashing some of the bad guys.
And, at the end of each level, any time remaining on the
clock will be added to your score.

SECRETS OF THE PROS!

Perfect the Bounce Attack (also known as the butt bump).
Bounce off the tops of the heads of some of the enemies.
Castle nf Illusion starring Mickey Mouse is a trailcmark of .Sega of

America. Iik. © 1991. The Wait Disney Company. Source and game code ©
1991. Sega Enterprises. Ud.

C o l u m n s ^ "

Graph ics /Sound : 7 Response : 7
F u n / R e a l i s m : 8 U l t i m a t e S c o r e : 7 . 3

Columns loses none of its maddening atidiction in its translation
to the small hand-held version; in fact, it may be even mtKC mad-
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dening and addictive. Just try not to throw the Game Gear out
the window when the columns are flying too fast to see.

Here's the story: Columns of three colored jewels, stacked
one atop another, drop from the top of the screen. You use your
Left or Right arrows to move the columns from side to side on
the screen; you press buttons 1 or 2 to shuffle the order of the
jewels before they reach bottom. The goal is to arrange three
or more jewels of the same color in hoiizontal, vertical or diag
onal groups: these color blocks will disappear from the .screen
and any blocks above will drop down a row.

There are two versions in the cartridge: the Original game
and the Rash Game. And Game Gear players are offered a spe
cial .set of "Versus" games, using the Gear-lo-Gear Cable to con
nect a pair of Game Gear unil.s; each player must have a
copy of the Columns game. One or two players.

W H O ?
You arc the ma.ster columnist.

W H A T ?

Build Is, Ts. X.S. Ys and diagonals made of lite same color. It's
a lot easier to say than do.

USING THE GAME GEAR CONTROL PAD
Directional Button (D-Button): Press Left or Right to move

lite descending columns in those directions.
Press Down to increase the speed of the column currently
moving on the screen.

Buttons 1 or 2: lYess to change the order of the jewels in the
descending columns.

O R I G I N A L G A M E : O P T I O N S C R E E N

Difficulty. Choose between Easy (Jewels of four different col
ors); Normal (five different colors) and Hard (six different col
ors).

L.evcl. Choose from 0 to 9 as the starting point. The high-
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er the number, the faster the columns will drop.
Music. There are three musical selections available.

Blocks. Choose from five different shapes or designs for the
blocks. E)esigns include the standaixl set of jewels, colored blocks
(our favorite for clarity), card suits (hearts, diamonds, spades
and clubs), tumbling dice, and fruit (berries, cherries, apples
and bananas).

P L AY I N G T H E G A M E
A sparkling Magic Column will appear after you have cleared
300 items from the screen. Whatever color the Magic Column
lands on will become magic, and all blocks of that color will
be cleared fiom the screen. Keep an eye on the indicator on the
screen as you approach 300. and have a goal in mind.

FLASH GAME
The goal of the Flash Game is to clear the flashing item from
the screen as quickly as po.sstblc. You can accomplish this by
carefully clearing away the landscape above and to (he sides
of your target block.

Options include a choice of musical background and selec
tion of the design of the blocks, as well as:

Difficulty. Easy (Blocks of four different colors). Normal
(five colors) and Hard (six colors).

High. The height of the columns on the .screen at the start
of the game, from 2 to 9. The higher the columns, the more
deeply buried the (lashing block.

V E R S U S G A M E

Special versions of the Original and Rash games are available
when two Game Gears are connected by a Gear-io-Gear
c a b l e .

Each lime you make four or more items or two or more
columns disappear at once, a horizontal row of blocks will be
added to the bottom of your opponent's scieen. If you can make
five items or three columns disappear at once, two rows will
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be added to the other player's screen. This will push up all of
the blocks to make them closer to the top.

BASIC STRATEGIES

Spend the time to watch the derrKmstiation of the game that will
appear on screen if you don't touch a button.

Pay attention to the portion of the screen that shows the next
column of blocks; it may help you in your decision making.

SECRETS OF THE PROS!
You can make one last shuHle if you time it just right: the blocks
don't lock down into place until a fraction of it .second tifter they
touch bo t tom.

It's just a tiny little bit of cheating, but you may want to hit
the Start button to pause the game every once in a while. You
can catch your breath and do a little bit of strategy.

Columns is a (rademark of Sega of America. Q 1991. Sega of America.
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Dragon Crystal™
Graphics/Sound: 6 Response: 5
F u n / R e a l i s m : 6 U l t i m a t e S c o r e : 5 . 7

Magical polions, mysterious ancient books and unusual rods
and swords in the palms of your hands. Dragon Crystal is your
basic slash-and-cast, dragons and slime adventure game,
nicely translated to the Game Gear.

There iire some 30 levels of play and more strange itetns and
nasty enemies than you could shtike an enchanted sdck at. One
player.

W H O ?
Is it a bad dream, ot have you fallen under the spell of the mys
terious crystal ball you find in an antique store?

W H A T ?

You must make your way out of this incredibly complex
maze, battling demons left and right.

U S I N G T H E G A M E G E A R C O N T R O l PA D
Directional Button (D-Button): Moves your character

around on the screen. Be sure to explore all of the walls of
any area you arc in; they will be revealed as solid or trans
parent as you touch them.

Button I: Press to display the Status .screen. Press again to can
c e l a c o m m a n d .

Button 2: Press to pick up an item. Press several times to dis
play hidden exits.
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Press 10 see ihe Ccmmand window on the Status screen. Press

again to confirm a command.

STARTING THE GAME
There arc two types of screens.

First is the FiekJ screen, where the various battles take place.
The Hit Point Window and Game Message Window disappear
from the Field .screen while you are in motion, but will return
when you come to a halt.

F-ollowing you at all limes is the Status screen, which allows
. selection and use of an item or command. The screen includes

several important displays;
Item Icons. The symbols for the varioas items you can collect.
C o m m a n d L i s t . T h e a v a i l a b l e c o m m a n d s .

Item I-LsL The items you have collected. There is a limit to the
amount of booty you can drag around with you; when
you receive a mes.sage that you can cany no more, you will
have to drop something to make rtMMH.

FL. The Field Level where you are presently located.
Rank. You'll start off as an Apprentice, moving up the

cta.sscs as you defeat enemies. With each promotion comes
an incruiLsc in the maximum amount of HP (Hit Points), PW
(Power) and AC (Armor Class/defensive power).

IIP (Hit PuinLs). You will lose some of your stamina each time
you are hit by an enemy; when the HP level reaches 0 your
character will die. The Staias screen displays HP as two num
bers. Your present level Is shown in the left number, the max
imum amount you can have Ls shown to the right of the slash.

PW. The more power you possess, the better your ability to
defeat an enemy.

AC The higher your Armor Class, the better your defense against
enemy hits.

G. The gold you collect will allow you to purchase the right
to continue the game when your character dies.

F. You'll need to carry stocks of food with you, or pick up addi-
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tional sustenance in the labyrinth. Each piece of bread
adds 10-30 points and each piece of meat 41-50 points.

HOW TO USE AN ITEM
Go to the Status screen to display your available items. Press
the Left or Right arrow to highlight the icon for the item
you want to choose. Press button 2 to bring a flashing red bar
on the Item List and then move it to the item you want. Press
button 2 again to display the Command List and highlight the
command you want to use.

C O M M A N D S
Use. To employ a book, rod or potion.
Equip. To use a weapon, armor or ring.
Throw. To throw items toward an enemy.
Drop. To leave behind an item you no longer want to carry.

SECRETS OP THE PROS!
Press and hold the Start button as you move to speed up the
ac t ion .

Stand and fight against enemies unless your HP gauge is too
low; defeating bad guys is the way you will earn experience to
become stronger and gain a higher rank.

Collect as many as items as you can; learn their powers and
make notes. Explore every arca of each level; somewhere, some
how, you will need one of the special items scattered about.

Your companion egg will hatch Into a friendly dragon in
Level 4.

Dragon Crystal is a iratJcmark of Sega of America, Inc. © 1991, Sega of
America. Inc.
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G - L O C ™

Graph ics /Sound : 7 Response : 7
F u n / R e a i i s m : 7 U l t i m a t e S c o r e : 7

The anw.ing thing about this game is not its brilliant concept:
It is yet another Air Force shoot-'em-up game. Where G-LOC
shines is in its execution on the little Game Gear unit. The pro
gram is very re.spoasive, the graphics make good use of the small
color screen and the action is worthy of an areade machitte. Sega.
1 or 2 players. Two-player competition requires use of the
Gear-to-Gear Cable and a pair of G-LOC cartridges.

W H O ?
You are the only certified [nlot of the experimental G-LCXD super-
plane. which means that the defense of our planet against the
Future World Army is entirely up to you.

W H A T ?
Shoot those fighter planes, tanks and warships.

USING THE GAME GEAR
Directional Button (D-Button): Press Up to climb and

Down to dive. Press Up twice rapidly to perform the dan
gerous "Loop" escape maneuver.
Press Left or Right to lower your wings and turn in either
of those directions. The same keys also move your machine
gun sight.

Button 1: Piess to fire machine guns. Hold down for rapid fiie.
Button 2: Press to launch missi les.
Start: Press during play for a boost of power.
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OPTION SCREEN
You will only be able lo select a Versus game if you have two
Game Gears connected by a Gear-lo-Gear Cable. Each play
er must also have a copy of the G-LOC game.

Single players can choose Beginner, Normal and Expert dif-
liculty levels.

You will next be able to select a mission from nine avail
able map sectors. Except for the center square, the final area,
you can move around the map in any order you want. See
■'Secrets of the Pros!", though.

SCREEN DISPLAY
We can't imâ ne how you will have time to examine the gauges
in flight once the battle is underway. The screen offers impor
tant information including your fuel gauge, number of remain
ing missiles, hits required and lime remaining. There's not a
lot you can do when you see your fuel level nearing empty, your
missile stock dwindling or time running out. except to try to
shoot faster and more accurately.

Probably the most valuable element of the screen is the radar
display at bottom. Watch for fighters sneaking up on you
from the rear and take evasive action, including the "Loop."

WEAPONS
You begin the game with tin unlimited number of machine gun
rounds. Aim the onscreen target ring and fire.

Missiles are your most powerful weapon, but there is only
a limited supply at the start of each mis.sion. The red gunsight
controls the Initial path of the missile; fire missiles in the
near vicinity of an enemy crtifl and let the electronics on
board close in for the kill.

LOOPING THE "LOOP"
Your best evasive measure is the "Loop," where you throw your
fighter into a gut-wrenching upward climb and then loop
over the top and back down the other side. In a real loop of this



284 Official Sega Genesis and Game Gear Strategies
sort the pilot goes through incredible "G" forces in the climb
and descent; at the top of the loop he will be hanging upside
down and at the bottom of the loop he will experience a
brief period of weightlessness.

To loc^, you must have more than 1 percent fiiel in your tank
and your fighter must have its flaps jroperly set You can only exe
cute the Loop when the Fuel Gauge bar is yellow. Press the Up
arrow twice and the bar will turn to red; it will remrun red for a short

period of time after the Loop while your fighter stabilizes.

L f V E L S
Area 1. lOenemyFX-85 filters patrol the skies. 10,000 points.
Area 2. Your targets are 10 warships. The fighters in the skies

are annoying and dangerous pests; shoot them if you must,
but concentrate on the seas. 20,000 points.

Area 3. You've got to clear the skies of no less than 30 FX-
85s! 30.000 points.

Area 4. Destroy at least 15 warships in the waters south of the
island. 40,OtX) points.

Area 5. Mote and more fighters: 40 of them off the coast 50,000
points.

Area 6. The ground troops enter the battle: You must search
and destroy 15 MA-107 anti-aircraft tanks. 60,000 points.

Area 7. More; 20 tanks. 70.000 points.
Area 8. The last tine of defense consists of 50 fighters.

80.IX)0 points.
Area 9. You've fought long and hard for the right to take on

five heavily defended enemy bases. 90,000 points.

S C O R I N G
Each misdon has a particular bonus level, as indicalcd above. In addi
tion, you will receive 100 points for each tick left on the timer.

U P G R A D I N G Y O U R F I G H T E R
After you have completed your first mission, as well as each
subsequent set of missions, you will be able to visit the
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Supply Hangar to replenish supplies or make modifications. In
the hangar you will be able to "spend" some or all of the points
you have earned on your missions. Here are the available items
and their price lags:
Shot. Vulcan: 10.000. Special: 50.000
Missi les. 5: 10.000. 10: 18,000.20: 30.000.
Fuel. Three levels of fill-up. billed ai 5.000, 12,500 or 20.000

point.s.
Fuel Tank. Medium: 10.000. Big: 25,000. Special: 50.000.
Armor. Medium: 10,000. Heavy: 35,000. Special; 70,000.

VERSUS GAME
In the head-to-hcad competition using the Gear-io-Gear Cable,
the two contestants arc all by themselves in the skies. The win
ner is the one still flying. You will be able to .select from a 3-, 5-
or 7-round game and make choices on the type of armor,
number of missiles and other elements of the fighter.

SECRETS OF THE PROS!
Although you are able to move around the map in any order.

M l H S n I - ^ H I ♦ • '

• ' • D 5 : 4 S
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we suggest you start out with the easier Areas 1,2 and 5. Plow
through them as quickly as you can and build up your points
so that you can fully equip your fighter with missiles, guns, armor
and fuel.

If you go into a Loop by pressing the Up arrow twice in suc
cession, you will have a short respite from the battle and
have time to look at your gauges.

The Power Boost is an effective way to get out of the
way of an enemy—especially one coming up fast from behind,
and especially in the two-player game—but be aware that it will
use a great deal of fuel.

The amount of time you have to destroy a warship is less than
that avail̂ le for oncoming fighters. Be ready to let loose a mis
sile as soon as one of the surface ships is within the red target
of the missile command system.

G-L<X U a trademark of Sega of America, Ittc. O 1991, Sega of America,
I t t c .

Halley Wars™
Graph ics /Sound : 5 Response : 6
F u n / R e a l i s m : 5 U l t i m a t e S c o r e : 5 . 3

It is the middle of the 21st century, and the evil Lord Halley
has set an assault upon the planet Earth, combining his alien
spacecraft with huge comets and meieoroids.

It is up to you to pilot your spaceship, standing between the
earth and the assault from space. Remember that you are not
just protecting your craft: if somahing gets past you, it will dam
age your home planet.
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Halley Wars is a well done hand-held version of a very old
arcade space shool-'em-up game. We worked with a very early
prcproduclion version of ihe game; some details may change
in the final game. One player only.

W H O ?
You are the defender of the planet.

W H A H
Shoot th(Ke guided missiles, guided alien craft and guided comets.

USING THE GAME GEAR CONTROL PAD
Directional Button (D-Button): Press to move your space

craft up, down, left or right, or on the diagonal.
Button 1: Press to fire the destructive beam; press and hold

for rapid fire.
Button 2: Press to fire auxiliary weapons.

SPECIAL ITEMS
In addition to destroying any of the alien attackers, you
should also try to find the time to explode meteoroids and satel
lites on the screen. Inside many of them are special items: move
your spaceship over the special item to add it to your facilities.

If you lose a life while still in possession of special items,
some of them will carry over to any remaining lives. The destruc
tive beam power will be reduced by one level if possible. Any
explosive pods you have collected will be carried over, to retrieve
them, move your craft over them.
Kxplosivc I'od. When you have the pod, you can press button

I to have tiie pod fire its own beam as part of your standard
weaponry. Press button 2 to let the pod loose to seek out and
destroy any enemy vessels in its immediate area. The
pods are not very useful against the large vessels at the end
of each stage. You can have as many as four pods in your
a r s e n a l .

l*ower-Up. Increases the speed and thrust of the spacecraft:
there are five levels of boost possible.
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Protective Laser Shield. A defensive shield against enemy
beams and comets; it will fall apart after it lakes a few hits.

Destruction Beam. Destroys all enemies and neutralizes all
enemy beams in the area in a one-time event.

S C O R I N G
You will earn points for each enemy ship, comet or item
carr ier blasted.

Remember lliat your assignment is to protect tlie planet Earth.
Any lime an enemy device gels past you, the Earth will be dam
aged; if tlic damage meter indicates Earth has received 100 per
cent damage, your game will be over. You can repair some of
the damage to the planet based on the points you have collected
in its defense.

For every 2,000 points earned. 1 percent of the damage will
bcrepain.'d. For example, 100,000 points will repair 50 percent
damage.

U V E S
You begin the game with three ships; when all three are
gone, the game is over. The game is also over if Earth has been
completely destroyed.

An extra life is awarded each time you score 10,000 points.
You can continue your game three times.

SECRETS OF THE PROS!
There is no reastm to take your hand off of button 1; your ammu
nition supply is unlimited so you may as well keep on blast
ing.

Each comet that passes you by will damage the earth by 7
percent; therefore, you should devote as much attention as you
can to destroying any comet on the screen.

Halley Wars is a iradcmark of Sega of America. © 1991. Sega of
Amer i ca . © 19y i .Ta i l o .
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J o e M o n t a n a F o o t b a l l ™

Graph ics /Sound : 6 Resppnse : 5
F u n / R e a l i s m : 6 U l t i m a t e S c o r e : 5 . 7

W H O ?

You are (he offensive and defensive captains of a profes
sional footbal l team.

W H E R E ?
In the palms of your hands, in a very playable portable grid
iron challenge.
Not quite as impressive as the Genesis game of the same
name, this is nevenhelcss an extremely impressive sports
simulation game, especially for a hand-held portable.

Most of the sports games for that other black-and-white
portable suffer from two problems: the confusion to the play
er who is unable to differentiate one team from the other, and
a generally sluggish response from the computer because of all
of the moving players on the screen.

The piogmnimers of Joe Montana Football for the Game Ge;ir,
though, seem to have worked it all out. There is a tremendous
amount of detail in this little cartridge. The two teams are eas
ily identified in their colored jerseys and they respond well to
the buttons and arrows. And. the play book includes a mind-
boggling assortment of offensive and defensive possibilities.

Before each snap, you can select Joe's recommended play



290 Official Sega Genesis and Came Gear Siralegies
or one of as many as 17 others from the play book. Once the
ball is in play, you directly control one active player; the
others will follow their pre-assigned patterns perfectly.

The game includes a two-player version that requires use
of a pair of Game Gean>. two cô ^ trf the program and the Gear-
to-Gear Cable. Competition takes place at Beginner, Normal
or Professional levels. You can choose from any of 28 different
pro teams in the various divisions of the National or American
con fe rences .

Joe Montana Football is a nadanaik ctf of America. In;. & 1990, Sega
of America, Inc.

Olympic Gold™ (Preview)
Graphlcs/Sounti: 8 Response: 8
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 7 . 7

All summer long, you wens filled with the Olympic spirit as you
watched the wotW's best athletes show their stuff on your tele
vision screen. Drai't you wish it was you, up close and personal,
for the world to see?

Olympic Gold ̂ ves you the chance, in a very nicely pro
grammed and designed .set of seven challenges: the 100-
metcr dash. Hammer Throw, Archery. I lO-meter Hurdles, Pole
Vault. Diving and Swimming.

See the preview of this game in the Genesis section of the
book; the two versions are essentially identical.

OlympicGoklisandemark oftJ^. Gold Inc. O 1992.
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Psychic Wof/d™
Graph ics /Sound : 6 Response : 6
F u n / R e a l i s m : 6 U l t i m a t e S c o r e : 6

Welcome to an alternate world, a place of ESP (extra-senso
ry perception) powers, a strange animal laboratory and most
unusual of all, a video heroine.

It seems that Dr. Knavlik, who conducts some kind of
unexplained experiments on animals, has hired sisters Lucia
and Cecile as assistants. One day an explosion rocks the lab,
and the animals escape—taking Cecile with them. It's up to Lucia
to rescue her.

The strange ckx:tor gives Lucia one special tool for her search:
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an ESP Boosto- helmet that Just may be enough to help her save her
sister. Psychic World is a cute game, moderately challenging and
Just sufficiently difTerent to make it interesting. Sega. 1 player.
W H O ?
You are Lucia, one of the few heroines in all of video game-
dom, out to rescue her kidnapped sister Cecile.

W H AT ?
Don't go into the woods tonight.

H O W ?

Jump, shoot and think positive thoughts.

USING THE GAME GEAR CONTROL PAD
Directional Button (D-Button): Press Left or Right to move

Lucia in those directioas. Press and hold the buttoas to make
her run.
Press Up to go through doorways or climb ladders.
Press Down to squat, or to go down ladders.
To open the ESP window, press and hold the Down arrow
and then press and hold button 2; now release the Down
arrow. Continue to hold down button 2 while you use the
Left or Right arrows to highlight the ability you want to
employ. Rclca,sc button 2 to use it.

BuUon 1: Press to attack.

Bullon 2: Press to make Lucia jump. Press and hold the
button for a higher jump.

W E A P O N R Y
Lucia will start the game with a rather limited weapon called
a Psy Cannon. As she progresses through the game, new
Item Symbols will appear after she has beaten certain of the
muianUs. Picking up the same weapon symbol will increase the
power of all devices.
Psy Cannon. The bull's-eye symbol will improve the power

of the original weapon.
Hydro Wave. The three chevrons are the symbol for an icy
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blastis' iha can chill the enemy crouaie blocks of ice in wet lueas.
Burning BuUet Look for the flame symbol to pick up the tdjil-

ity to launch flame balls at mutants.
Freeze Ray. Skate on by the mutants before they thaw.
Ultra Sonic Blast out waves that can disintegrate many—but

not all—mon.sters and barriers.

M A G I C A L P O W E R S
Dr. Knavlik has given our heroine a special ESP Booster
helmet to wear, and its poweis are the key to success in this quest
As you destroy creatures, one of four Item Symbols may
appear; pick them up to add them to your repertoire for the
remainder of your journey.
Shield. Provides immunity to enemy attacks for a short peri

od of lime. Or you can use the Shield to add to your Hit
Points: select its symbol from the ESP/Attack window
repeatedly iuid energy will be minsferred from the ESP/Attack
Gauge to your Hit Point Gauge.

Explosion. Instant oblivion for all enemies on the cuncnt screen.
I.cvitation. Permits Lucia to float up to levels she could not

reach by ordinary jumps.
Teleportation. An escape hatch out of the current threat

and back to the beginning of the round.

NUMBER OF LEVELS
There arc four zones in the game: Prairie, Ice Field, Ruins and
F o r t r e s s .

SPECIAL ITEMS
Small Heart. Restores 10 percent of lost Hit Points.
Large Heart Completely re.stores lost Hit Points.
Small Star. Restores 10 percent of lost ESP Power.
I^rge Star. Completely restores lost ESP Power.
Bonus. The large "B" is worth 500 points.

Your ESP Gauge will be relilled each lime you add 1,000
points.
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SECRETS OF THE PROSI
The game follows the same pattern each time, so leant the ins
and outs of the game—taking notes will help.

At the Stan of the game, pick up all special items you
find and leam their effects and how to use them; as you learn
the game and as you progress further into it. you will find it is
better to leave certain items behind.

Some mutants arc impervious to the effects of the Burning Bullet

SUPER SECRET
Sound and Stage Select From the title screen, hold Left/Up
and buttons 1 and 2; then press Start. That's not the easiest com
bination of keys, but with a little bit of practice—or the help
of a friend—you should be able to do it. Use the Up or Down
arrows to cycle through the available musical selections and
sound effects of the game. Pruss button 2 to go to the Level Select
option, and use the Up or Down tirrows again to set the start
ing round at 1.2. 3 or 4, Then pre.ss button I to begin the game.
You'll enter with a full set of ESP powers, too!

P.sychic World is a Ir.idcmark of Sega of America. Inc. © 1991, Sega of
America. Inc.

Puff & Puffer™

Graphics/Sound: 7 Response: 6
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 6 . 7

Putt & Putter is a wacky cross between miniature golf and
bumper pool, an unusual hand-held sport that plays well on
the Game Gear.
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Thcrc arc two 18-hok; courses in the cartridge, including water
ha/anJs, sloped grccns, ciifTs, conveyer belts and bumpers. Sinking
the ball in the cup requires strategic use of geometric angles to
bounce the bull off bumpers and obstacles. One player, or two
w i t h G c a r - t o - G e a r C a b l e a n d t w o G a m e G e a r s .

W H A T ?
We're not sure if you should use a putter or a pool cue.

H O W ?
Put the ball in the cup. If you can.

USING THE GAME GEAR CONTROL PAD
Dircclinnul Button (D-Button): Press to aim your shot.

Press to survey the current hole.
Prcss Up or Down to move the marker in Decision screens.

Button I: Press to cancel a shot alignment during play.
Press to return to the previous screen, or to cancel a selec
tion before game play begins.

Button 2: Prcss to place your golf ball on the tee mtil for the
first shot.
Press to putt the ball.
Press to enter selections from decision screens.

OPTION SCREEN
Press the Start button from the title screen or during the
introduction to display the Configuration screen. Options
i n c l u d e ;

Key Mode. ScLs the sensitivity of the arrows when choosing
a locatit)n for your ball (Hi the tee mat "A" provides the fastest
movement and "C" the slowest.

Ball Knock. If you are playing against a friend, you can
choose to make it possible for your ball to kn(x:k an oppo
nent's ball out of position if it is hit. Selecting No will allow
your ball to pass through an opponent's ball.

Total Bal ls. Choo.se from three to nine bal ls with which to
start the game.
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STATUS SCREEN
Before each hole, the game will display a Status screen with
information about the upcoming round, including par and
the number of remaining balls.

The par rating is an indication of how difhcult the hole is.
You will gain or lose balls equal to the difference beiween'lhe
par racing and the number of strokes you take, with a cushion
above and below par as follows:
Birdie (One under par). Gain one ball.
Eagle (Two under par). Gain two balls.
Albatross (Three under par). Gain three balls.
Three over par Lose one ball.
Four over par Lose two balls.
Five over par Lose three balls.

PLAYING THE GAME
When the playing field first appears on screen, press the
arrow keys to change the view and explcxe all of the area. When
you are ready to begin, use the arrow keys to place your
marker on the tee mat: press button 2 to place the tee.

Press button 2 again and the directional marker will appear.
Press the Right or Left arrow to move the marker around on the
green. The ball will roll in the direction indicated by the
marker; it will bounce off of any obstacles in the way.

Watch the Power Meter at the bottom of the screen. If you
press button 2 again when the power bar is all red, the club will
apply full power to the ball; for a lighter suoke, press button
2 when only a portion of the bar is illuminated.

P A S S W O R D
After every three holes, a new password will appear allowing
you to resume play at that point at a later time.

Here are two passwords that will let you zoom to the
fourth and seventh holes, respectively:

S A N A T N K G K I



G a m e G e a r 2 9 7

TWO-PLAYER GAME
For heatl-to-head compeiilion. you will need two copies of the
game, a Gear-to-Gear cable and two Game Gear machines. Player
I's ball is white, and Player 2's ball is pink.

3-, 5- or 7-hole Match Play. To win a hole, you must put
the ball into the cup in fewer strokes than your opponent. At
the end of the selected number of rounds, the player who
has won the most holes is declared the winner. If the players
win the same number of holes (possible only if one or more of
the holes end in a draw) then the winner is the player with the
best point total. Points aie awaixJcd based cm use of coiain obsta
cles, holes-in-one or coming in below par.
Stroke Play. At the end of 18 holes, the player with the

lowest total number of strokes is the winner.

Pull & Puller is a iradcmark of Sega of America. © 1991. Sega of
A m e r i c a .



298 Official Sega Genesis and Game Gear Siraiegies

a
Revenge ofDrancon™

Graphics/Sound: 6 Response: 6
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 6 . 3

Who is Drancon? And why does he seek Revenge? Why has
he kidnapped Tanya? We have no idea at all.

We don't care what they call this game: we know what it is.
The Revenge of Drancon is a slightly reworked version of
Hudson's Adventure Island, one of the relatively undiscovered
gems of the Nintendo world. We assume there was some
sort of copyright or liceasing reason for the rename, but the cho
sen title and the ogre rising from the volcano displayed on the
box cover and manual are much more threatening than the cute
and entertaining game within.

This is a very simple and fun game, sort of a mini-Mario Bros,
and a good game to show off the capabilities of the Game Gear.

You'll cha-se across the landscape, jumping over campfires,
vaulting across the clouds and skateboarding up and down hills
in search of Tanya. One player.

You are Tom, and your girlfriend Tanya has been kidnapped
by the evil lords of the forest.

Run, Jump, throw axes and ride your skateboard over the
forest and through the woods.

W H O ?

W H A T ?

U S I N G T H E G A M E G E A R C O N T R O L PA D
Directional Button (D-Button): Press Left or Right to move
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in those directions. Press Up together with button 2 to
jump higher. Press Up/Left or Up/Right to move faster.

Button 1: Press to throw the axe if you have one.
Button 2: Press to Jump. Press with the Up arrow or with but

ton I to Jump higher.

MAGICAL POWERS
The strange world of the forest includes a variety of important
special items. Grab them and use them.

Walk into them or throw an axe at them to break them

open. Inside you will find an Axe to throw, or a SkutvlKmrd
to ride on. Ycm will have an unlimited supply of Axes to
throw, but only two can be in midair at one time; you
will lose the Axe or the Skateboard when you bump into an
obstacle or enemy.

Milk. Crab a bottle to fill your Power Gauge.
Angel. Grants tempomry invincibility.
S*E*G*A. Each letter you collect is worth I.OOO points; when

you collect all four you will be rewarded with an extra life.
Watch out for the Spotted Eggs. They contain Grim Reapers

that can cut your life short.
Doll. You mu.sl pick up every Doll in every round to win the

right to compete in the final area. Makes you eligible for the
Do l l Bonus .

Hiblscu.s. Once you have picked up a Doll in a round, a
pretty hibi.scus flower will appear.

S C O R I N G
All sorts of fruit and other foods hang from the trees and other

parts of the world. Each is worth points and power.
Banana: 50 points Apple: 50 points
Tomato: 100 points Carrot: 100 points
Melon: 200poinu French Fries: 500 points
Mushroom: Increases the point and power value of each

piece of food picked up later.
Other special items earn points as follows:
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Axe: lOOpoims Skateboard: 500 points
Milk: 500 pointsS*E*G*A: 1,000 points each
Hibiscus: 500 points Doll: 1,000 points each.

At the end of each round you will also cam a Doll Bonus
equal to the points eamcd in the Round Bonus.

Round Bonus. The more power you have left at the end of a
round, the more points are awarded.

B O N U S S TA G E

Keqj your eye out for mysterious Waip Items. When you grab one
of them, you will be joined by Ronnelte, who will escort you to
a Bonus Stage where you can pick up extra points and power.

NUMBER OF LEVELS
There are nine areas, each made up of four rounds. Once
you move pa.st the round flag itt each area, you will be able to
continue from that point if you lose your life.

SECRETS OF THE PROS!
The Skateboard is a comfortable and quick way to travel, but
it is diflicult to .slow down and all but impossible to stop. Press
the Left arrow (against the direction you are moving) to slow
the board as much as possible. In some stages of the game you
may want to pass by a board without jumping on.

Your throwing Axe is not always effective against an
enemy who is very close by. You may have to back away a bit
in order to hit a snake, frog or other annoyance.

Don't blast through eggs unless you are certain you do not
want to pick up what is inside. If the Axe, Skateboard or
other item within bounces off the screen to the left you will not
be able to move back to get it.

SUPER SECRET
Round Select Bom the title screen, press and hold Down and then
pres-s Start Use the Up arrow to sclea the starting round.

Rcvejige of Drancon is a iradcmaik of Sega of America. Inc. © 1991. Sega
of America, Inc.
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S h i n o b i ™

Graphics / Sound: 9 Response: 7
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 7 . 7

Why is everybody always kicking at me? That's a fair ques
tion for our hero, Joe Musashi. also known as the Red Shinobi.

Once again the fabulous fighters of Ninja Valley arc sent forth
to single-handedly save the world from the forces of evil. In
this case, it seems that the forces of the dark have estab
lished a base within Neo City, a modem metropolis.

The Master of the CSwro School of Shinobi determines to send
his very best students, but one by one his pufrils—Blue, Green. Rnk
and Yellow—have been taken captive in Neo City. And so.
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ihe Master goes lo ihe best of the best: you, Joe Musashi, with
your Red sash. Kick and slash and punch your way lo the res
cue of your classmates and then destroy the City of Fear.

Various Shinobi adventures have thrilled flying feet fans M video
arcades, on the Sega Master System and Sega Genesis Systems
for years and so the makers of this first Game Gear version
obviously had their creative work cut out for them. We can
lepon to the Master that his disd{^ have done well. This is a most
impressive piece of programming and design, the best of its
type for any hand-held video machine. One player only.

W H O ?
You are Joe Musashi, the Red Shinobi.

W H A T ?
Neo City has been taken over by evil forces; the first four Shinobis
sent in to break their grip have been taken captive. Free them
one by one and add them to your force as you battle for
truth, justice and the Shinobi way.

H O W ?

Kick, punch, slash and throw NinJuLsu magic in a colorful and
very well-designed epic.

USING THE GAME GEAR CONTROL PAD
Directional Button (D-Button): Press Left or flight to move

in those directions.
Press Down to squat.
Press Down/Left or Down/Right to walk while squatting.
Press Down with button 2 to jump down.
Press Up to enter a doorway.

Button 1: Press to attack.
Button!: Press to jump.

SCREEN DISPLAY
There's only one indicator on the screen, and it is the only one
that mauers: the Power Gauge is at top left. Each time you are
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touched by an enemy, you will lose one or more of the blocks
in the gauge; when all are gone, you will lose a life.

During play, press (he Start button to pause (he action
and display the Status screen. Each lime you rescue a Shinobi,
he will Join you; you can switch between warriors to deal with
certain obstacles. Use the Up or Down arrows to highlight the
Shinobi you want to use, and then press button 1 or 2.

Also on the Status Screen is an indicator of the number of
times you are able to u.sc your Ninjutsu magic; each Shinobi
has a different set of powers. And finally, the screen will
display the current score and the number of additional players
left in the game—if the number reads 2, this means you have
two lives plus the one currently in use.

THE SHINOBI
Red (Joe Masoshi). The leader of the gang of four, he fights

with the fearsome Ninja Slicer, a razor-sharp saber. His
Ninjulsu power creates an earthquake that shakes things up
considerably.

Blue. His attack features the Crescent Blade Yo-Yo, which is
a deadly toy. In addition to using the yo-yo as a weapon, the
Blue Shinobi is al.so capable of using the device to swing
from one place to another by hooking the blade using
button I. His Ninjulsu power allows him to twist into an invitt-
cible tornado to blow away enemies; he can also fly while
he is pan of the wind.

Yellow. The yellow warrior c;in throw spheres of Shinobi Force
that Ik" genemlcs within his own body. Press button I U) build
the force; the longer the buittrn is held down, the more pow-
ertul the force will be. His special feat allows him to walk
on water. Yellow's Ninjutsu power creates an invincible
Lightning Barrier around himself.

Pink. A profe.ssiona! bomb-thrower, his special feat is the abil
ity to walk on the ceiling. Pre.ss the Up arrow and then press
button 2 to Jump and stick to the ceiling. Continue to hold but
ton 2 and use the Left a Right arrows to move; release the but-
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ton to dit̂  down. Pink's Ninjulsu power produces a blinding
light that immobilizes foes and can al.so Jî t up the darkness.

Giwn. His attack features Shuriken throwing stars. Green's
special feat is a super High Jump, ftess button 2 to jump;
while in midair, press button 2 a second time for a higher
leap. Green can throw five Shurikens in midair, press but
ton ! while jumping. His NinjuLsu power is very powerful
but will cost you one player to use; the Self-Blast blows up
Green and anyone around him.

SPECIAL ITEMS
Break open any of the Item Boxes ytxi see in the game to release
important special items.
1 Up. An exu-a player.
Heart Refills two units of your Power Gauge.
Power Up. Adds two units of capacity to your Power Gauge,

allowing it to hold more hearts when filled.
Nii\juLsu. Gives you the ability to u.sc Ninjulsu magic; you will

lose any stored Ninjutsu credits when you lose a life.
Although the screen is limited to indicating up to nine
Ninjutsu magic credits, you can actually posse.ss more; the
computer will keep count.

Bombs. Stay away, or go bust.
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LEVELS

There are four rounds between Joe Musashi and the final
showdown in Neo City. You can begin in any round you
choose; see "Secrets of the Pros!"
Highway. Pink is held captive. Jump from truck to car,

avoiding enemie.s and slaying out of traffic. You'll need to
defeat the copier to let Pink loose.

Valley. Blue is in the cave. You'll start with a wild ride frOTn log
to log in the rapids above the waierfidl; jump off the log otIo the
shore to avdd an uncontn)ik-d plunge over the falls. You'll have
to defeat the fighter with the sword at the end.

Woodland. Green is in the lower. Jump from tree branch to
branch avoiding saw blades. Near the end, you will come
to the ruins of a pagoda that is occupied by laser-blasting
statues, evil monks and the hovering Mask of Death.

Harbor. Destroy the robot to free Yellow, held captive on the
ship. This scene includes some very unusual graphics,
including longshoremen with htxtks and hammers. Ride the
docksidc crane to some of the upper levels.

NUMBER OF UVES
You will start with five lives; l-Ups arc available inside
some of the item containers.

SECRETS CP THE PROS!
One of the keys to success in this game is to battle your way
through the levels in the order (hat gives you the use of addi-
ticmal Shinobis with apprqxiate powers. For example, the Yellow
Shinobi—held captive in the Harbor scene—is capable of
walking on water, and the Valley .scene .starts out in a very walay
area. Therefore it would be valuable to have Yellow for the

Valley. The Harbor scene requires some high-jumping, which
happens to be Green's specialty.

Here's the key to a secret sound test: From the title screen
hold Up and press Start.

Shinobi is a trademark of Sega of America, inc. S> 1991, Sega of
Amertca, Inc.
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S l i d e r ^

Graph ics /Sound : 8 Response : 8
F u n / R e a l i s m : 8 U l t i m a t e S c o r e : 8

Slider is a clever animaied maze/arcade challenge that is
very well suited to the Game Gear.

Here's the story: The land of Furland (home of the Furballs)
has been invaded by unnamed agents of mischief. Their terrible
crime is this: They have painted the pink landscape of Furland
blue. Of course, anyone would know that Furballs can't stand
blue, right?

Your goal, then, is to scoot around the complex maze to
repaint the blue to pink. The complication, though, is that the
agents of mischief have left behind booby traps, strange
devices arxl stranger creanires who will interfere with your task.

That's all there is. but like most addictive puzzle games, a
simple idea well executed is much better than a complex
idea poorly done. Slider is a winner.

The game includes passwotds to allow you to reent̂  the game
with your hard-won po.sition intact. Be sure to record the
codes as you move along.

The ganK was called Skweek in its Japanese version and was
programmed by the very capable French company Infogramcs,
also responsible for impressive works like Fantasia.

We worked with an early preproduction copy of the game;
some details may change in the final version. One player only.

W H O ?
You are the ."lider. the defender of the once-pink 99 continents
o f F u r l a n d .
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WHAT?
The agents of mischief have painlcd Furiand blue and the RnbaJLs
are seeing red!

H O W ?

Paint the town pink, avoiding all sorts of unasual creatures and traps.

U S I N G T H E G A M E G E A R C O N T R O L PA D
Directional Button (D-Button): Press to move Slider up. down,

left or right.
Button 1: Press to shoot.

Press to warp when Slider is standing on a warp block.

SCREEN DISPLAY
There are six important indicators displayed from left to right
across the top of the screen.
Teddy Bears. An indic^on of the number of Teddy Bears col

lected by Slider.
S c o r e .
Tiles. The number of tiles remaining in the current stage.
Time. Remaining time in the stage.
Item l.amp. It will gjow green when Slider has collected green

shoes, and blue when he has a freeze gun.
Ifonus Window. A hint from the pn)gram that the piaured bonus

item is available in the direction shown by the arrow.

P L AY I N G T H E G A M E
Slider's goal in life is to move through the various levels of the
game. He can advance from one round to tire next by perfomiing
any of the following tasks:

Painting pink every tile in the current level;
Entering the secret door to the next stage, if it appears on

s c r e e n ;

Freezing six enemies at one time, using the freeze gun, or
Collecting four different-colored Teddy Bears; you will also

receive a bonus of five extra lives for accomplishing this
difficul t la.sk.
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TYPE OF TILES
Blue Boom. All of the liles within three blocks are destroyed;

Slider must keep moving so that he won't fall into the result
ing hole.

Booby Trap. The tiles will break and fall away when Slider
stqK cn them; our hero mu.st keep moving to keep fmn falling
into a hole. The resulting hole can suinclimes isolate Slider
in a section of the screen where he cannot escape.

Enemy NesL Watch out for new enemies hatching; Slider will
lose a life if he is on the tile when a new pursuer pops out.

Green and Yellow Walls. Slider cannot climb cner these. Some
walls, though, will turn into blue tiles if shot by the laser gun.

Holes. If Slider falls in one, he will lose a life.
Ice Tiles. Once Slider .starts moving across ice. he will con

tinue to slide in the direction he is headed until he comes to
a new type of wall or tile.

One-way Tik. Slider will be able to move quickly in the direc
tion of the arrow, and with some difficulty against the
a r r o w .

Short Cut. When Slider stands on the warp tile, he will
zoom to the o ther end o f the tunne l when but ton I i s

pressed.
Green Boom. All of the enemies on the screen are destroyed.

SPECIAL ITEMS

Special weapons or other items will appear on the screen
from time to time; they will disappear after a short while. Keep
an eye on the bonus window in the upper right comer of the
screen; look for an arrow and a picture of an available item to
point you toward a goodie.
WEAPONS. Slider can hold only one weaptxt at a time; be care

ful not to replace a powerful device with a weaker one.
Laser Gun. A powerful gun that can destroy some walls

a s w e l l a s e n e m i e s .

Mu l t i - fi re Gun . Con t inuous fi re i n one d i rec t i on .
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Plus Gun. Shoots up and down at the same time.
Diagonal Gun. Shoots in four diagonal directions at the

same time.

Octagonal Gun. Shoots up. down, left and tight as well as four
diagonal difections at the .same time; in other woctLs. in eight
directions at once.

Freeze Gun. Freezes enemies for a short period of time.
Slido" can destroy frozen enemies by mnning into them. One
way to clear a level is to freeze six enctnies at the same time.
The blue lamp will light when Slider has the gun.

Barrier. Provides invincibility for a short period of time; Slider
will hash while he has this power. Invincibility will dLsappeur
any time Slider warps.

BONUS ITEMS.

Teddy Bears. If Slider can collect one of each of the four col
ors of bears, he wi l l be rewarded wi th five extra l ives.
The collected bears are displayed at the top left comer of the
s c r e e n .

Baby Slider. A I-Up.



310 Official Sega GenesLi and Came Gear Strategies
Ice Cream. 3.000 poinls.
Hamburger. 8,000 points.
Door. A secret Stage Exit.
Green Sand Clock. The green hourglass adds 20 seconds to

your remaining time.
I^nk Sand Clock. The pink hourglass adds 40 seconds to your

remaining time.
Shoe. Allows Slider to walk normally over ice tiles and

arrow tiles. The green lamp will light when Slider has
the shoes.

Wing.s. Allows Slider to move faster.
Gift Box. A mystery prize. Some boxes may offer bonus

points, but others can cause you problems. Some of these
problems include the "Blue Curse" that will make Slider turn
pink tiles back to blue.

ENEMIES

GhusL He moves slowly and .somewhat predictably; shoot him
before he touches you.

Menace and Slipsler. They move randomly around the
.screen. Avoid them and shoot if you cqn.

Hopper. Don't mess with him: You can't destroy him.
Ten tac les . Shoo ts bu l l e ts .
Crasher. Breaks down walls tt) come after you; if you're retil- -

ly clever, though, you can u.se his wall-crashing ability to
take down barriers blocking your way.

Painter. Undoes your work by painting some pink tiles back
to blue.

NUMBER OF UVES
You will begin the game with five lives to slip-slide away. When
Slider io.ses a life, any weapon or shoe in his possession will
be lost; he will hold on to any Teddy Bears, though.

Slider will lose a life when any of the following occurs:
Time runs out for the current level;
Slider falls into a hole;
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Slider is caught by an enemy or is hit by a bullet; or
Slider is on an enemy nest at the moment a new pursuer is

ha tched .

SECRETS OF THE PROS]
Some of the rooms, especially those with booby traps or
blue boom tiles, mast be completed in a particular order. If you
become stuck, the only way out is to use the Reset com
mand and forfeit one life.

Don't automatically stop your tile-chonging to cha.se after
each and every bonus item available; you will use up some of
your time, and chasing after the bonus may put you in danger.

Here arc some passwords from the Japanese version of the
game that may work in the final ;noduct; ase them to take a peck
at a few of the upper levels:

L e v e l 2 : A J A J U v e l 4 ; A A C C
L e v e l 3 : J J J L L e v e l 5 : J A L E
If you choose to play for the highest possible point level, you

may want to avoid asing the secret doors from one level to
another.

Slider is a (rademark of Sep of Amenca. O 1991, Sep of America.

So l i t a i re Poker™

Graph ics /Sound: 7 Respo t i se : 6
F u n / R e a l i s m : 8 U l t i m a t e S c o r e : 7

In Solitaire Poker, what you get is what it's called. This is a very
entertaining mixture of two classic card games: solitaire and
poker. You'll puzzle over the order and selection of cards in
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the manner of solitaire and then find a way to arrange those cards
into a high-value poker hand.

This is not a timed game, except in the special one-on-one
version; the emphasis is on brain cells and not trigger fingers.
The cartridge makes good use of the Game Gear screen, and
oHitroIs are easy to master and use (although we wish there was
a take-back button to undo a mistake). One player, or two play
ers using two machines, two cartridges and Gear-to-Gear
C a b l e .

W H O ?

Deal, you say.

W H A H
A computer-assisted mixture of poker and solitaire.

USING THE GAME GEAR CONTROL PAD
Directional Button (D-Button); Move to select a cord.

Press to choose the column where you want to drop the card.
Button I: Press to shift the screen to the left to display the

Scoring Chart; press again to return to the play screen.
Button 2: Press to choose a card fn>m one of the four groups.

Press to drop the selected card into one of the columns.

P L AY I N G T H E G A M E
The game deals from a deck of 53 canis: 2 thitxigh Ace of Hearts,
Diamonds. Clubs and Spades, plus a single Joker. Your goal
is to select cards that will allow you to score sufficient points
to clear the round; the various "hands" of poker—called Sets
in this game, are each a.ssigned point levels ba.sed on their rel
ative rarity. Thus, a simple matching pair is worth the least while
the elusive Royal Straight Rush and Five of a Kind (using a
Joker) are worth the most.

THE TEN SETS
There are ten different ways to score points in this game.
When a row, column or diagonal is filled, the screen will
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indicate if the block of cards includes a Set for scoring. You
can score by arranging cards across the screen {horizontally),
up and down the screen (vertically) or diagonally frcm one cor
ner of the screen to the other. Any Set established on the
diagonal will score double points.
IP (One Pair). Two cards of the same number or face in one

row or column. 200 points.
2P (Two Pairs). Two pairs of matching cards in one row or

column. 400 points.
3K (Three of a Kind). Three cards of the same number or face

in one row or column. 800 points.
FL (Flash). Rve cards of the same suit in one row or column.

1,000 points.
ST. (Straight). Five cards in a single row or column that can

be arranged to be in coasecutive order, Marling with any card.
For example, 3-4-5-6-7, or 9- 10-J-K-Q. 1,400 points.

FH. (Full House). Three of a kind and a pair in the same row
or column. 1,800 points.

4K. (Four of a Kind). Four cards of the .same number or name
in one row or column. 2,(XK) points.

SF. (Straight Fiush). A combination of a Straight and a
Flush, with five cards of the same suit that could be
arranged into consecutive order. 2,4(X) points.

RSF. (Royal Strai^t Flush). A combination of a Straight and
a Flush, with five cards of the .same suit that could be
arranged into consecutive order, lO-J-Q-K-A. 2,800 points.

SC. (Five of a Kind). Five cards of the same number or
name in a single row or column; it is possible only with the
use of the Joker. 3,000 points.

THE SCREEN
There is a tremendous amcHint of information displayed on the
screen in Solitaire Poker. Among the data arc important indi
cators of your game status, displayed at the top right comer of
the playing area. From top to bottom, they are:
Tota l . The cur rent score .
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Needed. Numba of points rrx̂ uired to clear current round. (This

is calculated as LEVEL minus STOCK.)
Level. The number of points required to clear the level

before any Bank points are applied.
Bank. The Bank or Stock displays the number of points

carried over from previous rounds; in this way any bonus
points you score in a level can be applied to later rounds.

M O D E S

IP. The standard solitaire game in which you progress
through a series of three games of 15 rounds, each with a
higher point requirement.

TRY-1. A single test round.
VS. A two-player bead-to-head game that mquires use of a Gear-

to-Gear Cable, two Game Gear machines and two copies of
the game.

DIFFICULTY LEVELS

Easy. You will start with a requirement of 6.000 points,
which will increase by 350 points in each round. For the first
five rounds of the gantc. the four groups will have only the
top card displayed; in the second five rounds, the top three
cards arc displayed, and for the final three rounds the pat
terns will rotate between fitst card displayed, first three cards
displayed and 24 cards displayed.

Hard. You will start with a requirement of 8.000 points,
increasing by 350 points in each round. The top three
cards in each group will be displayed.

Special. You will start with a requirement of 8,(KX) points,
increasing by 350 points in each round. Only the top card
in each group will be displayed.

T W O - P L AY E R G A M E
The special head-to-head version of the game includes an

untimed game and modes that place 30-. 60- or 9()-sccond
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limits. The time limits need not be identicaJ for the two play
ers, which is one way to handicap a better player.

Type A- Each player can see the finit three cards in each group
and is competing to score the must points in the allotted time
in a best-of-five competition.

Type B. The same game with an additional complication; each
time you make a set of three of a kind or better, you will
reduce the number of cards that your opponent can see. with
more cards disappearing for the higher-value sets such as
Four of a Kind. Royal Straight Rush and Five of a Kind.

SECRETS OF THE PROS!
When you are playing in the one of the upper levels of the game,
with 12 or even 24 cards displayed on the deck, you may find
it necessiuy to use a card without scoring points in catJer to uncov
er a buried card that will allow you to build a high-value
s e t .

There is only one Jdcer in the deck, and there is no guarantee
that the shuffle of the cards will re.suli in iLs being displayed in
a particular game. We can't imagine many situations where you

- I . c i . .E :n r -
T O P

3 ^ 0 0
3 1 O 0 O
1 3 0 0 0

E D u D u D

M m M k i i
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would not want to use a Joker if it is available, but you
should take your time to find the very best use.

There is no going back once you have selected a card; study
the available cards and be sure to look up, across and on the diag
onal for possible sets.

Pay special attention to the diagonal in the game; you
will earn double points for any set established in this manner.

Solitaire Poker is a trademark of Sega of America, Inc.© 1991. Sega.

Super Monaco GP™
Graphics/Sound; 6 Response: 6
F u n / R e a l i s m : 6 U l t i m a t e S c o r e : 6

Travel the worid's greaiest race tracks without leaving your chair.
Super Monaco GP Game Gear puts 16 Grand Prix race cours
es in the palms of your hands. This is a very nicely done small
version of the Genesis and arcade favorite. One or two play
ers. Two-player versioas require two machines, Gear-to-
Gear Cable and two copies of the game.

W H O ?
You've got the highest-power joystick on the road.

H O W ?
Go as fast as you can. but stay on the track.

USING THE GAME GEAR CONTROL PAD
Directional Button (D-Button): Press Left or Right to steer

in those directions.
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Use arrows to move the selection marker in Decision
s c r e e n s .

Button 1: Press to accelerate (Automatic Transmission).
Press to downshift (7-Speed Manual Transmission).

Button 2: Press to use brake. (Automatic Transmission).
Press to upshift (7-Speed Manual Transmission).

O P T I O N S C R E E N

At the start of the game you can choose between Grand Prix
and Free Practice.
Free IVactice. You are the only car on the road, and you can

select the number of laps from 1,3,5 or 7. Choose among
any of the available courses in the cartridge.

Grand Prix. The Formula-1 race series is made up of 16 races
at tracks all around the world. Each race consists of three
laps around the course.
There are 14 cars on the track. You must place within
the it̂  ten in order to go on to the next race; points arc award
ed to the top six finishers only. In other words, unless
you improve your position in the race by at least four
cars, the game is over.

SETTINGS
The standard racing car is as follows:

W i n g : Ty p e I . T i r e : S o f t
Engine: Lcrry32 VIO Transmission; Automatic
Here are the available options for customization:

Wing. Adjust the aerodynamic design of your vehicle by
selecting between Type 1, which offers good control in turns
but does not aid your speed, and Type 2, which boosts your
top speed at the expense of control in the turns.

Tires. Soft tires give better traction, but don't last as long as
Hard t ires.

Engine.s.
To p S p e e d A c c e l e r a t i o n

L o r r y 3 2 V I O 2 9 0 k m h Q u i c k



318 Official Sega Genesis and Came Gear Strategies

V a p o r V 8 3 0 0 k m h F a i r l y q u i c k
L i z z i e 2 4 V 8 3 1 0 k m h F a i r l y s l o w
F i r e n z e V I 2 3 2 1 k m h S l o w

Transmission. A Manual transmission offers improved
acceleration and speed control, but demands more attention
from the driver. An Automatic is easier to use but not

quite as zippy.

TWO-PLAYER GAME
With a pair of Game Gears connected by a Gear-to-Gear
Cable, contestants can enta- into one of three types of competition:
Grand Prix. Player 1 starts in the I3th position and Player 2

in the 14th spot. The race is against each other as well as the
12 computer-controlled cars on the track. Racers must
finish in the tenth position or better in order to advance to
later courses.

VS. Battle. Co hcad-to-head—just you and your friend—around
the track. You will be able to customize your vehicle with
any of the available options.

Hartdicap. A version of the VS. Battle offering cmly a few cus
tom choices: transmission, course, number of laps and
number of races.

SECRETS OF THE PROS!
Study the small map of the course in the comer of the screen
and learn to anticipate the turns. The difference between
winning and losing is your ability to stay on the course.

Super Monaco GP is a inidemark of Sega of America, tnc. © 1991.
Sega of America. Inc.
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Woody Pop™
Graphics/Sound: 6 Response: 6
F u n / R e a l i s m : 6 U l t i m a t e S c o r e : 6

Sooner or laier. everything old is new again. So it is with Woody
Pop. which is a portable color Game Gear version of one of the
very first video games. Among the many versions we have seen
are those called Breakout, Blockout, Arkanoid and Alleyway.

Your assignment is to control the left and right move-
inenl of a paddle at tltc bottom of the screen, posiboning it beneath
a bouncing ball that will mbound up to strike an overhead bliKk
or other object. In this game, the paddle is given a name: Woody
Pop. It is the Job tjf our buddy Woody to defend the honor and
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safety of the Enchanted Mansion and iu toy factory against the
onslaught of the Mad Machine.

This game includes 50 levels of paddling, with all sorts of
unusual blocks, strange obstacles and unusual special items.
The Came Gear controls are very well used: we appreciate the
availability of a "slowdown" button for the paddle.

Woody Pop is a pointless exercise in arcade action, and a
lot of fiin even in iLs third or fourth generation. One player only.

W H O ?
You are Woody Pop, ace block popper.

WHAT?
A super-enhanced version of a game that dates back to the ori
gins of video gaming: Move the paddle under the ball to
make it destroy blocks it touches.

USING THE GAME GEAR CONTROL PAD
Directional Button (D-Button): Press Left or Right to move

Woody in those directions.
After you clear a level, press an arrow in the direction you
want to go.

Button 1: At the start of each stage, press to launch the ball
off of Woody.
When you have a Shot item, press to shoot.
When you have the Glue item, press to release the ball.

Button 2: Press to make Woody move slowly.

OPTION SCREEN
Beginner. The ball will start out moving relatively slowly and

pick up speed. You will eam an extra ball at 20.000 points
and for each 40,000 additional points.

Average. The ball will pick up speed moderately. You will
earn an exua ball at 20,000 points, and for each 80,000 addi
tional points.

Expert, The ball will pick up speed quickly. A single extra ball
will be awarded at 20.000 points.
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BLOCKS
There arc at least four differenl types of blocks thai stand between
Woody and the last room in the Enchanted Mansion.
Normal B locks. So l id b locks in s ix d i f fe rent co lors .
Wooden Blocks. They mast be hit several times in order to

break them, unless you are using a Flame.
Crystal Blocks. Break them to reveal special items.
? Blocks. They can only be broken if you have a Diamond item;

when you make contact, tiny robots or toy soldiers will
appear on the screen and get in your way. Stiil. you will
have to gel the ? Blocks off tiie screen sooner or later to
cicitr the round.

SPECIAL ITEMS
Hidden within the Crystal Blocks are 11 different items that
bestow special powers.
Diamond. Turns the ball into a diamond which can break any

type of block.
HTumc. Tums the ball into a llame that will destroy the block

it hits as well as those above and below it.
Weight. Make.s the ball become heavier and slower moving.
Yellow Potion. Makes Woody much wider, making it easi

er to catch the ball.
Red Potion. The ball becomes bigger.
Double. last what you need: two balls to cha.se after. The two

halls will be twice as destructive as Icmg as you can keep them
in play; when one of the balls falls through the hole at the
bottom of the screen you will be able to continue play
with the remaining ball.

Ex t ra Ba l l . An ex t ra l i f e .
ShoL When you have one. press Button I to shoot at blocks,

robots or soldiers.
Glue. Makes the ball stick to Woody, giving a short break in

the action. Press button I to release the ball.
Skull. Enlarges the size of the pit, making the game more diflicult.
Hammer. Repairs the enlarged pit.
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S C O R I N G

B l o c k s
Red: SO points YcUow: 100 points
Blue: 60 points Crystal: 100 points
White: 70 points Wooden: 100 points each time touched
Green: 80 points? Block: 1,000 points
Pink: 90 points
O h s t u c l c s

Robots, Soldiers or Train. 100 points.
Special Items

Special items are wortli 500 pcnnts, except for the Skull, which
is worth nothing.

POWER PLAYER HINTS
Let the computer do the work for you: Maneuver the ball

up the sides and over the top of the rows of blocks. It will bounce
around up there for a while, taking out blocks left and right.

Woody Hop is a trademark of Sega of Amehca. Inc. C 1991, Sega of
America, Inc.
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World Class Leaderboard™

Graphics/Sound: 7 Response; 6
F u n / R e a l i s m : 7 U l t i m a t e S c o r e : 6 . 7

Pack your clubs, sharpen your spikes and ihrow a set of bat
teries into your bag; We're going golfing.

World Class Leaderboard takes you to four of the world's
most challenging golf courses. Before you take to the links, you
can head for the driving range to perfect your long-range
swings or putter on down to the putting green to work on the
short strokes.

The game breaLs no new ground, but is a very polished golf
ing simulation that will surely entertain golfing aficionados who
arc somewhere between their Genesis and the first tee of the
real thing. One to four players on a single Game Gear.

W H O ?
You're the pro around here.

W H E R E ?
Pour of the most famous golf courses in the world: St.
Andrews, Cypress Creek, Doral and Gauntlet.

USING THE GAME GEAR CONTROL PAD
Directional Button (D-Button): Press Left or Right to aim

your shot.
Press Up or Down to select your club on the fairway.

Button 1: When ready to swing, press the button to set the power
of your shot; press again to set the degree of hook or
s l ice .
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Button 2: Press to open or close the Top menu.

OPTION SCREEN
You can choose between Play the Game, Putting Green and
Driving Range. Use the arrow keys to highlight your choice
and press button I to select.

Once into the golf game itself, you can choose between three
levels of play: Novice, Amateur and Professional. Each
level has a different style, as follows:

N o v i c e A m a t e u r P r o
B a l l c a n h o o k N o Y e s Y e s
B a l l c a n s l i c e N o Y e s Y e s
A f f e c t e d b y w i n d ? N o N o Y e s
Club se lec t ion Computery P layer P layer

Each player can enter his or her name, and those names will
be displayed as they play and recorded on the leaderboard and
scorecards of the game.

PLAYING THE GAME
We'll discuss first the skills you need at the Driving Range and
Putting Gieen, since tho.se same skills are necessary when you
are playing a full round.
Driving Range
Here's die chance to try out each of the clubs in the bag. Select
between Novice. Amateur and Professional levels. Use the Up
or Down arrows to cycle among the available clubs. Then use
the Left or Right arrow to aim your shot. (Sec "Secrets of the
Pros!")

Observe the Power Meter and Hook/Slice Indicator at the
lower right comer of the screen. Hitting the ball on the fairway
is a two-step process.

First, press and hold button J and watch as a white bar rises
on the left side of the meter. Release the button while the bar
is still rising—the closer the bar comes to the top of the
meter, the more power will be applied to the drive.

Second, watch as the bar drops, waiting for it to enter the
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desired area of the Hook/Slice Indicator, which is below the
Power Meter. Note the horizontal white line through the
Hook/Slicc area Press button I again when the bar is above the
line to make the ball hoc ;̂ ptess the button when the bar is below
the line for a slice.

Hooks and slices will only occur in the Amateur and
Professional levels, and the wind will only have an cITect in the
Professional game.

To leave the driving range, press button 2 to diî y the top moiu,
use the arrow keys to highlight Abort and press button I.

Pulling (ireen
Study the putting situation set up by the computer. Along the
right side of the screen is an indicator that will tell you how many
feet you arc from the cup.

Pay attention also to the Slope Indicator, which is a small
set of lines at the bottom left comer of the green. Think of the
upright portion of the indicator as a stick in the ground facing
straight up; the longer "shadow" cast by the stick indicates the
lay of the green. If the shadow heads to the left, for example,
(hat tells you that the green slopes to the left and that you should
compensate by aiming your putt to the right.

At the right comer of tlie screen is the Power Indicator, which
has two difTcrent fomis, depending on the level of game cho
s e n .

For Novice and Amateur players, the indicator has a scale
showing the approximale number of feet the ball would trav
el if moving across a level surface. Be sure to compensate by
choosing a longer distance if you arc putting uphill, or a
shorter distance if you are putting downhill.

For Professional players, the indicator gives more of a
"feel" than an actual readout. No distances are listed, and the
bar will slop moving after a moment; keep your finger on the
button to continue drawing the putter back until you fee)
you have enough power behind the putt.

Wind ha.s no effect on putts.
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TO P M E N U O P T I O N S
Punch. An extra bit of effort is allied to help you make a dif-

hcult shot. One place to apply this is when shooting from
a sand uap to the green; no Sand Wedge is included in your
bag, but a "punched" iron should suffice.

Topview. Change.s the screen display to give you an overhead
view of the entire hole, with your current location indicated.
You can also use this option for a conference with your com
puter "caddie" who will make a suggestion about which club
to try next.

I.«fl or Right. Select one or the other to shift the display in
those diiections. This simulates turning your body away from
the expected dinxtion to drive the ball; for example, you might
choose iK)t to hit the hall over water and instead take the long
way around on the fairway.

GROUND RULES
One stroke is added to your score each time you hit the ball;
in golf, the goal is to complete the course with the fewest pos
sible strokes.

If you hit the ball into the water, you will be penalized by
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one stroke, and must replay the ball from its original position.
When there arc two or more players in the game, after tee

ing off on the first hole the players will shoot their subsequent
shoLs based on the golfer who is furthest from the pin.

The player with the lowest score on the last hole receives
"honors" and gets to lee off first on the next hole.

THE COURSES

St. Andrews. One of the birthplaces of the game, the club was
founded in Scotland in 1754, although the game may have
been played there for two centuries before. The large
course features huge greens. Par 72, 6,989 yards.

Dorai Country Club. The "Blue Monster" in Rorida includes
almost as much water as it does grass. Par 72.6,945 yards.

Gauntlet Country Club. One of the mote difficult courses in
the world, with particularly difficult traps and water hazards.
Par 72.6,443 yards.

Champions Cypress Creek. A Texas-size course, the site of
many PGA tournaments. Par 71,7.232 yards.

SECRETS OFTHEPROSI

Play the game for a while at the Novice or Amateur level and
get to know the courses and swings before you uy the more chal
lenging Pro level.

Use the arrows to aim your drive as part of a computation
that lakes into account the wind direction and any tendency to
hook or slice in your swing (in Amateur or Professional lev
els).

World CIa.ss Lxaderboard is a trademark of Sega of America, Inc.
Original game l>y Bruce and Roger Cats-er.© 1991, ACCESS Software. Inc.
Reprugrammed game by TIERTEX Ltd. C 1991. Li.S. Cold. ACCESS
Software, Inc. Game © 1991. Sega.
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G a m e G e a r M i n i H i n t s

BATTER UP.
A ndder running with the ball moves at twice the speed of

a bascmnner. This is important information on both offense and
defense.

N INJAGAIDEN.
Heiu's a password to the ending credits of the gameiMONTY
Here's a much mote important code, offering InvindbDity;
N O D I E

SPACE HARRIER.

S t a g e 2 E A G F S t a g e ? F B H E
Stage 3 CHFA S tage 9 BFCH
Stage 5 DGBC Stage lOHGDA
Stage 6 HBGA Stage 11 AGEC
Here's the key to choosing between an Easy or Hard mode

for this shooter. Turn off the Game Gear, and then hold down
button 1 and Start as you switch it on. Wail until the Sega logo
appcaiti on screen and then press button I and Start again. The
log will fade out and the word "HARD" will appear; press but
ton 2 and Start to change to the "EASY" mode.
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Whetĥ .you're new to the exciting world of Sega' GENESIS* ond
GAME Gear* video gomes or consider yourself on expert, your
gome will never be the some after Official Sega * Genesis*
and Game Gear* Strategies, 3rd Edition. Chock fuil of
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• Y s i i l "
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