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When | first saw the ad for your mag-
azine in the box for the TurboGrafx-16, |
was a little skeptical about subscribing.
| thought the game reviews would only
have the game plot and one-sided arti-
cles. After a few weeks of waiting, it
finally came, and to my surprise | found
that the articles were not one-sided and
had so much information that | loved
reading every page. Some of the other
gaming magazines that I've run into are
set up for a younger audience and have
the usual crossword puzzles and
games. | am happy to say that your
magazine has no use for that kind of
kid's stuff. The photos in your magazine
are top-notch compared to some of the
other magazines’ photos—their photos
aren’t as clear as yours.

| hope to see a section that only
relates to CD games and recommend
you have the critics and/or readers
choose a game of the month and then
choose from the games of the month
for the game of the year.

Finally, keep up the work on a great
magazine.

Brian Escalera
West Covina, California

Thanks for all the compliments. We
take a lot of pride in putting the maga-
zine together, and it's always great to
get letters like yours. Of course, we're
always eager to get letters from readers
with suggestions or other comments.

As far as a special section dealing
with CD games only, we'll see about
that once more games become avail-
able. For now, we hope you like the fea-
ture article on the other uses for the
TurboGrafx-CD Unit (page 6) and our
special coverage of the Japanese game
Vasteel in the Games Around the World
section.
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When will Ghouls 'n’ Ghosts be
released for the TG-16?

Jason Quinones

Brooklyn, New York

=1y

Unfortunately, there are no plans for
this game to be released in the U.S.
anytime soon. There is a version of the
game for the SuperGrafx system in
Japan, but it isn't compatible with the
TurboGrafx-16.

£

| noticed that on the game Klax by
Tengen, there doesn’t seem to be an
official TG-16 symbol on it. Does this
mean that Tengen doesn’t have a con-
tract with NEC?

Also, the October/November issue
mentioned something about a Keith
Courage 2 in the making, yet in the
December/January issue, when you list-
ed the scheduled releases for 1991,
Keith Courage 2 wasn't on the list.
Does this mean this game won't be
released this year? When will KC2 be
released for the PC Engine?

Sheldon Coles
Toronto, Ontario, Canada

No, Sheldon, the lack of a TG-16
symbol doesn’t mean Tengen doesn’t
have a contract with NEC, but our ver-
sion of the game has a TG-16 symbol
on the box in the lower right-hand cor-
ner. Either you overlooked it or you have
a rare copy of the game.

Regarding talk of a Keith Courage
sequel, the information we received
indicated there was talk of a follow-up,
but a final decision hasn’t been made
yet. The list that was printed is the
information we got from NEC. If a game
isn’t on that list, then there are no con-
firmations of its release. When we get
more info, we'll pass it on.

Along the same lines, write in and let
us know how you feel about a Keith
Courage 2, whether or not you would
like to see one. We'll pass the word
along to NEC.

&

First I'd like to congratulate you on
the excellent job you have done on the

=i

magazine. |'ve been a PC-Engine and
CD-ROM player for over four years, and
| enjoy it very much. The only problem |
have is that | can't find a way to play
the TG games on my PC Engine, and
I've beaten every single CD game that
is available. Faster translating speed
for more games is something that is
needed, but that's not the reason I'm
writing. I'm interested in upgrading to a
better system and was wondering if
and when the SuperGrafx will be
available in the U.S. Will it be compati-
ble with the TG-16 like the PC Engine is
with the Japanese SuperGrafx? Is NEC
working on a better system than the
SuperGrafx?

Finally, why does it take so long to
translate those old PC Engine games to
the TG-16?

Jeffery Lee
Bridgewater, New Jersey

First, there is no plan to release the
SuperGrafx in the U.S. at this time. And,
yes, there are rumors that NEC in Japan
is supposedly finishing up development
on a new 32-bit system that will play CD
and card games. We'll leave it at that
for now—currently it's just a rumor.
When we get more info, we'll pass it on.

We're not sure why it takes a long
time for the translations to occur. In
most instances, it's a matter of NEC
finding a game that it feels is good
enough to take a chance on, then dis-
cussing a price that the developing
company (who owns the rights to that
game) wants for the game and working
out a contract. Once those factors are
out of the way, the text and other fea-
tures may have to be changed to suit
the American public, which can take
three months to a year to do.

As far as your game-converting prob-
lem, one company we 've worked with is
GamExpress of Studio City, California.
They have a converter that will allow
you to play PC Engine games on the TG-
16; we aren't aware of a converter that
will do the opposite. They also sell just
about every system, as well as the
games for them. The number is (818)
760-GAME (760-4263).

Send your mail to TursoPLaY, 9171 Wilshire

Bivd., Suite 300, Beverly Hills, CA 90210.
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TURBOMAIL
Once again, the inquisitive readers of TURBOPLAY write in with their TurboGrafx-
16 questions, and the editors respond with all the answers.

Though the TurboGrafx-CD Player is great for heavy-duty games, it is also one of
the few ways to play specially coded music CDs. Learn everything you ever wanted
to know about CD+G (compact disc plus graphics)—and more.

. THE SOUND AND VISION OF CD+6

CLOSER LOOK

This month, we give you complete reviews of TV Sports: Basketball and Sherlock

. Holmes Consulting Detective.

SUPER STRATEGIES
LAST ALERT

It’s battle time and you've got your hands full of world terrorists who are bent on
putting Dr. Garcia in power and controlling the world.

GAMES AROUND THE WORLD
Previews of some hot PC Engine titles that are currently hitting the shelves in

Japan, and may end up in America soon, and an extended peek at Vasteel, an
amazing strategy game.

CONTEST WINNERS
The December/January issue of TURBOPLAY had an essay contest. We had lots of

great entries, but only one lucky winner. Could it be you?

Ever get thrown out of the ring in Battle Royale and wonder how to get back in?
How about receiving the colored balls in Devil Crush? Get these tips and more in
another great installment of Turbo Tips.

Cover photography by Garry Brod
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Holmes and Watson guestion the maid. Will she come clean?




For the first time ever, CD technology is being used to
create live action video in a video game. That's video that
features real live actors. And you interact with them.
In Sherlock Holmes, Consulting Detective, you question

suspects and search for clues to three bewildering

You'd Iook silly too if you had just seen
an ant the size of a nuclear reactor.

«® qory than a Sting,
o
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mysteries. In J. B. Harold Murder Club, you try to unravel
a hard-boiled murder in a world of dark secrets and

deception. And in It Came From The Desert, you've got to

stop giant radioactive ants from annihilating the small

“You mean to tell me that vou
don’t know who the murderer
is vet?

|
|
|
|

This murder is so shocking that even your
host is losing sleep. Not to mention his hair.

desert town of Lovelock. So get into the next generation
of video games. Only on the TurboGrafx-CD system. And
remember. If you're not playing real live action videa,

you're just playing games.

£19891 NEC Technologies, Inc. For information on these games, cail the TurbaTeam st 1-900-FUN-TG1E, The firet 30 seconds are free, 89¢ per minute theresfter, maximum S5 per

call. Get your parenta’ permission firat. J. 8.

en
s & trademark of ICOM Simulations, Inc. ©1891 ICOM Simulations, Inc. €Sieuth Publications, Inc. It Came from the

Herold Murder Club is & tredemark of NEC Technologies. ©1980 Hudson Soft. §1888 Riverhill Sof:. Sherlock Holmes Consulting Detective
are®

Desert is a trademark of Cinemaware® £1981 Cinemaws



unprecedented rate. In the “early’
days, while manufacturers were still
sumer who didn’t possess a player |
equipped to decode it, and yet it would not
and dubbed Compact Disc +
Graphics or CD+G.
handful of companies have
embraced this new technology,
released.
Part of the problem has
play CD+G discs. One was from JVC (model XLG-
512NBK—$599 list) and the other was the TurboGrafx-CD
multimedia system ($899) and a portable CD+G compatible
player from JVC (projected list $599). It seems that 1991

THE EVOLUTION OF LASER-DISC
scrambling to keep up with the
unexpected and overwhelming
demand for both old and new
recordings on CD, JVC was
working on a standard way
for visuals to be encoded into
ordinary compact disc record-
ings. This new technology
interfere with the high fidelity that consumers had
fallen in love with. In 1983 the stan-
It has been eight years
since the CD+G standard was
regularly releasing compact discs
with graphics. To date, less
been a lack of support from the manufacturers of CD play-
ers. Prior to 1991, there were only two machines commer-
unit ($399 list) available for the TG-16 system. This year,
however, two more CD+G-compatible units will be released:
may be the year that CD+G finally takes off. Of all the CD+G
compatible players listed, the TurboGrafx-CD unit is the

technology has been nothing

short of remarkable. In the

span of ten years it has taken

the music industry by storm, in

the process hastening the demise

of the once mighty vinyl LP.

Compact disc (CD) technology

has been embraced at an

would be invisible to the con-

dard was released to the public

introduced, and yet only a

than 50 CD+G discs have been

cially available in the United States that were equipped to
C dore’s CDTV (C dore Dynamic Total Vision)
least expensive entry point to the world of CD+G.
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For those who own a

CD+G player, tracking

down a compact disc con-

taining graphics can be

quite an ordeal. Most record-store employees

will return a blank stare when asked for assistance in
locating CD+G-equipped discs, and even high-level

A N D don’t yet know what CD+G is.
Slowly, however, this is chang-
ing, and there are a number of

CD+G recordings that make the
search well worth it.
HO W DOES IT
WORK?
The current applications
musical and operatic annotation;
electronic liner notes; multilingual
real-time translations; and pictorial inter-
F pretations of music being presented.

Most CD+G discs combine the
first and last categories by dis-
playing pictures while lyrics
are printed at the bottom (or
only provide the lyrics to the
song and not much in a pic-

torial sense. Blind Man’s Zoo
by 10,000 Maniacs is a good
example. Each song is pref-
aced by a simple title screen
followed by the oversized
lyrics of the song being

employees of major record labels
for CD+G fall into five main

categories: sing/play along;

top) of the screen as they are

heard. However, some discs

played. This leaves the interpretation of the song entirely to
the listener—a philosophy that many artists endorse to

IRELAND

counter the images listeners are fed by music videos.

On the other end of the philosophical spectrum, howev-
er, are Bonnie Raitt’s two CD+G selections, Nine Lives and
Green Light. The scrolling pictorials include pictures of her
group, her performances and occasional pictorial interpreta-
tions of the music being played. Of the two discs, Nine Lives
is slightly more interesting graphically, but both are worth
picking up. Jimi Hendrix Smash Hits is another excellent

ple of pictorial interp of songs. This collection
of Jimi Hendrix songs from 1972 is accompanied by groovy,
psychedelic, pulsating graphics that complement the songs

TursoPLAY ¢ ApRiL/May 1991



very well, taking advantage of the scrolling features of the ing the CD+G graphic channel (picking between 1 and 15),
CD+G standard to “hide” the updates being made to the alternate language presentations of the music are made avail-
screen. The visual result is certainly one of the best of the able on discs with this feature. Lou Reed’s New York disc

current crop of CD+G discs.

Arguably the best visual presentation on a CD+G disc is

contained on Little Feat’s Repre-
senting the Mambo. Warner New
Media worked closely with the
artist responsible for most of the
country/rock group’s artwork to
faithfully represent the concep-
tual “feel” of the group—with
superb results. Many of the col-
orfully mutated graphics will
leave you wondering exactly
what the point (or even the pic-
ture) is, but they will keep you
interested.

Information Society’s debut

boasts the most languages available, five: English, Spanish,
French, German and ltalian. The remaining five discs have
between two and four lan-
guages available. They are
10,000 Maniacs Blind Man’s
Zoo (English, German and
French), Alphaville Breath-
taking Blue (English and
German), Simply Red Pic-
ture Book (English and
Spanish) and Anita Baker
Rapture (English and
Japanese). Although chang-
ing the graphic channel in
no way affects the language
the audio track is in, the

album Information Society, while not
a prime example of the graphic capa-
bilities of CD+G, is one of the few
existing discs that incorporates elec-
tronic liner notes while providing the
lyrics to the songs. The graphics
include extensive notes about the

ability to display
translations of the
music into alternate
languages in real-time
opens many interest-
ing possibilities. Each
graphic channel can
recording equipment the group uses, contain one alternate
band history and even lists band
members’ favorite recipes.

Talking Heads provided a first in
the CD+G genre by allowing musi-
cians (or aspiring musicians) to play

language, meaning
that a single disc can
conceivably hold the
lyrics to a single song
in 15 different lan-

along with their songs. Naked
features a margin on the right
side of the graphic display that
lists the instruments used dur-
ing each selection, with a mark-
er next to each instrument pre-
sent during the current verse.
The execution is a little clunky,
but it does work and also gives
the listener a better feel for the
music by listing exactly what
instruments are responsible for
the music being heard.

guages, which can be
displayed on demand.
Language students can get
music from their favorite
artists with audio in their
native language and dis-
play the lyrics in an alter-
nate language they are
studying—perhaps speed-
ing the learning process.
Finally, annotation of
classical and operatic
selections is one major

Five of the current crop of wm m lmw m *v area that Warner New

CD+G discs are capable of dis- Media is about to tackle.

playing the words to the songs m“ " ml:’;;mmm:m By explaining classical
contained on them in more than like Chris isaak’s Silvertone, have still photos with the selections on-screen as the

one language. By simply chang- fyvics printed $0 You can sing Siong. music plays, the listener is
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enabled to better understand the selection being played. The
listener’s attention can remain constantly focused on changes
in the music and how they affect the overall mood of the
piece. In addition, certain selections include excerpts of the
sheet music for a particular instrument, for example, the
clarinet, enabling the listener to see what the music looks
like on “paper.” Opera can also be annotated and, in addi-
tion, translated via the multilingual capabilities of the CD+G
standard, allowing the general public to actually understand
what is going on. The annotations may contain background
on a character speaking while the multilingual feature of the
CD+G format prints a translation of the speech into the lis-
tener’s native tongue.

WHERE ARE THE DISCS?

Looking at the features and possible applications for this
technology, one must wonder why more record companies
Y] are not pro-
5 b ducing CD+G-
compatible

On certain CDs, the piano and guitar
music is shown so that you can play
along. Individual notes and instruments
are shown as they're played in the song.

o the lack of historical data on ~the
| Electric Prunes™ . The recording details
| and the mac winders interview are pure
| rabrication and are not actual fact

I]lﬂlﬂlﬂlﬂﬂ“tﬂlm

1 touched your goldercos

discs. One reason is that until this year, the number of play-
ers were limited and expensive, compared to an audio-only
player. Another is that many record-company executives and
the artists they represent have a fundamental misunder-
standing of what CD+G can do, if they know about it at all.
Another factor is that graphics cannot be added to CDs until
the music is complete. Many artists (and the companies
behind them) do not want to wait the extra weeks to add
graphics to a disc—this is especially the case with highly
anticipated titles. For this reason, most of the pop/rock
albums available in CD+G had the graphics added after they
were originally released. Therefore, consumers should be
very careful when shopping for CD+G discs. One CD can
have many manufacturing runs, and not all are necessarily
complete with CD+G capability. To make matters worse, as
of this writing, there is no distinction in the stock number
between the CD+G and non-CD+G versions of the same
disc. Unless the box bears a sticker advertising the CD+G
capabilities of the disc, it most likely is not CD+G com-
patible.

The future of CD+G is get-
ting brighter. Warner New
Media, the leader in CD+G
releases, had slowed down on
releasing new CD+G discs last
year, but is again stepping up
their CD+G releases. Stan
Cornym, president of Warner
New Media explains, “At one
point we had to stop and assess

t is lictionalized, due
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From Jimi Hendrix’s Smash Hits.

whether we were nuts [for supporting the CD+G standard].
People told us we weren't, and we went forward again.”

“Going forward” translates into wide commercial releases
of many classical and opera titles that were formerly limited
runs or demos. It also includes the possibility of licensing
and rereleasing, under the Warner New Media label, pop
albums that were initially limited runs like Rapture, Another
Place and Time and Live It Up. Warner has definite plans to
release ten more CD+G titles by summer and another five by
fall, nearly doubling the number of CD+G discs.

As more advances in technology are made, the CD+G
standard is extendible, and in fact, extensions would be very
likely. One area that could be easily improved is colors dis-
played on screen simultaneously. Raising the number from

CD+G ible di i
compatible discs Widely available a5 of March 1991
Alphaville

;’:: tsranigan LT:raB ;e;fﬁgﬁm -
2
e greorzizes Things Aren't What They,
4 e Bc:;,qvles Greatest croové}
Emmylou Harris Plecma g
'Jlml Hendrix SmasE; th:h e
J
c!:]fqrmatlon Society Informatio,
ris Isaak Siil Sl
Little Feat H’ar'e’l:one
Little Feat i
élan Dyke Parks Ir?::yrgs:gsting iy
ram Parsons ’
Bonnie Rajtt grrfvau’s o
Bonnie Rajtt Ning e
Lou Reed Nevf this
Various A i
rtists Woody Guthrie Tribute
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16 to 256 would allow the creation of

near photographic quality pictures—a situation that would
coax many hardware manufacturers, thus far unimpressed
by CD+G’s 16-color on-screen limitation, to make new
players compatible with the existing standard.

Time will tell if extensions to the existing standard
come to pass or if a new standard emerges. For now, how-
ever, those fortunate enough to own a CD+G player can
enjoy the digital sound of CD while taking in an under-
publicized bonus of graphics. ¥

CD+G compatible discs t0
be released by summer 1991

st. Matthaus passion—Bach (Libre:;g:l
Beethoven/Liszt Symphonie #9D
geethoven String Quartet #14
Beethoven Symphony #7
Bruchner svmpnony”?
Mahler Symphony
3 & #4 0n one disC
ndelssohn Symphony
Midozart: The Abduction From the seraglio
(highlights) =
Mozart—Salleri (Libretto
Dido and Aeneas by purcell (Libretto)

D+ compatible discs to pe released by fall 1991

_ The Planets by
Placido Domingo (gey C};ngs;omingm
ot The Ma_gic Flute
Urana Studio: per Fruhen Music M
Bolero (Ravey)
Camnival of the Animals
s Peter and the Woif
Cracker Suite i
Young Persons’ ujge to ggggg’rgrestm

(CD+G compatible discs in lix.ni¥ed rele‘aizets

(These CDYG discs were pressed inimited .2;..;:0 s
1 youare lucky enough to find one beariog m;z e
; 1 are excellent examples of what

sEREaes : :
e ‘o with graphics or multilingual yrics)

Anita Baker i ffvzt:irzp
| Cm'i:‘;- 2:1‘2;& A Nice Place to .Vls{t "
> eymoon Suite Racing after Midnig
s |V Red picture Book
e ge snow something Real
g%?\?\a summer Another Place and Time
{ Naked
e Blind Man's 200

40,000 Maniacs
(included with the VC Karaoke player)




TV SPORTS:
BASKETBALL

ONE 10 FIVE PLAYERS
NEC-TurboChip
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Last year's TV Sports: Football
established the guidelines for a pro-
posed series of TV Sports games to
be developed by Cinemaware. Great
graphics, realistic options and om-
nipresent TV announcers were
some of the ingredients that made
the game a success, and now that
same formula has been applied to
the game of basketball.

Timing is the key factor in TV
Sports: Basketball. Shooting accu-
racy depends entirely on careful
timing of the ball’s release, and
passing at the wrong time will usu-
ally result in a turnover. You must
also substitute players on a timely
basis; if you leave a player in the
game for too long, he’ll get tired
and his performance will suffer.
Here’s a hint: Watch the credits at
the end of the game to find out the
names of some
of the folks at
Cinemaware.
Most of their
names appear
on the team ros-
ters in the game,
and if you keep
an eye on the
players with
these same
names, you’ll

find that they’re among the best in
the league.

TG-16 owners who play solo are
going to miss one of TV Sports:

Basketball's most important features,
the five-player option. Whether you
play on the same team or against
each other, the multiplayer modes
are much more fun than any one- or
two-player game could ever be. If
you haven't tried any of the five-play-
er Turbo titles yet, this would be a
good place to start. Since basket-
ball teams consist of five players,
the game is a natural for the Turbo-
Tap’s five controller ports.

On the negative side, it's odd
that so many important elements of
the game of roundball are absent
from this TurboChip. There are no
loose-ball fouls, no referees, no au-
dience members (well, there are a
few guys loitering near each bas-
ket)—there’s not even an opening
tip-off! | can live without a halftime
show, or the squeak of Reeboks on
the parquet floor, but the aforemen-
tioned omissions make the game
look unfinished.

It also would have been nice to
see a few close-up shots, like the
slam-dunk and free throw scenes
that spiced up NEC'’s earlier basket-
ball title, Takin’ It to the Hoop. Such
realistic sequences seemed out of
place in that game—which was
burdened by bug-eyed characters
and stiff animation—but they would
have fit in per-
fectly here.

With its
sharp graphics,
realistic action
and digitized
voice, vV
Sports Basket-
ball is a fine
addition to the
growing TV
Sports lineup.

If there weren’t
so many things
missing, it
could have
been perfect.
Fortunately, the
five-player
mode is so en-
joyable that it's
easy to over-
look the fea-
tures that were
left out.




SHERLOCK HOLMES
CONSULTING
DETECTIVE

ONE PLAYER
co
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If you are interested in a game of
careful thought and consideration,
Sherlock Holmes Consulting Detec-
tive just might be the game you've
been looking for. Resembling a com-
puter game more than a video game,
Sherlock Holmes will appeal to the
gamer who is looking to be drawn
into a story.

But this isn’t like your average
fantasy RPG. You do not portray
Sherlock Holmes, rather you are a
detective on three of the same
cases as the 19th-century London
sleuth. Holmes has already solved
them, and you're trying to match

GRAPHICS

Puavasiury

OVERALL

your wits against his. There are

three cases for you to
investigate—the mummy’s curse,
the mystified murderess and the tin
soldier.

To solve each case you have five

place from either the
notebook or the direc-
tory. The Baker Street
Irregulars are a group
of boys who gather
clues for you when
asked. To question

end, you'll see an old-
fashioned drawing of a
closed door and perhaps
hear Watson remark,
“What a pity. It appears
that nobody’s home.”
The only sound in the
game (besides a little

anyone from the note-
book or the directory,
you use a carriage.

The object of the
game is to score as
few points as possi-
ble. The notebook, di-
rectory and newspaper | g Tin Soldier
can all be used with-

8 Instructions

$4 Holmes' Introduction
4 Mummy's Curse
24 Mystified Murderess

o

music at the opening)

bbb = | comes from the digitized

scenes and voice-overs
that come with the dead
ends. Other than that, si-
lence. But that’s okay, be-
cause believe me, you
don’t want any distracting

- 8 Son

out any cost of points.

Travel to a place, access of Holmes’
files and sending the Baker Street Ir-
regulars to gather information all
cost varying amounts of points de-
pending on the value of the clue.
Keep a pen and paper handy when
you play. You never know what infor-
mation might be valuable later on,
S0 you might want to write down
quite a bit.

Probably the best feature of this
game is the digitized footage of
filmed scenes with live actors
(complete with British accents) and
period sets. Watching these fantas-
tic scenes unfold makes it very easy
to feel like you are right on the
streets of late-19th-century London.

resources available: the
Baker Street Regulars (in
your notebook), a London
directory, a newspaper (the
London Times), Holmes’
files and the Baker Street
Irregulars. The Baker
Street Regulars are a mot-
ley crew of informants. The
directory includes many

The Tin Soldier

Other graphics
in the game
are not so
spectacular,
but adequate.
For example,
when you go to
investigate
what turns out
to be a dead

names and places in
London. Scan it to
get an idea of who to
interview. Reading
the newspaper will
provide you with in-
formation, but be
careful, it's not al-
ways useful. (There
are many red her-
rings if you ask me.)
Holmes’ files give
background and his-
tory of a person or

music when you're trying
to concentrate on sifting through a
myriad of clues.

The game interface is very simple
to use, and the directions in the
manual are clear—nothing puzzling.
The hardest puzzle is figuring out
your case. When you think you have
done so, proceed to the judge to
name your suspect. If you are right,
you must also name your reasons.
You may not even get the chance to
name your suspect if the judge
doesn’t think you have gathered
enough clues—which can be very
frustrating.

Once you have solved the case,
you are told your score. True patient
mystery lovers might want to go
back and try solving the case using
less points, but | doubt that this as-
pect of the game will appeal to ev-
eryone.

Patience is the key to Sherlock
Holmes Consulting Detective. Pa-
tience and an active imagination. If
you've got both and time to sit down
and solve some mysteries, give this
one a try. ¥
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he international arms syndicate, known as the
TForee Project, is on the move once again. The

leader of this organization, Dr. Che Garcia, is
determined to take over the world. That’s where you
come in. As one of the most brilliant agents the CIA
has ever had, you, Guy Kazama—the one-man army—
must defeat the evil that is trying to rule the world,
and save all of mankind.

Last Alert is made up of six different missions, all
of which will eventually lead you to Dr. Garcia. These
missions are then divided up into several stages.
Since the stages are not numbered, we have included
a photo (from the overhead map) that marks which
stage is being discussed. Rather than map out each
stage, we have taken the highlights of each stage to
show you what you might see in each one. Notice
what color marker the particular stage you're inter-
ested in is; this will tell you a little about the stage
and what you'll have to accomplish before you can go
against the boss of that stage.

A blue marker indicates a standard stage with
the screen scrolling in a certain direction and a stage
boss waiting at the end.

* A yellow marker requires you to either set a
homb or rescue hostages in order to reach the boss.

* A red marker is a spy mission where you can
gain i once you lete the
stage you're in.

Through much of the game you won't need auto-
fire and probably won’t want it. If the TurboFire but-
tons are down and you hold down Button II, you can
fire in one direction while moving in another. However,
with the TurboFire button up all the way, you can spin
and fire, which can help you in getting out of some
situations.

If you're starting a brand-new game, you can
select continue and start with one of each of the spe-
cial weapons.

To access a visual debug mode, during the title
screen, press and hold SELECT, then press |, I, I, Il
U, D, and then RUN.
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Your first mission of the game is
to contact all of your teammates
and destroy the enemy base at
the same time. Your mission
starts at the bottom-left of the
map and is indicated by a blue
marker that’s not shown in the
photo.

=0, po
R God R

Don’t think you have to avoid
shooting the hostage—it doesn’t
matter. Just keep shooting and
avoid the boss’ bullets until you
beat him.

B 0
Don’t forget about the center of
this stage. You'll have to place
bombs here as wel
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One of the secrets of survival in
the game is to learn where all the
white and orange revitalizers are
located.

You'll now enter an enemy air
base. Set the explosives on the
Xs and defeat the boss before
time runs out.

The tank will appear and begin
shooting missiles at you. At this

point you'll want to switch over to
the Uzi if you haven't already.

FIYR R T

After Killing certain enemy
soldiers, a white revitalizer will
appear.

S R
This white revitalizer is located on
the corner, right before you reach
the boss.

White revitalizers can be found in
most of the corners in this stage.

R

30000

You can’t destroy it until the man
comes out of the hatch.

If you can avoid the enemy
vehicles and gunfire, you'll
eventually be able to board the
aircraft at the bottom. When you
have reached a certain point, an
arrow sign will flash showing
where to enter the craft. That's it
for this mission.

This stage is fairly short and to
the point. Run down the airstrip
until you can board the aircraft.

In this next mission, the

resident has been kidnapped by
the Force Project after his plane
crashed. You'll have to fight
through the snow drifts if you
want to save him.

13
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This section contains an enemy
soldier that will give you an
oorange revitalizer (not shown in
the photo).

14

This stage is rather long,

there are plenty of white
revitalizers to be found along the
way...

but «.especially near the log cabin
about halfway along.

sl 54000

00 5
Another entrance to the same

You can walk behind the barrels

to a section behind the houses, section can be found here.
where you can find various

special weapons.

.

i
=]

Poor Robert has been captured,
but you have to find him to get
the vital info on Colonel Kadat.
This stage is an island prison
where many hostages are locked
up. If you look on page 3 of the

Crates will move along the
conveyor belt and get in your way.
The boss will shoot missiles at
you, switching your TurboFire
off will help you avoid them and
shoot the boss at the same time.
instruction booklet you'll find out
how to handle this stage.

isi=10.

2850
«..who'll circle around Robert
shooting a three-way shot of his
own. If you switch to the Armalite
he'll be easy pickin's.

Well, you've found Robert, but he
seems to be guarded by a guy
we'll call Bubba...

The final white revitalizer can be
found behind the log right before
the entrance to the boss.

B
You finally reach a friendly

face...then leam that it's not so
friendly. This presidential
impersonator will throw grenades
and shoot regular bullets at you.
By this time you should be able to
select the Armalite M16 A1
weapon.

When you first start, it's easy to
miss the cell that's along this
corridor. To get there, take a right
at the first fork.

You'll get some information from
Robert about Colonel Kadat's
three top soldiers: Red, Blue and
Black (don’t you just love the
original names used here?). Red's
hideout is the one in the top right-
hand comner.
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The two large boss characters will
move back and forth shooting
regular bullets at you while the
two soldiers up above throw
grenades at you. Try taking the
TurboFire off, then hold down
Button Il

After leaming the real President
has been moved, it's off to the

port to reach the real President
before he's taken away again.

but you'll
revitalizers in the cells.

If you have reached the metal-
soldier status, go ahead

and switch to the M203

grenade launcher. It's a little
slower, but you can shoot through
the barricades and destroy more
than one enemy soldier with one
shot. The mine carts contain extra
items, such as revitalizers.

TureoPLAY ¢ ApriL/May 1991

The President was moved from
the previous location, so now it's
off to this enemy base where you
must rescue hostages

seven
before you can find the President.

There’s not much to this section,
just a standard scroll-then-boss
stage. After that, you'll find a

white revitalizer on the other side

of this bridge.

Take it slow and play it smart.
Revitalizers are few and far
between in this stage.

It's easy to miss this heliport in
the center of the stage; be on the
lookout for it. Once you've
rescued all the hostages, “Help
Me" will appear on the screen.
This is your cue to head to the
bottom-right of the stage, then up
to meet up with the President.

2
. ’

AT
I

This is the final rovlhllzu you'll
get before the boss.

e, g

This is the last revitalizer you'
find in the stag

Rod\vl mvobaekmdfonhn
the top, taking pot shots at you.
The roughest part comes when

the enemy soldiers pop up out of
the ground. If you can get to Red
fast enough, in this section, you

can get out of the boss screen in
under 35 ticks of the game clock.

15



On Red's back, there was
something about an underground
fortress, but you'll have to
continue with Blue (at the top)
before you find out what it all
means.

The next stage is the
communications room, where you
can find out where Mr. Lee is
hiding. The stage is the blue
marker at the top.

16

This stage is your basic everyday
swamp. When the path forks, take
the one to the right. It seems to
be quicker and less crowded.

First you'll have to contend with
the soldiers that drop from the
helicopte

Using the Armalite (with TurboFire
©off) you can move back and forth,
at the bottom of the screen and
(with a little timing) move in front
of the Colonel between the
energy shots from his whip. With
the Armalite or grenade launcher,
you should be able to constantly
pound Colonel Kadat.

25 0. 3000 -

Your first test will be the green
spikes that spring out from the

wall. This is made more difficult
by the conveyor belt that works

against you (naturally) and the
soldiers that will take some
cheap shots at you. The best way
past this stage Is basically to run
through it.

All paths lead to Blue, however.
It's now-you-see-him, now-you-

don't as he dips under the water.

The helicopter will make one more
landing. This time Black himself
gets out. He'll throw grenad

and shoot a pistol at you. It's your
basic shoot-and-dodge. As long as
you have some health and a bit of
time left, you shouldn’t have a

Your new mission involves a
mafia leader named Tommy Lee.
There'll be three stages before
'you can reach the tower and M
Loe. The first stage is this cave
that he uses as an armory. Notice
the color of the marker. That's
right, page 3 of the instruction
booklet.

After the first spike area, you'll
find this white revitalizer.

When he resurfaces, he'll take
some three-way shots at you.
He'll give you enough of a
‘waming to allow you to maneuver
around and get some good quality

Now it's off to the underground
fortress to meet the infamous
Colonel Kadat, who you've heard
0 much about in this mission.
Remember page 3 of the
instruction booklet and what it
'says about red markers.

vime 37
Going to the left will lead to this
white revitalizer.

PO 2000 -
On to another spike area; this
time soldiers throw bombs down
on top of you. The grenade
launcher can reach them.
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learned a
little more about Colonel Kadat,
it's time to go after Black. He's
held up in this village walting for
you with his attack copter.

Once again, going to the right
proves to be the quickest way.
Going to the left will lead you to
an area that contains many items;
the only problem is they're
surrounded by moving spikes. It's
probably not worth the trouble to
venture after the items in the long
run—unless you really want to.

Asa mmar of fact, every tllm
you go left you'l find a

revitalizer; this time it's orange.
You'll uncover it after killing one
of the guys in the brown suit that
‘explodes when you shoot him.

revitalizer waiting for you on the
er side.
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Unfortunately, you'll have to
shoot the pigs and chickens to
uncover hidden items.

If you did decide to go to the left,
and you've stuck with a more
powerful weapon than the pistol,
you can shoot the moving spikes
as they travel away from you (as
in the photo) to work your way
through the stage.

Eventually you'll come to an area
where there are many paths.
Going to the right, you'll find
'some revitalizers hidden by the
‘enemy soldiers. The path to the
far loft is the way out.

This guy will hop around for a

Woell, there's Black, but he's not
ready to fight yet.

The section before you reach
Colonel Kadat is the most
crowded so far in the game.

The laser cannons can be easily
taken out by the Armalite or
grenade launcher. Make it shoot

'you're moving across the front,
and if you have the TurboFire
switch off, you can keep the
shots pounding.

This guy’s only weapon is a
grenade launcher. Again, take the
TurboFire off and shoot straight
up from the bottom of the screen.
Move back and forth avoiding his
shots, which come out four at a
time.

...then start launching homing
missiles. If you have the health
(more than four), get as close as
you can to him and fire. This cuts
down the distance your bullets

have to travel, killing him
quicker—but you'll also receive
some damage.

17



The stage is made up of long
corridors connected by stairs. This
is the only white revitalizer in the
stage; it's located near the final
staircase.

Imhlhﬂo-. You'll have to look
for safety spots in order to
maneuver around the lasers.

18

This mysterious building might
have been an old hospital. So
naturally, when you complete this
stage, you'll start the next one
with full health.

the two outside shots will stop
and turn toward you at a high rate
of speed. Use any of the weapons
that have a wide shot—you
should be able to select the M60

Not all lasers are against the wall.
This is a very long stage, so you'll
have to keep moving. The grenade
launcher might be the best
weapon here, since it can shoot
enemies that hide behind the

You'll enter this boss screen

facing five turrets and an angry
bad guy that'll shoot two three-
‘way shotguns at you...

These force fields are the newest
obstacles.

lueﬁlmmnbymw—mddly
Just to the left or right of the
center projectile. As it passes
you, move up or down. This will
cause the other two to pass
either in front or behind with
little effect as long as you keep
blasting Mr. Lee.

The mﬂlltn around Chairman
Steve will begin to rotate and
block all shots protecting him.
Once he stops moving, the
satellites will fly toward you, but
they’re fairly easy to avoid. The
grenade launcher is the best
weapon to use here.

...but the grenade launcher you
carry will take care of them all.

This is the only revitalizer on the
stage, which happens to be one of
the shortest in the game.

Now it's off to a party on an
ocean liner—only this

comes complete with its own
party crashers.

Now you can enter the high-tech
base of Dr. Garcia. The entrance
and first stage is located in the
bottom left.

Now you have your choice of
three destinations: The next stage
|1 chose was the main computer
tower, which is located in the
bottom left-hand comer.
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reappear s off to the top floor of the
‘where the small burst is located.  one shot at you then disappear, tower now, where you'll meet up
making her the easiest stage with Mr. Lee.
boss to defeat.

‘While you're waltzing with the big wimp. Shoot
‘enemy, be sure to shoot the three pistol shots in a row, then
cooked turkeys to uncover hidden he will move back and forth at the
items. (Hope it's not too hardto  top of the screen. No big deal.
swallow.)

However, this stage in the ship's
hull is a bit more difficult. There
are a lot of grenade-throwing and
rocket-aunching enemies...

things with
these turrets: Either shoot them
with the grenade launcher, or
ignore them and run right up the
center of the conveyor beit. Don't
take too much time battling the
enemies, or you may find yourself
out of time.

This stage features an
extraordinary amount of enemy
soldiers chasing after you, but
there are plenty of revitalizers,
like the one found here.

let you get this white revitalizer
hidden behind the enemy soldier.

SR o B o

If you can make it to the other The two installations on the
launch grenades at you. side of the bridge, you'll be outside will open and take a

rewarded with an orange series of shots at you while the

revitalizer. turrets on the conveyor belt fire
on you as well. Your target here is
the blue sphere in the center.
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Suddenly, you'll see Dr. Garcla's
true being. He'll disappear and
reappear similar to the lady in the
hospital found in Mission 4.

The next stage is the weapons-
production plant located on the
left.

a good idea to run from the bats
‘and rats until they're almost on
top of you, then turn and shoot.

Dr. Garcia is hiding behind the
protective glass with four gun
positions in front. Unfortunately
for him, none of that is very
difficult to get by, especially with
the M60.

He fires missiles. Just the same,
you can easily rush him for the
Kill. After you defeat him and you
see the remains lying on the
ground, shoot at them a few
times to expose a special
weapon.

But Dr. Garcia carries a big punch:

Just Ilk. in ﬂlc M. with Red
(Mission 3), stay in the center of
the conveyor belt to destroy the
crates. You'll get all kinds of
items.

This ufp.m is one of the
toughest bosses in the game. It'll
rise out of the water and shoot
the three rings shown in the
picture...

[ —
After destroying the gun

positions, go after Dr. Garcia
behind the glass.

mmlmwlﬂndm you' got
on a rising

across sentries like ﬂnls.nyou
stay to the right of center on the

platform, the brown shots will
pass over you.

As in some of the previous
stages, time Is an important
factor. You'll need to get on the
main belt here with plenty of time
in order to reach the end boss. If
you stay at the same position on
the conveyor belt, the crates
won't harm you, and the enemy
shots will pass over you.

«.then duck back Inh the water
and track you down. The biggest

reappear in a different location.
This can throw you off a bit.

Il run to his
space shuttie and take off to
Indra, the dreaded doomsday
machine.

For the blue one, mytkﬁ
(although the character is on the
right in the photo.)
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You should be able to select the
missile launcher at this point, but
the M60 seems to work best with
these three. They'll all shoot
three-shot bullets at you, but with
the M60 you should be able to
take care of them.

wn.nyouunmuhotoﬂ.m
‘weapon that seems to have the
greatest effect is the M60,
because it shoots faster than the
missile launcher and is more
powerful than the rest of the
weapons.

Once you arrive, you' II run into
more force fields and R2-D2 look-
alikes, but they're a lot easier to
destroy. Under one of them is
another orange revitalizer.

These big cllvu will also appur
They slide down the sides, and
when they reach the same
horizontal plane you're on, they'll
extend out toward you. Using the
M60 throughout this stage will
work nicely.
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It's time to get a little dirty in the
underground sewer.

Once you're past the dragon, it's
off to the top floor of the tower,
where you'll finally get face to
face with the mad doctor.

Battle Dr. Garcia in his little

'saucer (which looks like a
bathtub) with the TurboFire switch
up for full auto-fire. This way you
can basically stay in the center
and spin to shoot him.

Shortly after the bombs appear
(the small black boxes with a
number in the center of them),
two giant spheres will appear. Be
sure to destroy the second one,
because it contains an orange
revitalizer.

With the cloek tlekln‘ away, you
won't have much time to pick up
items. There are only two white
revitalizers in this stage.

LR e
Conveniently enough, there’s an
orange revitalizer near the end of
the stage. The best thing to do in
this stage is to run through
everything. When you get to the
end of the red carpet, you'll find a
brown R2-D2 look-alike on either
side; the one on the left has the
revitalizer under it.

corridors are booby-trapped
by these force fields. If you can
shoot one end, you'll break the
connection.

But be careful of the large blast
he’ll send your way.

Indra consists of four rotating
guns that shoot a three-way shot
and two green “eyes” that launch
missiles. For this first section,
use the missile launicher to
destroy all of the above. Try to
stay either to the right or left of
center, so only the missiles will

We've taken you this far, now.it's
up to you to defeat th:
of Inds

hit you.
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“Any now leads?
Show me what you've found.~
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Casteel

an enemy shot. In space, if you enter a battle in an

 asteroid belt, you have to dodge the floating aster-

oids or sustain damage.

Finally, the game sports some of the best music
ever created for a video game. Human Creative
Group, Vasteel's developers, used a live band to com-
pose the jazz music that you hear throughout the
game. (There’s even a picture of the band members
in the manual.) You can, however, change the music
to a rocklike beat created by the system itself, but
that would be like listening to AM radio all day.
Yuck! Lastly, the game also makes use of the CD-
ROM capabilities by allowing you to save up to four
separate locations as well as a password feature.

The unfortunate side of this is that Vasteel isn't
scheduled for release in America, though the suc-
cess of Military Madness may lead the way for Vas-
teel to make an appearance sometime in the future.
It would be a shame if strategy video gamers, a grow-
ing breed - .-
to'say the '; =
1Peralls ity
didn’t have
a chance to
tackle this
immensely
engrossing

DOOTONA =
loon a0 oo:é: mc BOWFOLN =
OCHLOC ML OCHS | X

OC =< g

N0 DO DDA =ON

o

e

IWVY TYNOILYNYILINI QI¥NIVEY

aj¥nivid

=
Y
=
=
o
=
=
o
=
E ]

ai¥nivid

IWVYO TYNOILVNYILNI

one of the latest
CD-ROM shooters to be
released for the PC En-
gine in Japan. It's the
year 2061 and the world
is ruled by two opposing
countries. Your side has
developed a huge
weapon that will end the
war, but in a secret at-
tack, the other side
steals it. Now they're
laying waste to your
country. Luckily, part of
the weapon—a high-
tech helicopter—wasn't
aboard. It's up to you to
save your country and
possibly the world.

TureoPLAY ¢ ApRiL/May 1991



embe 199o/January 1991 jsgyq o Tursop,,,, e ran ap g, The five "Unner-yps o Wil wepe
ing our reade S Why they, should ;o a Tu'ﬁof‘:‘.y

Press, Some of yoy out lhogl:’ gave really vy reasons, Some of yo, gave Geor,. Ellm (ug. 42

Wi i 3

n o Paj With q
*tory written on jy, Tu’boerqfx-lémp ’s,axwla:mmnflho‘ﬂddm 2”’"" I""’{“",)
m'zzloﬁn You coylg o Yer imaging ”mzk, “0Uld majeg Y- We reqyy, have *f Reding, Pemnsylvaniy
on yoy ity, BSco # Burly %)
ner, and ”Ia' Pper- of Brick, Na:g:my

4°f chﬂn me.ﬂﬂyn lﬂse 2)
n,

UrboGraf. SJets "son (q 23)
"ngd mlo the woll bog QUse the T6-14 took oyg, onyIor Texas ' ¢
“Up rece; S q free Tur-

wm 'o
TG- 'hey (Al this jn Words}) at runp,

For h uve ,Willwm:'hor'bok'xp,, u'edandn boch, hip meeHn h G Work
dese, W hop.lm brogh, Cong 'u’uq by aly &

TurBoPLAY ¢ ApRiL/MaY 1991



BY DoNn NAUERT

CRED1 TS

® 1998 HUDSON SOF T
INTER STATE KAREO .

FROM e
° 1

Sounoo
DUS. GCRARE/

FROM MEC  © 1990 WUDSON SO T

1990 INTER ST4TE .

TursoPLaY ¢ ApRiL/May 1991




press and hold R and I,
then press | to hit the ball
when it turns red. To serve
the ball just off the ten-foot
line, press and hold L and
Il, then press | to toss the
ball in the air. Continue to
hold the buttons down, and
then press | again to hit
the ball when it turns red.

e To perform the same
serves (except the lightning
serve) as a jump serve,
press and hold R and Il in-
stead of pressing and
holding L and II.

* To get the super spike,
press and hold U, | and Il
as your player is about to
receive the ball. Then
press and hold D, I, and Il
as your setter is about to
touch the ball. If done cor-
rectly, the spiker will be
glowing when he spikes the
ball. The opposing player
that is hit will be rendered
helpless for a few seconds.

Here’s a way to perform some serves not mentioned in the instruction manual.

« To perform a lightning serve, press and hold U and Il, then press | to toss the ball in the air. Now press
and hold D and Il, then press | to hit the ball when it turns red.
« To serve the ball to the baseline, press and hold L and II, then press | to toss the ball in the air. Now

Call 1-900-TIP-LINE  For A FREE Membership & Catalog The Ultimate Game Club
For the hottest new Turbo Gratx, PC Engine, Supergraf, Hints, Tips & Release Dates!

*We match any advertised price on in stock items guaranteedi

*Turbo Grafx catalog video tape featuring every game ever made for Turbo hra'x -$19.99

*PC Engine catalog video tape $29.99. Super Grafx & Neo Geo video tape $39

*PC Engine, Super Grafx Preview tape featuring games unreleased anywhere. Only $29.99

iThe Ultinate Hint Book with over 1000 hints! Only $9.99

+PC Fan maguine Imported exlustly from Japan leaturing th bolest cs not cven ricased in Japan yet

Only $15.00. The print is in Japanese but the plesures e full mlm:houwnna)(

iNow play PC Engine games on your Turbo Grafe & “Torbo Express with the PC Engine G Only $79.99! All

Jupunmcgim 3 translated instructions when available!
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