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Hi. My name’s Mike. I'm a baseball
player from the mainland. My
Uncle, the famous archeologist Dr.
Steve Jones, has a laboratory here
on C-lIsland. The C-Islanders call
him Dr. J. | came here on vacation
to meet him for the first time, but
the day before | arrived, he mys-
teriously vanished. Now, I've got to
explore the islands to find him, and
you can help! Your journey begins
in Coralcola.
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~ LISTEN TO THE VILLAGE ELDERS

The most important
resident of the village is =2
Chief Coralcola. He is a
(e "\ good friend of Dr. J's

’m glad that you could make it to ;;:mm:y
our island, Mike. | am Chief Coralcola. entering his hut.
The news of your uncle’s disappearance
is very disturbing. His assistant says
that he was captured by aliens. This
may have something to do with recent
sightings in the night sky. I’'m counting
on you to get to the bottom of this
and save Dr. |. Take the powerful Island
Yo-yo and fight your way through the
tunnel to Dr. J’s Lab. You’ll find help
there.

K Chief Coralcola has some important clues

about Dr. J's disappearance and a very
valuable item. He'll send you on your way.

/J am the Shaman of Coralcola and sister of
the chief. | will provide you with support so
that you may complete your journey. There
are many challenges that await you in the
underground tunnels. Recent meteor showers
have caused a disturbance in the creatures
below. Be careful, Mike.

If you haven't taked to all of the \
villagers, the guard will block the
Island Tunnel.

POINTS: 00000

Once all of the villagers know you, the
guard will let you enter.

MASTER THE YO-YO (e

YOU'VE GOT A YOvo:*

A Yo-yo may seem like an unlike- e i o SRS I WA R
ly weapon, but the Chief's Island T
Yo-yo has a long string and
powerful sting. With it, you can
lash out at the enemies under-
ground and it will always come
back. Since the Yo-yo slices
through obstacles and stretches

It all in the wristi The Island ¥ o
si:nms underground enemies. " over gaps, it'll be easy to defeat

creatures from a safe distance.

POINTS: OC

give it to you so that yo

classicaaming gcu
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THE ISLAND TUNNEL

The only way to get to Dr. J's Laboratory is to pass through the
~ tunnel at the edge of the village. The creatures in this tunnel are
weak comoared to what lies ahead

DM,

e Gate is connected toa
“dden Switch. Jump onthe

Tles to trigger the Switch |
znd jump on the Switch to
coen the Gate. Before you
=mp to the Gate, be sure to
2=at the Rattus 1from the
other sndeh _

MAGICITEMS ™ |

SMALL HEARTS

Jellies move
' left and right
. Approach

, them from be—-
- low and nock
em out. s

Jump 1o an
> outer Tile and
wait for Jellies
to come to you.

TUNNEL TRAPS AND TOOLS
gy GATE === FOOTPRINT

{  When you hit a trigger Tile, a
Footprint will appear. It's

;- important to know when you
. trigger something out of sight.

.

H

[ ]

;

== SWITCH S
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; wparatadhyam\‘ouwnnpm
¢ them by finding a Switch or by
4 defeating the right enemies.

& HIDDEN HOLE

Like Gates, Hidden Holes open after (8 Once you've uncovered a Switch by
#.  a Switch has been hit or enemies 3 L= hitting the right Tile, you can use it
& have been beaten. They blend into " to open a Gate, Hidden Hole or
i the wall before they're opened. .. Treasure Chest.
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Aing this flame to light up
enemies from far away. It'H
come in handy in the final
encounter in this first Tunnel.

Walk to the
right in this Rat-

4
o
b
g
:
3
J

the left.

Toss the Fire to beat
enemies at a distance
before they close in.

Just like the Yo-yo,

Fire can be used verti-

cally and horizontally.

Then Highopioy
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“TUNNEL

¢ Noctos move quickly and unpredic- RIS Wit the

 tably. Take cover as they fly across the EERSRESTREEIE Noctos siop. Then

give them a plece of

¢ room. Then hit them when they stop E SRS | v, )

b
!
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momentarily.
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The only way to move to the tor
_5 “half of this room is to open the
¢ Treasure Chest that blocks the
. way. Hit the T:Ies to trigger the
Treasure
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¢ The rooms to the left and right ar
¢ dead ends. Hit Tiles “til you uncov
5 er a Hidden Hole to the next roo

¢ up. =
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here are both Noctos
cand Loopers in this
oom. Try to beat the
Noctos without crossing
he Looper's trail.

BT

Tile on -th_e left
opens the Hidden
Hole on the right.

R Wy S St S

er. Plan for an attack and swung the Yo-

i out tO the right.
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| % Looper makes a bee-line for you as soon as
o ent;

TAI(E ON THE C-SERPENT!

The huge C-Serpent blocks the exit of the Island Tunnel. Save the
Fire for your encounter with this creature. When the C-Serpent
opens its mouth, hit it with flames, then jump out of the way
when it counters. Next, get ready for another attack.

i e Sw= 35 soon as the C-Serpent Jump to the side to avoid the Fireballs,

o it o

'._f\,,-v‘;:wx_ruﬂ .




Now that you've made it through the Island
Tunnel, you'll find Dr. J's laboratory and meet
his assistant, Baboo. He'll tell you what he
knows about recent events in the night sky
and their connection to Dr. J's disappear-
ance.
.:~ A

AV 5

AT AR You've cleared the Isiand Tunnel!
Points totaled depend on your

POINTS: 03090

Dr. J's laboratory is equipped with all of the
latest in tropical archeologist gear, includ-
ing the amazing Sub-C. This super cool

ity for other useful features, if you can find
the access codes. The Sub-C's on-board
robot, Nav-Com, will help you get to where
you're going.

Nav-Com

SEARCH FOR A LOST DOLPHIN

On the open sea, you'll find a distressed
dolphin whose cub has been captured by
the tentacled terror, Octo the Huge. If you
save the young dolphin, the mother will
assist you in your journey.

The young dolphin has been
captured by Octo the Huge.
You'll find Octo to the east.

A mother dolphin approaches. She seeks your help.

44 NINTENDO POWER

mini-sub cruises quickly and has the capac- |

find Dr. J.

POINTS: 06690

Set sail in the high-tech Sub-C on your adventure &

/_
Qui! Quy! Plea:

You're my cL-]
hope. Octo the H
has captured

cub. You've got
find him before

COO late! J




| LLGHTHOUSE ISLAND

The maze-like Lighthouse Island has hidden
passages both above land and below. You'll
have to explore carefully to find a way to
Octo’s underground lair. Talk to the residents
for clues.

There are hidden passages in the Island
waters. Test the walls by hitting them with

The Lighthouse Keeper knows a lot about

the island, but he’s not very talkative. Talk to the keep-

the Sub-C.
When you speak to him twice, he will :n&“'f;'if::s
reward your persistence by telling you an about island
island secret. Sl exploring. You'll find the wife of the Light-
) house Keeper in their home
ISENEE near the south beach. Talk to her

. for clues about a hidden pas-
' sage on land.

ALK THRDUGH WEAI( WALI.S A good explorer

: tries everything. If
you push up
against  barriers,
you might discover
a way to get to
remote areas of
the island.

Look for bubbles while searching for  Push against land barriers to see if
 underwater passages. you can go through.

The Lighthouse Keeper's wife will tell you
ahout a bottie that she saw on the east
beach. This could be a clue.

'\ " PASSAGE TO A BIG HEART

Before you enter Octo’s lair you'll want to be ready MESS AGE IN A BOTTLE

for a serious battle. The Big Heart on the island will Aftervol S5l 10 the Liokitho se Keobors
a_dd to your energy and let you last longer in the wite aar{ld da passagegto thie east btfaech
fight. Then, look for a hidden passage. voull racover & bottle
with a message from
— m———— Dr. J. The message
i Bt e e includes a code for the
Sub-C.

| as solid as it
looks. Somewhere near lies a secret b y
passageway to a Big Heart! Collect the Big Heart and add to your The Sub-C's Submergible System

energy meter. allows you to dive in one place and




\ OCTO'S LAIR

TunneL TRAP
: : UP/DOWN TILE

A few tricky Tiles move in and out of the
water, Avoid getting dunked by hitting these
Tiles only when they're dry. As soon as you
see them emerge, jump and jump again.

wer DN — . 44 wewwes

if the Tile is on its way down, don't jump!

Mud-o-Fish, Spinistars and other slimy creatures occupy
Octo’s hole. Blaze a trail with the Yo-yo and burn those creeps
with a blast of power. The fight really begins here. Stay on
your toes.

NINTENDO POWER
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BASEBALL BAT
Swing away with a sensational
enemy-swatting weapon. It's
slow but strong.

The circular swing of
the Bat is very
effective against

a enemies that move
diagonally.
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a room 1o opel  or Hidden Hole. Occasionally,; ¢

only one key creature tog
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This long stretch is prime Puff territory. There'

no way to beat Puff. Hop to the end quickly an:

_jump over Puff's powerful fireballs. Defea
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Octots to open the Gate.
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While single Small Hearts sometimes appear after enemies have been

defeated,

- ad 4 4 .,-"J -

T MR I,

OCTOTHE HUGE

you'll find the

groups of two are intentionally scattered throughout tunnels

SNOWMAN DOLL

DOUBLE SMALL HEARTS
The only place that

MAGIC ITEMS
prﬂunatlv useful to keep Octo

to add to your energy meter. Perhaps Dr. J left them.
temporarily freeze your enemies.

It's

mystesious Snowman Doll is in

Octo’
in place.
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i \” SHAKE HANDS WITH OCTO

__The incredible eight-legged terror, Octo the Huge, has taken a
== cue from his squid relatives by arming himself with rapid-fire
Ink Pellets. Most of the time, Octo is safely out of Yo-yo range.
Occasionally, though, he swims in for a closer look. Jump over the
Ink Balls, but don’t stray too far to the left or right. Then, when Octo
swims in, freeze him with the Snowman Doll and pelt him ‘til he
thaws.

AVOID THE INK BALLS!

Take your position on a Tile in the middie. If Octo is about to move in, stay close.

FRY FROZEN OCTO

Use the Snowman Doll to freeze Octo when Knock the Ink out of Dcto when he's iced over.
he's in Yo-yo range.

~THE DOLPHIN'S BEEN SAVED!

Now that the terrible menace, Octo, has
been put to rest, the young dolphin can
join his mother and you can continue on
your journey to save Dr. J. In appreciation
of your courage, the mother dolphin will
guide you around the reefs of Lighthouse
Island.

The dolphins
lead the way
through the reef.

Mike's quest to find Dr. J
has only just begun. Look
for our fold-out island
adventurer’s atlas (on this
issue’s poster) to get a pre-
view of what's to come.
Then watch formore is
hopping hintg next

TCaamil
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PRELUDE 8
; “ 1

Your summer vacation has ~'

taken an interesting twist.
Your uncle, Dr. J, has myste-
riously vanished! After you
ask villagers for informa-;
tion, explore the island and -,
find Dr. J's lab.

STORM AND CALM

[
A storm has tossed the Sub-C
into a coral reefand you're land-
locked until you can find a way
to repair it. Help lies close at
hand, but you must save the
island chief's daughter first!

S e 1 =) PR e
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DOLPHINS

- 4 CONFESSION

On this uniquely-shaped
island you’ll meet Dr. J's
assistant. Be sure to talk
to him because he'll give
you some important
information.

You're askedbyadol- L
phin to rescue her - jrirftoiininind
cub from Octo the - & = *ﬁtﬁﬁ*ﬁt
~ Huge. If you help her S :«igasxtmnx*“*;;g
you'll be well re- _SSciek R i

warded.
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T

SR SRR M e
il i | ESENEEeEereaa £
-, s -. | RS esEsR ) | The Sub<C can only move saiely
CAPTAIN BELL ST | VouiTeioseahcarctaty for
T— - ; : sl f ggg;&&:::%&%gﬁﬁigﬁgig ! You'll have to search F‘“"?f‘:l")‘ -f?r
Captain Bell’s ship is blocking a strai ht o ' 'Zﬁﬂxﬁﬁﬁﬂ&%}#ﬁﬁﬁgﬁgiﬁii o secret passagewayi in or eri'ko |
through this island. This ancient ship SRR ISR R SO . navigate through this maze-like
B o By Ny e e S e - f isl I h
will take you where you want to go, but SRR R AR 3 = series of islands. If you searc
you must get Captain Bell's parrot to g§§§§§§*§§§g§ﬁﬁmﬁ each island carefully, you Il! find
talk to you first. : i R R many surprises. Good Luck!




[ NEXT ISSUE  §
Games Reviewed Next Month:
STARTROPICS

Zs= you ready for Chapters 3 through 6? Next month's issue has all the
nfo you'll need in a 20-page exposé. If you're traveling in the tropics,
don’t leave home without it.

METAL STORM

Blast off for futuristic fun in this new space game from Irem America
Corp. Before you challenge enemy ships and robots, arm yourself with
special weapons and get set to defy gravity!

G.l. JOE

Fzll out and into combat action with your own squad of government Mg
'ssued heroes. Select your squad members from among the best—you’ll |
nesd the very bravest when you face Cobra.

SPECIAL REPORT: HARDWARE

Next month we’ll report on Nintendo Entertainment System hardware
and how it works. It's great reading for anyone who has ever wondered
how on-screen characters and action are created.

Dear Readers,

E’s not every day that you get the chance to simulate space flight with a genuine Soviet Cosmonaut! At the pre-
miere of Solar Jetman at FA.O. Schwarz toy store in New York City, I had just that opportunity. A real-life
space adventurer himself, Nikolai Rukavishnikov was on hand to give tips on galactic travel and to show how a
pro maneuvers a video space ship.

The Cosmonauts are no strangers to Nintendo games. You might remember that, when they lifted off for last
wewr's space mission, they took Game Boys with them! In the spirit of Glastnost, Nikolai and I shared some
techmigues while playing Solar Jetman on F.A.O. Schwarz's giant video wall. (Of course, I couldn’t resist get-
simg im on the larger-than-life game play!) An enthusiastic crowd gathered to check out the game—and the play-
ers. In all, more than 40,000 people showed up that day!

Miaking a “rare” public appearance, Solar Jetman designers Chris and Tim Stamper of RARE Ltd. were also
om hand o answer questions and sign Game Paks. It looks like they have another huge hit—F.A.O. Schwarz
reparted that Solar Jetman set a new sales record that day!

U= have news about other hot titles next month in our complete report on this winter's Consumer Electron-
ies Show (CES). There's plenty to tell, but we were past the deadline and couldn’t include it this month. The
CES is one of the most exciting events of the winter, so you can bet that the report will be worth waiting for.

Howard with the RARE team, Chris
s’ wisde 2 curious crowd looks on. Stamper, left, and Tim Stamper, right.
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