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Braveheart's

NE€S
BATTLEFIELD

IN THE BEGINNING:

While it is certainly true that at any given time on gBa
there are over 5,000 NES items listed, with new listisigsting
every minute to replace closing listings, eBay
far in the world of NES collecting. As many /¢
been buying and collecting NES on eBay sinc
indulge a little and go back to how it all sta
collecting NES when | was a kid and had to
like forever to buy -my-deluxesset. My first
approximately 75 games and instruction bookl
of us | trashed all of the boxes. Back then my da
stores and he convinced me to let'him rent out all m
doing so he would let me take home any games |
bought for the stores. Sounded good to me, but as
became focused on other things, he sold off all rentz
his and mine. Then when I'was in college I w
for a party and a lot of people were gathered ‘arou
Mike Tyson's Punch-Out!! This just happened to
favorite games ever for the NES and | went out tF
bought a NES system and MTPO. (A side note
this game so'much is that my little brother, who
everything could never figure out how to be
would always make him leave the room at that"po
me laugh!)

"Could there really be that
many people who collect
this stuff or are there just
that many people who want
to sell it?”

| picked up some other favorites along the way but the
collecting bug didn't really bite me until after | joined eBayly
original intention for joining eBay was to buy and sell spaards
and comic book collections, but one day | happened to be bored and
| looked up Nintendo. | was absolutely amazed to see aheof t
auctions going. My first thought was, "Could there reallythme
many people who collect this stuff or are there justriraty people
who want to sell it?"

Now | had a new outlet to fuel my NES collecting desires,
and a very big outlet at that. My original idea was to lwik-lots
right from the start. My collection at that point cated of a basic
system, all of my magazines and fun club stuff that Idzaed from
when | was little, about 20 carts, and 4-5 boxed games fbahd
at our lake house that had my dad's video store rental stiaker
over them. ( It would be funny to know if anyone out there repdi
this has come across any games with Hopkin's Video Gityess
on them.) 1 still remember the first lot that | boughtcduese it led
me down the path that I'm still on today. This first losviim a
seller in Idaho, and | absolutely could not wait to get it éom

The first lot | bought consisted of a mint compete-in-box
Power Set, about 40 games - of which about 10 had boxes, and a
few manuals. Total price of that first lot including shigpiwas
about $40. Showing my ignorance | thought, "For this pricdll wi
have the complete collection in no time." At first $juisplayed
the Power Set and stacked all of the games on the flodr,thet
boxed ones in a separate pile. | continued to buy more lbtsiltb
the base of my collection as fast as | could, and growidt
However there were always bits and pieces... by that | méan a
boxes and a few books in each lot, so while the majority of my
collection was carts | still had a growing number of boaad
books. One day | was counting all of my games and it jushelhww
on me how much better | liked games in boxes, than the nakedicar
From that point on | decided | wanted to collect completaesa
My focus then shifted to searching BIN listings with cheapese
first and buying all of the complete games | could find under $10 or
thereabouts. | also shifted from just buying lots to build tcaals,
to looking for lots with more boxes and books included.

Setting up sub-goals . ..
is a great way to keep
the collecting hobby
from getting stale.

My first actual NES collecting goal was to mark off a
omplete-in-box the first 100 NES games list in the NE§dPka
Guide. | did stray from this goal from time to time whefound
good deals or when 1 just couldn't find anything from that bst f
awhile. Setting up sub-goals, like Dan (Bronty's) goal whey to

get all the games released in one year, or my origwell of getting

all the games on that "first 100" is a great way to kbepollecting
hobby from getting stale. It is very easy to burn out wraenejther

set your goal as "l want all NES CIB" right from tharstor when
you get further along and can't find anything to add to your
collection because your goal is too specific. Completiiggoals

is fun and will keep collecting rewarding for years to conrefact,
with my recent purchase of the $1790 Stadium Events tart,
completed a sub goal to have the entire NTSC cart set.thmngl
have learned and would not recommend to anyone starting out is
that the "first 100" list is about the hardest sub goal you cssilgg
have. To this day with over 1,200 different CIB NES garfrom
around the world in my collection, | still have not completkat
original goal. Think about the titles on that list: Sqoohuliby
Cherub, Stadium Events, FFF Athletic World, Clu Clu Land,
Donkey Kong Jr. Math, to name a few. | guess what Irgimg to

say is you never know what you are going to find in a gdan but
even with as many games as | have in my collectionlIt&tilen't
completed my original goal of completing that list of tfiest 100".
This hobby can remain fun and challenging for many many years if
you don't get frustrated, don't give up, and do it for the lof
collecting and playing the greatest video game systeomnd.

NEXT ISSUE: eBay Can Only Take You So Far



A riatimatiun

Let's face facts — variations collectors are the true
archaeologists and historians of the NES community, continuousl
exploring new territory and uncovering new discoveries altithe.
Often shunned by their counterparts, these extremists are
stereotypically acknowledged danatics of sorts, scoffed at for
owning multiple copies of the same items. The encompassiog m
towards variations forms a dichotomy of sorts amongéators:
they either hunt for variations head-on, gathering each ey e
item that's different in any respect, accounting for everslightest
minutiae; or, they don't at all, and consider the notfawming two
of the same item as absurd. Chances are, you're neither.

It's in this unaccounted for territory between these polar
opposites that most hobbyists reside — they're either andift to it
all, or simply haven't given it much thought. Without gettngr
laden with the intricacies of variations collecting Jyeind with a
bit of luck, this article will introduce even the newestcoflectors
to the world of variations and why theliould matter, at least at
some level, to all of us.

In this inaugural article, we’'ll start with the basics and
define what a variation is. In essence, a variation ithamy NES-
related that has been re-released at some point with sttdea
change to it, whether it be a game, accessory or otheorabilia.
Changes come in many flavors, ranging from the ultra-mitoutiee
incredibly complex — if something changed, it's considered a
variation. Collectors typically group these variationgoiriwo
classifications: major and minor — how deep into variations
collecting you go is your choice, but it's good to understand wha
they mean to collectors both historically and fiscallytisat you
may at least make educated choices in your collecting endea

Two games that constitute one of thestmfamous
variations are Myriad and Caltron 6-in-1. In case you dikindw,
Myriad 6-in-1 is avariation of Caltron 6-in-1, consisting of a
redesigned box, a stripped down manual and a cart wha's only
difference is a sticker plastered over the original Qaltatel (see
Figure 1) — other than these differences, the games arecaleifitie
price.tags_for. Caltron_and Myriad, however, are vastifedint —
the former fetching a few hundred dollars, the latter atfoatsand.
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3- vs. 5-screw carts

While there are literally
thousands of variations to
collect, most collectors
selectively narrow their
collecting scope to the
major categories. Some of
these categories of

variations include:

Cut- vs. Full-corner AVE

Blue vs. Black Color Dreams,
Bunch Games & Wisdom Tree carts

There are many other categories of variations, buthfer t
scope of this article, we'll focus on the more popular ones

The early releases published by Nintendo were all
distributed in distinctive black boxes, coining the ternatil box”
games. These games are of particular interest tctmiebecause
they provide us with a timeline of release dates, leased dates,
and give us a general feel for how popular a game was titrite-
if it was re-released, there must have been enoughrito justify
it. There are hundreds, possibly thousands, of variatiohénwtite
black box games alone, but the most hotly collected oéthes
variations is the 5- vs. 3-screw carts.

Unlicensed games have had
their fair share of variations
as well, usually a result of
cheaper production costs or
faulty game programming.

Prior to 1988, most games (not just black box games)
were released in cases that used 5 screws to hold thetheigge
whereas after 1988, Nintendo switched to using 3-screw casings
along with a security bit instead of flat-head screws. Sgamees
were re-released as 3-screw in very small quantitieb, asidIpha
Mission, Ninja Kid and a few others, and some were never re
released, such as M.U.S.C.L.E., Chubby Cherub and Sqoon.
However, none of these variations have become any mhrable
than their 3- or 5-screw counterparts. So in this instaraoéy
doesn’t necessarily reflect value. In a future articléll\dive head-
on into the world of 3- vs. 5-screw collecting, showing wtookes
are more rare, which ones haven't been verified and¢dhwvbnes
likely do not exist and why.



Unlicensed games have had their fair share of variations
as well, usually a result of cheaper production cosisulty game
programming. Sometimes, however, the reason isn't s, @s is
the case with the American Video Entertainment (AVE)™cut
corner re-releases —it's still a bit of a mystéxysome point in
their productions runs, AVE began releasing their gamesawdy-
styled case that appeared to be missing its upper lefcdending
it the name “cut corner” (see Figure 3). Later titleAb¥, such as
Venice Beach Volleyball, Rad Racket and Wally Bear hat¢oy
surfacewithout the cut corner.

Even collectors who

maintain they aren’t

variations collectors
usually have a few

anyway

In the United States, Color Dreams — which also
manufactured under the Bunch Games and Wisdom Tree brands —
originally released most of its games in blue caseslalar
production runs, and internationally, it released these games in
smaller quantities and in black cases (see Figure 43. largely
believed that these black cases were released primarBanada
and parts of Europe (under the Micro Genius name). One thing,
however, is certain: with the exception of Secret Sdet,black-
cased games are rarer than their blue-cased brethren, and ca
command significantly higher prices at auction. Notabléigarin
this set include Crystal Mines, Raid 2020 and Metal Fighterre the
are fewer than 10 of the latter two known to exist!

Even collectors who
maintain they aren’t
variations collectors usually
have a few anyway, such as
the artwork redesigns of the
“Classic Series” games (see
Figure 5) or, at a minimum,
the “yellow” Metroid. Some
of the lesser-known
B redesigns include the 10
= r__IAi-Jrf_f;{ Anniversary Edition Pac-
P”h(ﬂﬂm“ SEEL Man, black box Hollywood
i Squares, Family Fun Fitness
| Athletic World and white
box Flying Dragon (see
Figure 6). There are others,
but these are some of the
more sought-after ones
amongst collectors.

Variations collecting can be a lot of fun, and is a way to
keep things interesting even after obtaining a “complete”Haw
far you take it is up to you, but we'll dive into the hadlgtails of
other variations in future articles so that you may decidhat
direction you'd like to take your collection next. For nowpa
hunting!

The Wizard's

Searchmg for the Lost Jewels of the NES

Welcome to the first installment of Hidden Treasures:
Revealed. This column in dedicated to showing off the gahats
simply sit in the back of people’s collections and gather, dust
longing for the good old days when kids wanted to play them. For
this month, | have chosen to spotlight a game that even Hzaety
played, Castle of Dragon. It starts out like many otheregaof its
day — The minions, of Darklarza, the Dragon Master, have
kidnapped Princess Amoreena, and only Duke Geraden can defeat
Darklarza and rescue her. Sounds simple enough, but the game
suffers from what | call “5 Minute Syndrome.” Games thate
5MS are simply games that fail to hook you within five rbésu
Back in 1989, when kids ‘only had a couple games to choose from,
this was not a big thing. Kids would play the game sinhglyause
they had nothing else to play. But here in the Emulation BiytS
can spell death for a game. Why play a game that ddesskiyou
when you have thousands of others just a button press away?
However, if you make it more than 5 minutes into the gayoa,
will be pleasantly surprised by it. Despite its horrible haxand
stereotypical storyline , the game shines.

GRAPHICS: Simply put, Castle of
Dragon’s graphics are AMAZING!
Everything about the game screams detail,
from the highly detailed backgrounds to the
varied sprites. Not to mention the colors!
Until | played this game, | didn’t know an
NES game could look this good without
having problems with flickering screens.

SOUND: Castle of Dragon sports some decent, albeit forgettable
music. Although it sets the mood and suits the game, thgsso
won't have you humming them at work the next day. Also, despit
the lack of sound effects, what little are there are ypmiteet. |
especially like the “ping” when a sword strikes your khie

GAMEPLAY: Castle of Dragon’s
gameplay is a bit tough to rate.
first, it seems that the game has lou
hit detection...that is, until you learrgs
how the game works. Every creatuns
requires several sword strikes to kil

them. For example, when fighting skeletal knlghts crouching and
swapping sword strikes is all you need. Every strikenfiibe
skeleton hits your sword, while yours hit the skeleton.miies,
however, require hit-and-run tactics: hit once, run to the efighe
screen, jump over, run to the middle of the screen, tudnstike,
repeat until its back in its grave. As for the gamdfjtéi&s fairly

hard — one life and no continues is pretty unforgiving.

OVERALL: While Castle of Dragon may not be the greatest game
ever, it certainly has its charms. Fun, simple taleand at the

same time challenging enough to entertain both new and veteran
gamers, and being very easy to find for under $10 CIB, no
collection should be without it.



Do you remember the scene in the movie “Predator” whemnelér

is running around in a skintight pink leotard, punching random
soldiers in the face, and balancing on moving rocks that theie t
own eyes? Me neither, but I'm sure it's in there somewhareat
least it ought to be if the NES game is any indicatiors niot, of
course, and that's exactly the point. Realism and eighyrajthics

just aren’t a good match, and so most games, as you knowt didn’

bother. So what were we left with, now two decades akirig
back? Games like Predator, that's what. Here's a gemeee you

get to be the ultra-buff, ultra-pink(?!?) Arnold Schwarzeeegg
who, having conveniently traded in his commando boots for a
comfy pair of knee-high
moccasins, now sets out t
wage his unholy war against th
unending deluge of menacing
scorpions that we all so fondl
remember from the movie.

That's the joy of
collecting Nintendo games righ
there: you never know what
kind of  whacked out,
nonsensical universe you'll be
invited to next. Now,
obviously, there’s no set law
that says you have to do any playing at all, despite wiate
message board grumblings you've heard. Speaking of whidls, tha
the one aspect of our little hobby that I've never understotha: —
idea that you are somehow less “worthy” if you don't playry
games. And so it is with this mantle of shame, theat, 0 many
feel they must post of their dust bunny guilt. “What | don&ypll
must sell,” is their cry, in a nutshell, and it makes absumach
real-world sense to me as blasting fireballs from tHmgaf your
hands to kill gopombas.

Why would you want to
collect videogames if
you won’t ever play
them?

Whoever said that a collectioranfithing has to be used for
its primary purpose? Do stamp collectors weep and wailuseca
they can't lick their stamps and send them out with the mB?
coin collectors lament the injustice of not being ablsgend their
best coins? Of course the beauty of collecting video gasnibsit
they can be used for their primary purpose, and without any real
degradation at that, but, to a “collector,” that is ehfiirrelevant.

To “collect” something is to acquire it for the sakeacfjuiring it;
there is no means to an end — collecting is the end ir. its&l
having shelves of unplayed games gives you a deep sensdt,of gui
or of whatever it is that compels people to start thilyetapics to
begin with, then | dare say you were never really a coliéatbegin
with — just a passionate gamer who let things get outaofd.

One nagging question remains, though, and | hear it a lot:
WHY? Why would you want to collect videogames if you won'’t
ever play them? Well the short answer is thatght. | can’t speak
for anyone else here, but the reason why |, personallgct for the
NES is not so that | can play the whole library per se,rhttier, so
that | have theption of playing any game at any time that | like.
might not touch a particular title for a week or a montfobeven a
decade, but it's nice to know that it'll be sitting therent day the
mood strikes.

But anyway, coming back to ol’ Predatam sure you
are aware that the game is a turd. That's somethiyana will tell
you and | won't now deny it, but if you're a fan of odd NES gam
there’s some stuff in this cart that you won’t want tesni The
music, for one, sets the game’s tone superbly, and if yeentaat
least trudged through enough levels to hit the first “Big Moithen
you've already sold yourself short (take a look at the bddkeo
game’s box for a preview). Now I'm not saying that thig Bode
levels save the game from its plight, but it does add spite to
the mix. At any rate,
the game has its haters,
and if | had to guess
why, I'd say it's most
likely due to the sloppy
control. | have trouble,

myself, controlling
“Slippery Arnold” and
his incredible

downward inertia, but
at the end of the day
Predator’'s a game that
| like. Again, there is

the question of why.

And my answer, in

short, is because it's so flagrantly detached from yealiboth the

reality of the movie and any real-world life.

Ahhh... reality and NES games: a harmonigusn
forged at the base of Mount Fuji that, having stowed it twahe
new world, pulled a generation of children into the bizarfdey
say restriction rather than freedom begets creativitgst, and if
that statement rings true, it could not sound much more lahdty
here. Attempting to mirror our world on the NES wasalsy, so an
unending plethora of other-worldly settings were imaginstead.
How many NES games do you think have the earth as #téimg?
How many have a representation of human society at hidiv
compare that percent with today's modern libraries.

So | pose you this question: would ydierajoust
through the night on an odd flying ostrich or play a game evigeu
have to remember to take your dog for a walk? | don’t kabaut
you, but if I want a taste of reality, I'll put down myntooller and,
hey, maybe even walk out my front door. Bubble-blowing dino’s
anyone?




BootGod's

lTech

CORNIE

I'm going to show you a few different ways you can go about
changing a battery in your NES carts. They vary greatly i
difficulty, skill, and tools needed. Choose whicheverssyiu best.

Some tools & parts you will need:

- 3.8mm security bit to open the cart

- New CR2032 Lithium battery

- A precision knife for cutting the welds on
existing battery

- Soldering equipment & supplies (optional,
needed for methods 2 & 3)

- A new battery clip (optional, needed for mett

Radio Shack is probably theorstplace to buy a battery, they
highly overcharge for them. If you're only looking to buy 12¢r
you should be able to find them in places like Wal-Martr $3.
If you're looking to buy a lot of them, get them onlinenfro
someone like MCM electronics (mcminone.com) for only $leae
(part #: 291-510). MCM also sells other things you may riged |

the security bit (part #: 22-1145) and battery clips (part #: 29-1675).

Before | jump right in, here are answers to some questiou may
have:

Q: | can still save my game, how do | know if the batiy needs
to be replaced?

Al: If you have a multi-meter, check the voltage the bétry is
producing. A new battery will produce about 3.3V, if yur
meter reports less than 3V, it's time to be replaced.

A2: The batteries often have the year and month printean
them. If your battery is original, i.e. dated in late 80's, early
90's, it's likely close to being dead.

Q: How can | change the battery without losing my savés

Al: If you're the lucky owner of a CopyNES, this isvery easy.
You simply download the carts WRAM data before changing
the battery, and then re-upload it after your finished

A2: If you have an extra new battery, you can temporarily
attach the extra one in parallel with the old one befar you
begin. This would be easiest if you had a battery hodd for the
extra battery and then solder some wires between the luier
and where the bands come thru on the back of the PCB
(assuming your not taking the bands out). It needs tbe in
parallel with the old battery so you'd connect posite to
positive, negative to negative. After you've finishetinstalling a
new battery, simple remove the wires. Trying to dohis without
soldering the wires to the PCB isn't viable, it'd bevery likely the
wires could detach while you're messing around tryig to
remove the old battery. Your saves will be lost evefipower is
removed for even a fraction of a second!

Removal of old battery

Batteries are initially held in place by a couple banbfvare
spot welded directly to the battery itself. If you'repito be
installing a new battery clip, you do not need to bothén witting
these welds, simply de-solder the clip itself. If yougaging them,
read on:

First we’ll remove the top band. Take a sharp
exact-o knife or equivalent and slide it in
between the battery and band. With a combo

: of sawing and rocking motions, you will
eventually break thru the welds. Cut in the opposite doedif the
bend in the band. When you break thru the welds, it will frigba
be somewhat forcefully, so be sure your knife isn’t gombitt
anything as it exits.

Now do the same thing on the other side
of the battery. Again, cut in the opposite
direction of the bend.

Installing new battery
This is where we split into a few different methods:

Method 1: Electrical Tape

Difficulty:

Pros:

- Takes the least amount of time of all methods.
- Doesn't require any soldering tools or skills.

- No madifications to PCB or case needed.
Cons:

- Potentially unreliable if tape becomes loi

If this is your first time changing a battery, | wouldaeenend this
method.

Step 1 Cut a piece of electrical tape
1.5 - 2 inches long. With the sticky
side up, slide the tape centered
underneath the bottom band.

Step 2 Insert the new battery in betwee(}
clips, with the positive (+) side up.

Step 3 Wrap each end of the
tape up over the top clip, pulling
somewhat snuggly to ensure a
tight connection.




And that’s pretty
much all there is
too it! If you have a
multi-meter, now
would be a good
time to make sure it
connecting
properly. Check the
voltage by probing
the 2 points on the back of the PCB where the bands comdfthr
all is well, you should get a reading of ~3.3V.

Method 2: Installing new clip

Difficulty:

Pros:

- Future battery replacements will be painless.

- Reliable. Battery won’t be able to come loose oveetin
Cons:

- Mav reauire alterations to PCB and/or .

This is the method | personally use, mainly because ltfeebe
the most reliable of all methods. Also, there are a eowplys you
can go about this as well.

The first way is very similar
to what | mentioned before
about saving game data.
Basically you just attach the
clip to the PCB via some 2"
- 3" wires. Then when you
put the PCB back in the
case, just tape the holder to
the inside of the cart so it
doesn’t wobble around. This
is the easiest way to do it as it requires no modi€inat

The other way, is to mount it directly to the board. Thkeeemany
different types of clips you can get. Try to find onehvés low a
profile (height/thickness) as possible. The steps belevbased on
the MCM clips mentioned earlier. There may very welhime
suitable ones available. A Dremel type rotary tool wdine in
handy for this.

Step = On the bottom of
hold the battery up an extra

1/16 more than it needs to
be, grind or cut them off.

Step 2 The spacing between pins on |
the holder is slightly wider than the

spacing on the PCB. Using a small dri
bit (1/16” or 3/32"), widen the left-side §
of the left hole as shown.

into the case and see how it fits. )
Depending of the PCB / location of "
the battery, the clip may bump into a standoff inside the, ¢as

AL's Corner

i am Error

these clips are 3 legs that will

which case, you'll need to remove, or at least partiaifyove, the
standoff in question.

Note: The arm that clamps the battery in on the top wiibat
certainly hold the PCB up a little from completely sgtinto the
case, but this is fine, the metal arm will flex downegou screw
the cart back together.

Step 4 Once everything fits
OK, go ahead and solder the
holder in place. Done!

Method 3: Reusing existing clip

Difficulty: Hard

Pros:

- Looks closest to original.

Cons:

- Very difficult to get solder to bond to battery.

- Solder may come loose down the road.

- Would need to do everything again for future bat

I'm only going to cover this briefly, as | wouldn’t recorand this
method. The best advice | can give about getting the soldend
is to scratch up the surface of the battery wherelipe eed to
attach too. Even doing this, I've had little successénpast. What
you need to do is de-solder the clips from the PCB, stheéetlips
onto the new battery, in the same configuration theyweginally,
and then solder the whole thing back into the PCB.

ToHESo or
not to HES?
By ~~NGD

What is H.E.S.? H.E.S. stands for Home Entertainment
Suppliers and is an Australian based unlicensed game company.
The company was established in 1984 by Sebastian Giompaolo, and
is still in the video game industry today manufacturing, ketamg,
distributing and selling
both  hardware and
software products for
current systems and
PCs.

H.E.S. was a pretty
big player in the
unlicensed game rush.
They had relationships
and contracts  with
several of the other
unlicensed game
companies, including,
Sachen, Color Dreams, Epyx, Tengen, and American Video (AVE).
The company released over 25 distinctive NES carts iir the
infamous clamshell Disney style game cases in the Aisstrahd
Southeastern Asian region. All HES games are PAloregi



Home Entertainment Suppliers did not do any agaale
programming or development themselves, they simply bought th
rights to other companies’ games and released and distfithem
throughout Australia. The main reason for the lack of internal
development was the sophisticated lockout chip that Nintendo used
to combat the unlicensed companies. So HES began to think
outside the box and creatively found ways around the lockout
device.

They came up with the Dongle an
Piggyback carts. The Dongle cart look
similar to a standard cart but has ¢
open pin connector slot on the top le
of the cart that is where the dongl
itself plugs in. The HES cart is place!
inside the NES, with the dongle
attached. Then a licensed NES cart
placed on the dongle’s pins, thus usir
the licensed cart to bypass the NES
lockout chip. The Dongles are thougt
to be the first attempt at the lockou
chip solution by the company. Finding
any games as the Dongle version is a challenge in todatyty @at
market.

The Piggyback version is a
strange looking cart that has an
“L” shaped bend at the top. It
is very similar to the Dongle in
the way it works however.

AWED

design as well to accommodate the standard carts. @Ascan
easily tell the new HES cardboard cases look strikingtlar to
the Tengen boxes that we know and love. The biggest pratitbm
this new style box is they are not remotely as durablehas t
clamshell ones, and are extremely difficult to find in new
excellent condition.

HES was a very intuitive company and tried to reduce
costs without sacrificing quality. For instance their mé&uaere
printed on the reverse side of the paper title insert enc#t’s
case. All you had to do is open up the clamshell and slidheut
instructions, very similar to how current DVD case covars
designed. This insightful tactic undoubtedly saved the coynpan
large sums of money.

H.E.S. also accomplished something else that was pretty
groundbreaking for the time. They found a way to produce single
carts with multiple games on them such as the Real iBld8ek,
the Mindblower Pak, the Funblaster Pak, the Total Funpalofnd
course Maxi 15; thus allowing the consumers to get more gjame
for their hard earned money.

Maxi 15 is an interesting game with a little drigt It was
originally produced by AVE and was supposed to be called
MaxiVision 30 in 1; they even had commercials with Hulk Hogan
staring in them. As AVE and HES began to collaborate orqmj
HES also purchased the rights to sale a Maxi 15 cart . fifidte
version of the game featured Pyramid and Double Strike, wittas
the AVE version of the game, they didn't actually have iflets at
the time to use those games. So a game swap was doamicPy

carlridges
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and Double Strike were replaced by Blackjack and Death
Race. The original version of Maxi had a green label on
the cart and the newer version has a red label, the
original green version is incredibly hard to find as well

In addition to distributing games, they were also int
the peripherals market. The sold several types of
aftermarket controllers and accessories. Their most
famous one however is the HES Unidapter. This odd
looking contraption allows you to play NTSC, PAL B
and Famicom games on an Australian PAL A NES
console. As with almost all the HES merchandise there

The piggyback was the
company's second solution to the lockout problem, and is the mgst
prevalent version. The vast majority of HES games dha found
on eBay are in the piggyback form.

The last of the 3 HES variants is the stahdart. The
standard cart was released late in the NES'’s lifecy®lethis point
the lockout system was pretty well known and several corepan
knew Nintendo’s “lockout secret” so to speak. The lockout ch
bypass is built into the PCB’s on these versions and askckcart
isn't needed for play. The standard carts also have a/deiants
such as upside down
labels, black & white
labels, and the white
text only labels. This
makes the HES subset
a nice little challenge
for the variant hunters
among us. Some of the
standard carts came in
the clamshell cases
similar to the
piggyback and dongle
versions; however HES
also implemented their
new cardboard box

W HES CANTRIDOE FOT

is more than one version of this cool piece of hardware
to collect. The one pictured is
the equivalent of the Dongle
version; there is also one that is
an offspring of the piggyback
version. The loose ones pop up
from time to time on eBay and
fetch $100 plus, but to find a
complete in box (CIB) is truly a
collecting achievement.

o
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Home Entertainment Suppliers also had sevenal games
planned for future releases including Gauntlet, Menace BEazd
Runner, Indiana Jones and the Temple of Doom, and a few others.
As the end of the NES era approached though, HES placed these
titles on hold and began to focus more on their future consats.pla
The company has been contacted numerous times/.hes.netby
collectors in hope to find some back-stock of the rare tlthes
Pipemania, Vindicators and International Ultimate LeagueceSpc
to no avail. According to a company spokesman | contathteg,
sold their back stock long ago and have no NES items rergaini
As the NES community continues to grow, the HES subsgroks
will steadily gain popularity and rise in price. The only sfign |
have for you is “To HES or not to HES?" ~~NGD
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| received my first NES when | was 11 years old. It wes
Summer before my 7th grade year. | was living in Coiathl€s, FL
at the time (I moved there from North Las Vegas, N\I985) and
at the time | was really against console video gamesys (1 still
am to some degree, but I'll save that for another ajti¢bu see,
the arcade was where the REAL games were. Stunning HIGH
DEFINITION graphics and realistic gameplay could not be
duplicated on any console system to date UNTIL Nintendo decided
to release home versions that replicated the arcade experrom
their Vs. Unisystem games. If it wasn't for those maveekends
playing arcade games at Pirates’ Family Entertainmente€eh
would probably be more of a Sony or Microsoft type of duyad
been playing Donkey Kong, Donkey Kong Jr., Popeye, Mario Bros.
and any of those Vs. games | could find at the arcade wiventl
When my friends were gloating about their Atari 2600s, | gdwa

laughed and thought, ‘how could anyone even think those games
were remotely fun?

It's not like | did not grow up with the Atar6@0 shoved
down my throat. 'm from the era when the Atari 2600 ruled the
school, but it just didn’t do it for me. That hot, blazingy daf
August 6,1987 at the Kay-Bee Toy Store in the Miami Intevnal
Mall turned out to be the start of what would end up beingrthia
thing that my life revolved around. Fast forward 20 yedes,land
not only has it consumed me, it's brought me to the realizdhat
the greatest video game system ever made, the one that tr
revolutionized video games as we see it today will gdwze looked
upon fondly by anyone from Generation X and Y, and future ones
for many lifetimes.

My job choices, my future
career path; everything
was reverted back to that
one fateful day...

| actually was given a choice to turn down the NES and
go after 20-30 games and an Atari 2600 with a bunch of blowout
titles from Zayre for around the same price | bought th& IdRd
Super Mario Bros. pack-in for. ($79.99). There was no second
guessing this. | wanted that NES. | wanted to experienceuresde
quality on my television at home. It's not that | didn’t gnpbaying
in the arcade all the time, but when you're a little kidd all you
have at home is an Astrocade which mostly requires 2-&nsldgr
most of their games, you end up getting bored pretty damnekl qu
Little did | know, having something to do for the next couple
weeks before school started was going to change thefnest life.

My job choices, my future career path; yhémg was
reverted back to that one fateful day where Nintendo endbding
the ONE mainstay over anything else out there. It alswalme to
think back upon the countless bizarre situations involving the NES
that only a maniacal collector like myself would get imeal in.
Stay tuned for some diabolical ravings next month...

Feature Article

Al Bailey:

Sudoku, Homebrewing
and Beyond

The editor of the NintendoAGE e-Zine asked Al to come up
with a few words describing his thoughts and feelings about
the current state of the NES development scene as itdgan
today, and what plans he has for the coming months.

“This has been a pretty crazy year for me aE& bbllector.and
homebrewer. I've spent a very large amount of my spae ttiis
year working on Sudoku for NES... either programming it, or
attempting to make 100 numbered copies of.it. (Well 195 agtuall
since | lost some of the stickers!)”

“Only 10 carts were purchased at the Toronto show lvac
April and so | considered the game a failure andi the homebrew
scene to be dead. At the Midwest gaming classic in Menyl sent
15 and they were all purchased which made me wonder if there was
some hope that | might be able tosell all my remainartscafter
all. At CGE in July, all 28 copies were sold before doers even
opened. This was good news, but also bad. I'd wanted the people
attending CGE to be able to get one, not just the vendars.
retrospect, some sort of draw would have been better so that
everyone would have a chance to buy a cart. Eurocon is in
November and they are getting most of the remaining célts.
suggest to them that they allow everybody to have a chance
getting one.” f

“ I've also been working with bunnyboy at retrousb toegeue
unlicensed version of Sudoku made. This required me to make the
game work on PAL and NTSC machines, and | also added some
other changes such as music, different puzzles, and afiigteor
selecting a random game.”

“As for what's coming up next... My next gam# alimost
definitely be checkers for the NES. but it's still giitfancy. |
would still produce a numbered version of the game, buiekier
go back to using donor carts. That takes way too muchatét
feels more like I'm wrecking something than creating $himg.”

“I've also begun designing a fighting game ferNIES based
on caricatures of my fellow NES collectors. | waping to have
some of the tools written for this by the end of the ysa that |
could use the as part of a contest to win the last rengafudoku
Gold.”

“I've also been improving the NES developmeristbae
already written so that my future games are easientel@e | had
wanted to create some sort of development studio to alfloers to
more easily make games, perhaps something similar t& Gam
Maker.”

“I have a couple of other projects I've been rebaay, but I'd
prefer to not speak about them until | actually have somgthi
accomplished.”

On behalf of NintendoAGE, I'd like to extend my thanks to
Al for his time and tantalizing details. We can't wait to see
what’s next! —Dangevin



CIB/sealed rarity - why the discrepancies?

Ever wondered why some games are rarer CIB or sealedther
games with the same loose cart rarity ranking? In atloeds, why
is that loose cart rarity rankings, from places liketdliloAGE and
Digital Press, don't always correspond to the titlestyraomplete
or sealed?

In my opinion, date of manufacture has a lot to do with it.
(Pm using that term as opposed to do release date to adoouhe
fact that some early titles were manufactured forsjeahile others
went off the market quickly).

Back in 1985/6/7, video game collecting really wasn't on
anyone’s radar. The NES was simply a children’s toy ane tivas
no reason for the child to really keep anything other than te=lo
cart. So, the boxes and manuals manufactured in that firsifghet
NES'’s life were likely used and abused or flat out throwmyaw
especially since the early titles would have been the dimstes
these children received and thus have seen especially heavy us

As a result, those
“random” rare CIB games likefis
Chubby Cherub aren't that “random
at all. They are simply early releasq
that were not reprinted, making th
boxes difficult to find. In the case o
Chubby Cherub, it was the first third
party game released, and it was
relatively poor seller for 1986 if
loose cart rarity is any indication (i.e
most 1986 releases have a lowd
loose cart rarity). As a result, an
Chubby Cherub box out there wa
probably manufactured in 1986 o
early 1987, and would have been or]
of the first games a child had ownec
Used, and abused!!

On the other hand, games from a little later on had fewer
years of wear to survive. A game received on Christmas ©889
1990 didn’t have too long to wait until the child switched ap t
Genesis, Super NES, or just wasn't quite as mesmdrizéte NES
anymore. Less use, less abuse. Fewer random raredHiorera.

Games with late release (and therefore manufactures dat
like Bonkls.. Adventure, Mario Time Machine, and TMNT
Tournament Fighters (all 1994 releases) are rare botloses tarts
and CIB because, quite simply, not many were produced. At the
same time, since the NES was on its last legs by thist, pthie

games released didn't see much wear. No use, no abuse — and

therefore CIB rarity corresponds with loose rarity, mwhmore,
nothing less... \ it

Here's a
short list of licensed
CIBs  (unlicensed
games are really a
different animal and
I'm not discussing
them here) that a lot
of people chase afte
along with their year
of release. Note that]
all of the titles are
either from 1987 and
earlier, or 1992 and
later. Naturally, a
few 1988 to 1991
rares exist (poor sellers), but the number of rare fitt@s this era
is small indeed considering that most licensed NES gamezs
released during this period!

Clu Clu Land (1985)

DK Jr Math (1986)
Chubby Cherub (1986)
Stadium Events (1987)

FFF Athletic World (1987)
Dragon Warrior 4 (1992)
Little Samson (1992)
Bubble Bobble Part 2 (1993)
Flintstones 2 (1993)

Bonk’s Adventure (1994)
TMNT Tournament Fighters (1994)

What can we draw from this?
Well, we can guess at what
some of the next “surprise”

CIB rares like Chubby Cherub
might be (perhaps not to the

same extent of course). It
seems that M.U.S.C.L.E. is
starting to get a little more
consideration as a rarer CIB

lately. Surprising? Or as
expected? To me, its entirely
expected. It's a 1986 title for

which no oval seal copies exist

(to my knowledge), implying a
short manufacture period (as
oval seals were first used on

boxes in March, 1989).
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