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METAL HEAD 48

It's armour-geddon time on the ‘

32X, as terrorists prepare to blow up the

world with giant robots! Naturally, we report the
news, as it happens, from the frontline.

VIRTUR FIGHTER o4

Whether you've shelled out the £700 or so for an import
Saturn, or you love playing it in the arcades, this Virtua
Fighter tips special will be indispensable.

(LOCKWORK KNIGHT 60

The second quality Saturn release to hit these
. shores, Clockwork Knight looks absolutely
- stunning, but how does it play? All your
- questions answered in this four-page showcase.

PAINZER DRAGOON 64

# The most impressive graphics this side of a
Silicon Graphics workstation — and it could be in
your home by the end of the year.

VICTORY GOAL 66

i Every console has to have its obligatory footie
—/ vy game, right2 Well, the Saturn is no
<@’ SRR exception, which is why Sega are busy
¥ developing their version of events at this
very moment. Of course, we bring you an
exclusive report.

MYSi/TAMA 68

The Japanese are known for their strange
taste in games, but do we really want to see a
puzzly version of Marble Madness on the
Saturn? Or for that matter, a point-and-click
RPG? We report on the future of next generation non-
action titles.

NOJ

<

¢ COUER STORY:
METAL HERD

Easily the best title since the first
wave of 32X games, Metal Head
crashes in for review this month,
stomps its feet about a bit and
makes a complete mess of
civilization as we know it! Turn to
page 48 NOW for the lowdown on
the latest in 3D gaming!
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| 1995 AND

elcome to the first SEGA MAGAZINE of 1995, and as promised last issue, we've
Wpuf together a pretty decent package packed with exclusives.We're first with all
the new 32X games, meaning that you get first reviews of the excellent Metal
Head and Golf Magazine Presents Greatest 36 Holes, as well as a first look at the promis-
ing Stellar Assault.
And whilst other magazines reliant on grey imports bring you a range of pretty
disappointing Saturn games for review, SEGA MAGAZINE once again scoops the lot of
them with exclusive looks at titles not even out in Japan, with the best quality pictures.
And in terms of 16-bit, SEGA MAG once again delivers with a huge preview special, plus
plenty of reviews including Samurai Shodown - is it any good or what? Find out first in
this issue.
Right, that's about it. Once this issue’s out of the way, I'm breaking up for Christmas
then flying over to Las Vegas for the first CES show of 1995, which promises to
showcase plenty of new software, including Mortal Kombat Il and NBA Jam on 32X as
well as some frankly groundbreaking 16-bit software. Look out for the full CES
lowdown in our next issue...
RICHARD LEADBETTER e

R
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The glory that is He's Coxy, he's It's been a bad
the Streetfighter foxy, his month for poor
movie made a i postulant skin . old Sam. Our
big impression 5 looks poxy, office has been
on Ricky, still that's the f oY invaded by a
reeling from his : rhyme of the v huge plague of
Virtua Fighter month for us. e flies, and
obsession. Rich Yes, Tom has naturally our
has now taken to wandering been unable to join us this demonically-inclined Dep Editor
around the office in a daze month as his face has fallen off. is being held to blame. Sam
clutching a video camera trying It's no big deal, he looks a lot denies any responsibility whatso-
to persuade Tom to fight him better really, but the remaining ever, and we'd be inclined to
whilst Sam watches and takes wads of yellowed flesh proved believe her. If it weren't for the
pictures. Don’t worry though, that an irresistible fly magnet — fact that anyone so much as
sort of thing’s illegal over here so meaning he could never tuck whispering a criticism of Sam is
it can’t be long until we get him into a sandwich without fear of immediately set upon, facing a
“off the streets” as it were. The Swarm getting there first. chitinous Armageddon. PS - We
Get well soon Tom, and we hope all think Sam’s really lovely.
it spreads.




BEYONL...

Steve Stevely

We knew Tom's
cartoons fixation
had got out of
hand, but now
things are getting
ridiculous. Sitting
in Rich’s chair
wearing a cape,
round pink-lensed sunglasses and
a Burger King party crown, clutch-
ing a sceptre and answering only to
the name of Poulet Royale — Disney
Defender, he spent the rest of the

day interrogating us as to our
attitudes towards Mickey, Donald
and friends. Anyone complaining
about the sound quality of
Steamboat Willy was then taken
outside and shot. Hail Walt!

 GRITIES, GRITIES
" AND LYCANTHROPES

Hi there pop pickers, and welcome to this month'’s edition of Games,

Games and Fire Extinguishers with your host, me, Steve Stevely. Today
1'd like to reveal a hot new development in the world of fire extinguish-
ers called a fire blanket. If you're an arsonist and your fires keep going

out, don’t worry, this handy gadget will keep the flames nice and warm

until they can get going properly. If you want to put it out after all, try

C(LAIRE

Flies, mud holes,
deranged
criminal
psychopaths —
the SEGA MAG
office is certain-
ly no place for a
lady. Well, that's
Claire’s excuse as to why she can
never come in ever again at
least. No, these days we're
paying Claire to wander around
boutiques (or whatever they call
clothes shops these days) and
stay in bed until 11 every
morning. Which, on reflection, is
what | always thought we were
doing anyway.

using water — preferably from another fire extinguisher! But don’t try drinking from one because the
special magic fire-proof water inside tastes of rancid Sugar Puffs! Anyway, that's all we’ve got time
for right now, but don’t forget to join me, that’s me, me, Steve Stevely, next time for another incredi-
ble edition of Games, Games and Agriculture!
Word to yo momma,

Insectoid vermin are
a source of misery
for Rad too.
Having just
forked out a
large amount of
cash for a new
portable mud hole
for pod-esque activity during
carefree lunchtimes, Rad has
been dismayed to find all his
best mud being eaten by
Philistine bluebottles. “It's
terrible,” moaneth he “You just
know they don't really appreci-
ate it, and it's top mud, too.” The
rest of us certainly appreciate it
though and hope the swarm can
finish the lot by next week.
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SEGA MAGAZINE is going to let
you lot into a bit of a secret. In
February a game is going to
appear that is quite unlike any-

thing else on the Megadrive. It's

going to be expensive, weigh-
ing in at a pretty hefty £59.99,
but it is totally and utterly bril-
liant.

The Story of Thor concentrates on
the antics of one Prince Ali, who
takes on a huge 24-meg adventure,
in the style of Legend of Zelda on
the Super NES. However, we reckon
that Thor is quite a bit better than
the admittedly brilliant Zelda game
thanks to a number of smart addi-
tions to the gameplay.

First of all, let there be no doubt that
Thor is an action-oriented adven-
ture. Ali has loads of special moves
at his disposal, including some that
will be quite familiar to Streets of
Rage fans. He'll need them, since
Thor features plenty of different
meanies and some frankly incredible
bosses. And continuing the SOR con-
nection is the fact that the incredible
music and sound effects have been
handled by one Yuzo Koshiro, who
supplied the incredible sonics for the
Rage and Shinobi games.

Story of Thor is going to be one of
the biggest games of the new year -
so expect a full review and colossal
showcase in time for the next issue.
In the meantime, take a look at
these screenshots taken from various
points in Ali’s adventures.

A A pretty unexciting screenshot, to
be honest. But the pic on the left
there and (up a bit) that shot, shows
the incredible fire elemental you can
summon to duff up your enemies for
you. An excellent addition.




A One of Sega of Japan’s top
Megadrive projects - Story of
Thor is simply incredible.

S e T

A Coupling the huge adventures found in RPG with beat ‘em up game-
play, Story of Thor is going to be big news. Full review next month.

IMORTAL KOMBAT
BOOK our howt

If you're a Mortal
Kombat Il fan and
want to know every
single tactic,
combo, fatality and
babality - there's
only one place to
look: the Official
Players Guide to
Mortal Kombat I,
out now in
newsagents across
the UK. Priced at
£4.99, it's invalu-
able to all owners
of MKII. Hey, we've
just tried out all the
techniques on the
topper 32X version
(needless to say,
they all work) and
that’s not even out
yet! That's how ace
this book is. You
can't really afford
o miss it, can you?

MEGADRIVE » SUPER NINTENDO » GAME GEAR * GAME BOY

* SECRET CODES
* HIDDEN CHARACTERS
* COMPLETE CHEAT ME
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Vori s MIDWAY

* EVERY KOMBAT KOMBO

* DEVASTATING
COUNTER-MOVES

STOP
PRESS!

Just as this issue of SEGA MAGAZINE
went to press, we received exclusive
details of the official UK version of the
Sega Saturn.

Sega plan to introduce many differences
to the official version of the machine. So
far, we've only received information
regarding the machine’s cosmetics.

The UK Saturn will be black, not grey
like the Japanese model, although it is
thought that the basic shape of the
machine will remain the same. The sys-
tem will also have totally redesigned joy-
pads. They'll have the same amount of
buttons as the Japanese model, but
expect to see a totally different, more
ergonomically friendly shape.

Along with the machine’s look being
changed, we can also expect to see a
different logo adorning the system - but
the name Sega Saturn, will remain
exactly the same.

We haven’t been informed of any differ-
ences in the hardware of the machine at
the moment, but rumours persist that
other Saturn incarnations may have
boosted capabilities. One interesting
rumour which we've heard concerns
possible compatibility with the
Megadrive 32X system.

One thing'’s for sure though - you can
expect more Saturn exclusives from
SEGA MAGAZINE. Look out for the first
look at the official model next month.

PROJECT
NEPTUNE: NEW
J2-BIT MACHINE
FOR UNDER £200!

After much speculation, Sega have
now announced that they are releas-
ing a mass-market 32-bit machine
sometime in 1995... and it will retail
at less than £200.

In very basic terms, Neptune is a
Megadrive and 32X built into one
box, compatible with all games for
both systems. The machine is also
fully compatible with the Mega-CD,
being able to receive all 16-bit CDs -
as well as 32X-enhanced discs, such
as the forthcoming Shadow of
Atlantis.

The announcement of Project
Neptune - which is NOT the
machine’s official title, reinforces
Sega’s belief in its 32X technology,
and firmly puts to rest the talk of 32X
merely being a stop-gap upgrade.
Sega believe that the machine is the
only truly affordable, mass-market
32-bit machine and are planning to
bring some incredible 32X/Neptune
titles to us in 95 - a few of which
you'll find in the pages of this
month’s SEGA MAGAZINE.

.
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HAND-HELD

Firm news reaches us concerning another Sega pro-

ONnHOLD

quality than the 8-bit Gear’s. Venus (which isn’t the sys-

ject deep in the bowels of the R&D department. tem'’s final name) is also compatible with every =~
Project Venus is a hand-held Megadrive that's set to Megadrive release, including enhanced carts like Virtua

totally revolutionise the portable field of gaming. The Racing.
system is basically the same size as a Game Gear, but
has a six-button joypad in approximately the same

It's an incredible machine in theory, but it’s currently on
hold. Apparently, the price of bringing a Megadrive-

area as the Game Gear’s two-button controls. Since compatible system to the morkef is just too high at the

the screen is coping with higher-definition 16-bit moment. However, it's unlikely that Sega would aban-

graphics, it’s a lot clearer and of significantly higher don so much research and development, and we might
yet see the system for sale.

STELIAR
ASSAULT

A The polygon graphics in Stellar
Assault aren’t as detailed as Star
Wars Arcade... yet. Expect to see
more in future SEGA MAGs.

0N 328

Coming later on in the Spring is an all-new original
Megadrive 32X space blaster, known as Stellar Assault. The more eagle-eyed among you malarkey from the
may recognise this game as Bullet Fighters, which was the original development title for forthcoming Stellar

this game.

Stellar Assault looks quite similar in style to Star Wars Arcade, but allows you to fly through
space in whatever direction you want. It's best described as Elite meets Star Wars Arcade
really. These are pictures from the latest (and the first playable) version of Stellar Assault.

A Look. It’'s Mr Nutz
again. Hooray.

A More space station

Assault. Unlike Star
Wars, you have full
freedom over where
you want to go in the
game world.

IR NUTZ:
THE SEQUEL

Ocean have just released the decent
Megadrive platform game, Mr Nutz, as
we speak and plans are afoot for a
sequel. As you can see from the screen-
shots, the basic gameplay remains pretty
similar, but Ocean are promising plenty of
different power-up Nutz icons which
enable him to fly, swim and turn into a
ball of lightning - just like what squirrels
do in real life really. Expect a preview
soon.




BC RACERS - it's pre-hysterical
Cool n' crazy CLIFF ACE is gettin' in some quality time e

with his cave-babe ROXY as they speed n' smash their m
way on a dino-powered dirtbike through 32 howlin'

heats in a madcap, 3D, cartoon race against a hardrock SE G‘ A

host of rocky racers! Up to 2-players.
ALSO AVAILABLE ON PC & PC CD ROM TR AT b =

BC Racers © Core Design Limited. All Rights Reserved. 55 Ashbourne Road, Derby DE22 3FS. Telephone (01332) 297797 Facsimile (01332) 381511.
SEGA and SEGA MEGA-CD are all registered trademarks of Sega Enterprises Limited. All rights reserved.




[APcom
AINOUNCE FIRST
SATURN TITLE

Despite all the rumours and pseudo-announcements,
Capcom'’s first Saturn game isn’t going to be a version of
Street Fighter Il - instead look out for a conversion of the
firm’s all-new X-Men coin-op.

The game has just been released in Japan where the X-Men
are currently incredibly popular, to a rave reception from
Far Eastern gamers. Capcom have included many different
characters from the comics, including Cyclops, Iceman,

Wolverine, Collossus and Storm. The enemies of the X-Men 4 The X-Men’s
are also well represented with the likes of a Sentinel, the powers coupled
Silver Samurai, Spiral, Magneto and plenty more besides with Capcom’s
included. combat know-

This game looks absolutely incredible and should go down how should make

well with Saturn beat ‘em up fans.

X-Men 2 enables you to
take control of the mutant
master of magnetism!

Wolverine has tons of special moves, like this one for example.

for a fab game.

MENn FOR
IMEGADRIVE

SEGA MAGAZINE has gleaned an exclu-
sive look at X-Men 2, currently early on in
development for the Megadrive.

Like the first X-Men title released a cou-
ple of years ago, it's a platform game
that enables one or two players to adopt
the mantles of key X-Men characters,
including Beast, Gambit, Wolverine,
Cyclops and Psylocke. Also, players have
the opportunity to control the master of
magnetism himself: yes, Magneto has
changed his colours yet again and has
decided that he is a good guy after all.
Curiously, Nightcrawler is also a selec-
table character, which is odd considering
that he hasn't been an X-Man for years
now, having helped set up the Excaliber
team.

Still, Sega are promising more levels,
more characters, more challenge and
more special moves. Look out for a full
preview next month.
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2 A game of cartoon martial art
BRUTAL is the game to get your paws on.

o “Brutal is a bréath, 5
‘really humorous, entertaining, playable
uically superb product.”

GAMETEK (UK) LIMITED, 5 Bath Road, Slough, Berks, SL1 3UA

Brutal & Brutal Paws of Fury are trademarks of GameTek, Inc. ©1994 Cybersoft, Inc. Cybersoft is a subsidiary of 1.J.E., In.©1994 GameTek, Inc. GameTek is a registered trademark of IJE, Inc. All rights reserved 2999 N.E. 191st Street, Aventura, Florida 33180.
Sega MegaDrive and Mega CD are trademarks of Sega Enterpriges Ltd. Super Nintendo Entertainment System™ is a trademark of Nintendo.



STREETFIGHTER
THE IMOVIE

Streetfighter movie hype is hotting
up already — even though the film
isn't released in this country until
March. Both Van Damme and Kylie
have been gushing about the movie
in all sorts of style mags and it's set
to get coverage in just about every
yoof mag on the market. And inci-
dentally, this $38 million dollar
movie is the first Van Damme film
that doesn’t carry an 18 certificate.
So does this mean that the karate-
chopping one is getting a bit soft in
his old age? Not at all - we've seen
the film and can report that as
Colonel Guile he's quite merciless in
his killing of all things bad, and the
movie in general is pretty violent too.
And Raul Julia as Bison is absolutely
brilliant as the archetypal psycho-
baddie set to take over the world.
You'll be glad to know that the film
will definitely appeal to Street Fighter
fans more than anyone else - in fact
anyone who isn't a Street Fighter fan
may have a bit of trouble decipher-
ing what's going on - especially
when the abomination that is Blanka
makes a cameo appearance! Oh,
and for those of you who can’t wait
to see the film, get yourselves on
down to your local record store now,
where they're already selling copies
of the film’s soundtrack.

THE TIME... ASK A
POLICEMAN

Jean Claude Van Damme gets around a bit doesn’t he? First he
turns up as Colonel Guile in the Streetfighter Film, then he takes
the lead part in Universal Picture’s Time Cop — which, incidentally,
is currently being converted from film format to Mega-CD - due for
a late February release.

As the name suggests, the game is set in the future. And being in
the future, you can do all sorts of bizarre things that no one would
have ever thought possible. You'll be able to zip through the skies
in your nifty air-mobile, dial a holo-pizza and perhaps best of all,
travel in time. And if Universal Pictures have their way, this will
become a reality in 2004 - less than ten years from now. The
problem with time travel though, is that if people keep travelling
back and forth, the past (and consequentially the future) will con-
stantly be reshaped - countries will be destroyed, rebuilt, destroyed
until the whole business is on a continual loop and nothing gets
done. Which is why the Time Enforcement commission have forbid-
den anyone from travelling back.

But of course, there’s always one person who just can’t help break-
ing the rules, and this time it's Max Walker, a time cop who's
determined to step back in time to prevent a corrupt senator from
changing the face of history forever. Which apart from being a
great idea for a film, is also a brilliant basis for a videogame.
Incidentally, the game sees you take the role of Van Damme (alias
Walker of course) and spans the whole course of human time —
from Neanderthal man to Los Angeles in 2144. You'll stop off in
Nazi Germany on the way and at one point you’ll even have to
face your double.

Naturally, this isn't one of those pacifist-type platform games —
here the obiject is to blast anything and everything that moves in a
streets of rage side-scrolling stylee. Of course, there’s the usual
breaks for digitised sequences from the film, and some rather top
in-game graphics too. And it seems as though the game is almost
finished - in fact Virgin have just bought the title from developers
JVC - so you can expect a full review next month.




It’s cold. It’s really really cold.
And you know what?! It’s going to get colder. |
The whole world is being cocooned in ice and
snow by the Yeti - a gruesome beast with an
icicle for a heart and quite appallingly bad
breath. His plan is to create and rule a new
frozen kingdom here on earth.
Thankfully, Mr. Nutz, SuperSquirrel, is
about to turn up the heat. Only he can
prevent a new and permanent ice age.
To help him on his way he’s got a lotta
Nutz, a lotta gutz and one enormous tail.
The temperature’s dropping but the
heat is most definitely on.

rrp-=-r

OCEAN SOFTWARE LTD. - 2 CASTLE STREET

Formats: MEGADRIVE - GAMEBOY CASTLEFIELD - MANCHESTER - M3 4LZ

© 1994 OCEAN SOFTWARE LTD. ALL RIGHTS RESERVED. TELEPHONE: 061 832 6633 (10 lines) - FAX: 061 834 0650



Tl ie=0>1 =D =i i N =
e

¥~ THE ADVENTURES OF

BATIMAN anp

Have any of our older readers
noticed the sudden upsurge in
guality of Suturday morning cor-
toons? In our day we had to put up
with repeats of Godzilla, the
drendful Pole Position und God
knows whaut else.

These days though it's a different story, with top quality
animated treats such as Animaniacs, the incredible X-Men
cartoon, Taz-Mania and of course, the superlative Batman
animated series. Sega have realised that this TV pro-
gramme, with its superb animation, distinctive look and
gripping plots, could make for an ace videogame. Hence
the creation of this topping Megadrive translation. The
Adventures of Batman and Robin is shaping up to be a
quite stunning platform game, successfully capturing the
action and great look of the brilliant series.
One or two players can take on the might of the Joker in
this title, using a variety of combat techniques and
weapons to do away with the hoards of evil felons found
lurking in each of the levels. The levels themselves are
graphical masterpieces, with some superlative backdrops
and graphical tricks. This is matched by some great anima-
tions on the main characters themselves. The platform lev-
els are punctuated with some incredible horizontally
scrolling flying sections, which move in pseudo-3D (it's dif-
ficult to describe, but it's ace).
et WPREL A  The Adventures of Batman and Robin looks like being one
- 8| of the hottest titles of 1995. And of course, SEGA MAGA-
,;,,‘:u Pl A ZINE has the exclusive review. Look out for it, along with
A ¢ S b an excellent showcase, in our very next issue.
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A One of the more
bizarre levels from
The Adventures of
Batman and Robin.
The graphics are of
a consistently
superlative quality.

A Battling henchmen on the convoy A The pseudo-3D effect as the building scrolls by is excellent - one of

‘ - section of the game. the first graphical tricks the game uses.




More com-
pletely bril-
liant 3D
action as you
fly over the
Gotham
streets at
night.

J' L EY

This level
wobbles about
most convincing-
ly. It's very
early still, hence
no enemy
sprites on-
screen.

ot or o
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A The Adventures of Batman and Robin plans to include plenty of cut-scenes
- at the moment, the only one we could find is this impressive bit of
Batmobile action. Still, it’s not finished yet, and it’s already looking ace.
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$0, let’s just run through it nguin. You got your
copy of Mortul RKombat 2 und took it around your

BY: smarmy Super NES-owning friends’ houses to
e show them how excellent it was. And they
| "%599555: \ lnughed. And between chortles they housted

obout how their version had more colours and all
the toin-op speech. Didn’t that make you mad, eh?
Didn’t it just make your blood boil? Why we’ll bet
you just wanted to turn into o huge green dragon
und bite their smirking heads off right there and
then. Or perhaps rip their bodies opart ot the tor-
505, bunging the remains over your shoulder. Veh,
that would hove shown those smarmy gits who
the real ruler of the Outiands was. Well anyway,
there’s no need to go to those sort of extremes
(not that you could without some sort of magic
kung-fu, anyway), becouse the glove’s on the
other foot now. You see, Acclaim have been hard
at work converting MK onto the Megodrive 32X,
with the nim of bringing un arcode-perfect conver-
sion to Sega’s 32-hit plug-thru. And the result is
here for you und your SNES-owning smirking
moron pals to see.

Clocking in at a magnifico 32-meg, this version of the game would
easily be better than the meagre 24-meg Megadrive version, even
without the help of the 32X. As it is, the first thing you notice about
this all-new conversion is the highly improved sound. All the
speech from the coin-op is there, together with the full compliment
of gruesome chop-socky sound effects. But that's the least you'd
expect with all that extra memory on board. What about the added
power of the 32X2

Well, just look at the screenshots on these four pages. The graphi-
cal improvements are instantly noticeable. The massive colour
palette of the 32X (with its 32,768 colours as opposed to the basic
Megadrive’s meagre 512) has been put to good use, improving
the backdrops massively. An area of the game that was admitedly
weak on the Megadrive. On top of this, the sprites look much
sharper with better colouration and shading. They're also notice-
ably larger. Add to all this, the power of the 32X's patently more
powerful sound chip and you’ve got far better music too.

Of course, an arcade-perfect conversion of Mortal Kombat Il would
be a real boon to the 32X's growing library of titles. Well, it cer-
tainly looks like Probe (programmers of both the Megadrive’s pre-
vious Mortal Kombat games) are on course to produce the goods,
but we'll have to wait another month for the full SEGA MAGAZINE
review to find out how accurately it plays. And perhaps more
importantly, to find out if Probe have added anything extra to the
coin-op formula.

. SEGEA,

MORTAL

Start
Options

A"’"‘Mwm.w‘ i

A The power of the 32X is brilliantly demonstrated here.

A Woah, would you look at that resplendent 32X green!

o0 HINS
T RERE

Even the fighters’ trousers look better. Thanks to the 32X.
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The blood has been improved too. Maybe.
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If you don’t think it looks like
that much of an improvement, just
check out the pictures of the original
Megadrive version in issue 9. The
difference is more than noticeable.

Check out those trees in the background. Much better looking don’t you think?
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Liu Kang’s classic Dragon Fatality in action. Much closer to the coin-op, don’t you think?



b %
PREVIEW

1l
L
¢
i

| BY: "
ACCLAIm
RELEASE:
MARCH |

#‘ =2 = = ‘.

i = . N
P i b a
\ 4 e
“ oy E
/‘14‘/ e .&4 ; (ol Ve Y i, g

B e e

A Ooh, are you hiding, little fellow? A Alert! Distinct lack of graphic variation!




Spider man can’t seem to keep his
hands off the Megudrive Iotely.
In the lust year, we've seen hoth
Spider man and the ¥-men and
Muximum (ornuge appear on the
16-hit, und to be honest, both
were u hit disappointing really. So
muybe that's why Spidey’s
decided to return for one lust
adventure.

And unlike the other five or so Spidey adventures of the
past, this one is based on his new animated adventures,
due to be shown on UK TV sometime in the near future.
Which with any luck should mean that we're on for some
ground-breaking graphics — something that Spider man
adventures have always been lacking in the past. At first
glance though, it seems as if the adventure is very similar
to both Maximum Carnage, and the Spider man/X-men
titles, which received rather average reviews.

As you'd expect, this is very much a pick-up-keys-and-
push-levers kind of affair, and the action is played out
over a number of industrial looking platform levels. Of
course, all of Spidey’s superpowers are intact, so he can
sling webs, crawl along ceilings and generally act
incredibly hard with little comeback from anyone else.

At the moment, the actual gameplay is around 90%
complete and once finished will be subjected to Acclaim'’s
rigorous playtesting procedures. Although overall it
doesn’t seem to emanate the same excitement as the first
Spider man Megadrive game (some four years ago now)
we are hoping for a bit more original gameplay than seen
in the attempts of late. Look out for the review soon.

SEGA

Spidey cunningly impersonates a laser cannon.

Has anyone noticed the distinct similarity...

Hey! Watch out for those lasers!

I THOUSHT RAVENCROFT
HMOULD BE STRONG ENOUSH
TO HOWED

SMYTHE .,

EREEN SO0OBLIN. . .
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A Note the exciting
paper clip at the top!

A Great dive, wrong direction. Looks like the goalie’s been
distracted by the actions of the striker’s right hand.
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Calling foothall fans everywhere!
Looking for onother soccer gnme?
No? Aiready have hundreds to
thoose from? Yes? Well, never
mind all thot, becuuse it’s time for
another exrting instalment of .
Soccer Preview. Our regular Here's the indoor five-a-side action...
fenture where we toke o look at
the latest game hosed around the
exriting sport known os FOOTBALL!
This month’s boll-packed bonanzo
- Striker!

If the name Striker sounds familiar to you, it's
probably because you read the cartoons in The Sun.
Then again, it could be because you've heard of
Amiga football game of the same name. Well,
having proved reasonably successful when
converted to the Super NES, programmers Rage
decided to bring the game to the Megadrive.

Rather than just porting over the Super Nintendo
version, Rage have programmed the Megadrive
game from scratch and the result, they claim, is
faster than the SNES version. Opting for a game
that concentrates more on ease-of-play than a
wealth of mind-boggling options, the result is,
according to Rage, “a football game with a much
more arcadey feel.” However, that's not to say the
game is without options. All the usual ones are
there, allowing you to change the weather, the
length of each match and even the referee — from a
spec-wearing foul-spotter to a blind-folded buffoon.
Plus there’s even the choice of six-a-side indoor soc-
cer and eleven-a-side outdoor football.

The most interesting feature of Striker however, is
the ability to switch between different viewpoints.
You want to play it overhead like Sensi2 You got it!
A side-on view perhaps, like in Ryan Giggs? You got
that too! You can even play it in a 3D down-the-
field view, just like in Ultimate Soccer.

The big question though, is there really any room
for another football game on the Megadrive? Well,
of course there is if it's better than the rest. You can
find out whether that's the case next month, when
we review the game in full.

Spot in the guy wearing the goldfish bowl. Hey, the goalie’s found a ladybird.

The overhead view seen from, erm, above. So, it’s a goal then?

This table football game is hidden somewhere in Striker. Options on notepaper.
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horror B-movies is that you’ll either love ‘em or
hate ‘em. Vou'll either scream with lnughter at the
guy in the bodly mode lotex mask, or you’ll switch

the TV off in disgust, muttering nhout renting out
Mrs Doubtfire next time. Now here at Segu mag,
we’re guite fond of zombie movies - in fact the
worse they are, the more we enjoy them. Whith is
definitely good news for Digital Pictures - their

lutest “interactive movie”, Corpse Killer, looks like

it may set new stundards in the
so-had-it's-good horror genre.

And, in the true “interactive” spirit of Digital
Picture-type-games, Corpse Killer is one of those
CD movie type things with frequent breaks for a
bit of mindless destruction. Of course, being an
interactive movie, there’s plenty of room for loads
of ham acting (let’s face it, who does it better than
Digital Pictures?) and stars Brigett Butler as a
beautiful young photojournalist and Jeremiah
Birkett as a cackling Rasta bounty hunter.
Together, they're going to help you escape the
creepy Caribbean island you’ve been stranded on
and hopefully find a cure for the voodoo poison
that's been bestowed upon you. Naturally, they're
not just in it for the good of mankind — Julie wants
a story and Winston, well, Winston is just after
anything going really.

So, although the game involves much to-ing and
fro-ing up and down the isle, there’s more to it
than simple driving. Hot on your tail are a number
of rather scary zombies all of whom would find
nothing more delightful than snacking on your
entrails. And all the other bits too. Fortunately,
you do have some strings to your bow and
poisoned or not, you can still pack a few rounds
on to these fledgling fleshy mutants. Which is
exactly what you do. Over and over again.

After a while though, there’s plenty of opportunity
to explore other parts of the island, shoot more
zombies (they all look the same though) and listen
to more inane dialogue too. Not exactly original,
but this type of game is always strangely
compelling, as best sellers Night Trap And Double
Switch have so kindly illustrated. And with Child’s
Play 2 director John Lafia in charge of proceedings
here, you can guarantee a media outcry of epic
proportions. We can’t wait. s‘n
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A You see that blobby thing in the back-
ground? That's supposed to be a zombieg
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They’re behind there

somewhere, you know.

Ooh dear, did she get
punched in the eye or
something?

R
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A That’s not very nice, is it?

O®
Honestly, they are behind You can visit all these
there. Redlly. places.

AAusic
BRADL%SMITH
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That well-known musician. They can fly too! Just like in
real life.

-
|aszonr]
.

He’s your best friend. And Tricky decisions are all part
Hellman is going to kill him. of the fun, folks.
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Just look at the state of
your face.
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3 SEGA RALLY

Due out in early 1995 is a graphicolly ostounding new coin-op from Sega
Amusements - Sega Rally Championship 1995.

Very little about the game is known at present, apart from the fact that it is

being coded by Sega’s AM R&D Department 3, a team responsible for the

Sonic coin-op and the Model One based Star Wars.

For this new coin-op, AM3 are using Sega'’s proprietary Model Two arcade

board, as used in Virtua Fighter Il and Daytona USA. As you can see from

these screenshots, the result is utterly stunning. The cars have far more detail

to them than Daytona’s automobiles and look totally brilliant - Sega even

have the correct sponsorship markings stamped on the side of each motor,

thanks to the wonders of texture-mapping.

The gameplay is significantly different to Daytona USA and Virtua Racing.

Since it's a rallying game, there are no set tracks or laps as such - it's just

one long drive along a pre-determined route. Plenty of different terrain has

been incorporated, from city streets through to twisty mountainside tracks.

Different weather conditions may also be included in the final game.

If the backdrops look a bit sparse, this is down to the fact that the game is only 50% complete at the time of writing. Expect to
see a lot more detail in the final game. Sega Rally Championship should be available in the spring and should be available to
play in a number of different forms - we can’t wait for the inevitable multi-player link-up version...




A Ooh, a bit of a sequence here, showing one

of the Sega Rally Championship cars perform- -, Sega Rally Championship 1995 looks great already - and it’s only 50%
ing an impressive looking power slide. complete at this time.

rmeme ¢ W S

Sega Rally Championship 1995 is the very first Sega rallying
title to be released in the arcades. Previous Sega coin-op road
racer outings have been particularly memorable - the
almighty Outrun, Virtua Racing and Daytona USA have all
been very successful indeed. All of those titles are AM2 prod-
ucts - it will be interesting to see whether AM3 have the nec-
essary skills to compete effectively with the incredible
Daytona. Watch this space...
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MIDNIGHI

This title has beenin
development for what
seems like years, and it's
finally complete and
ready for release some
time early on in 1995.

It's another in Sega’s long line of full-

motion TruVideo interactive movie presen-

tations, with full-screen action courtesy of

the wonders of CinePak (as used in

Jurassic Park CD, Double Switch and

Dracula Unleashed). Midnight Raiders

bears some similarity to the not-bad-actu-

ally TomCat Alley, but instead of being

based around fighter planes, this time the

action is set around helicopter gunships.

Just like Tomcat Alley, you have little con-

trol over where you take your airborne : el

steed, instead adopting the role of gunner, The simple point ‘n’ click game-
i kills to destroy ground and air play is helped along significantly

O oy 9 with the use of the CinePak full-

targets with missiles and cannons. motion video. The overall quality of
Midnight Raiders has other similarities with the FMV isn’t that bad at gﬂl - d:ayfi-

the older CinePak titles - namely plenty of nitely on a par with Tomcat Alley.
pretty expensive sets, interesting characters
and an intriguing plot. What's more, as
well as being released on CD, Midnight
Raiders is also slated to appear on
Megadrive 32X CD in the first quarter of
1995. Expect the gameplay and plot to be
identical, but look

out for far superior

full-motion video

quality. Insiders at

Sega reckon that the

picture quality really

is quite excellent,

which should be a

bonus for 32X CD

owners.

We'll be reviewing

Midnight Raiders in

its 16-bit incarna-

tion in our very next

issue and as soon as

the 32X CD titles

arrive, you can be

sure that SEGA

MAGAZINE will be

first with the cover-

age.
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Look! It's an
Apache helicopter
gunship. Blast it!
Shoot! Destroy!
Ahahahahahahaa!

. This is your helicopter. It's in a pretty poor state
really. The GAME OVER screen appears shortly
thereafter. What a crap caption.

The on-screen crosshairs stay on Here we catch a key character
screen during the scenario sections,  looking particularly gormless.
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Following on from Virtua Racing
Deluxe is Segn Sports’ lutest offering:
ATP Tennis.

Sega have licensed an entire Tennis-related institution for this
game, which means that unlike certain other Tennis sims, you
have access to a whole host of Tennis celebrities - including Pete
Sampras, Ivan Lendl, Michael Chang and Stefan Edberg, along
with plenty of not-so-popular tennis “aces”. All of them are rep-
resented in full black-"n"-white-o-vision, via a series of digitised
portraits.

But what about the game eh2 Well, as is the vogue with sports
simulations at the moment, there are loads of options and
tournaments to fiddle about with, including the ability to create
your own ATP player and save him to battery backed-up RAM.
The actual tennis action itself remains pretty conventional, being
very similar in execution to Wimbledon Tennis, which wasn't
very well received when it was released years ago.

Still, we're not going to judge the game here - wait until next
month’s SEGA MAGAZINE, where we'll probably be reviewing
the game as only we can.
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PRICE! QUALITY! CHOICE! SERVICE!

THESE HAVE MADE US ONE OF THE LARGEST SUPPLIERS OF SEGA GAMES IN THE COUNTRY TODAY!

MEGADRIVE MEGADRIVE

Addam Family Values £32.99 Rugby World Cup ‘95 £36.99
Aladdin £39.99 Second Samurai £32.99
Andretti Racing.. ...£39.99 Shining Force 2.... £39.99
Animaniacs........ ....£32.99 Skitchin.... £15.99
Ballz £23.99 Smurfs. £35.99
Battle Toads ... ....£19.99 Soleil.. £39.99
Beast Ball .. £32.99 Sonic & nuckles £39.99
Bloodshot .. £35.99 203l s R R L R O S iR e £18.99
Boogerman £35.99 Sonic 2 & Bubsy The Bobcat £33.99
Bonkers £32.99 SONICIB (iiusiorsirie 1osisdareisshsasschsaszoan £37.99
Brutal......... £35.99 Sonic 1 £14.99
Bubble & Squeak.. £32.99 Sparkster (RKA 2) £32.99
Bubsy The Bobcat .. £19.50 Stargate............. £CALL
BUDSY 2 ..vviinuis Streets of Rage 3 £39.99
Cannon Fodder . Super Kick Off ... £19.50
Captain Havoc... Super Streetfighter £48.99
Chaos Engine. i SYIVOSIOr & TWOBRY. civcovscerion wrisssssninissnsussssssusronteaisi £36.99
ClaYHORIBE G itk wesssivossors Syndi £35.99
Combat Cars £21.99 T ia 2: pe From Mars £28.99
Cool Spot K Terminator 2: Judgement Day..........cccccoervvneverinnns £21.99
Daffy Duck....... : Tiny Toons Acme All Stars. £32.99
Davis Cup Tennis. 1o W=t R e T R i R £32.99
Dino Dini’s Soccer ... Ultimate Soccer £21.99
Double Dragon 5 ...... Unneccessary Roughness ‘95..... «:£32.99
Dragon Urban Strike £35.99
Dragons' Revenge Virtual Racing £52.99
|PISIe B S ; Virtual Bart.... £41.99
Dy ite Headdy Winter Olympics £23.99
Ear Jim Wolverine .... $40.99
Ecco 2 - The Tides Of Time . WWF Raw ... £46.99

Eternal Champions....... o
Fantastic Dlzzy & Cosmic Spacehead

Fatal Fury .. £20.99
FIFA 95... £35.99
Flink. £32.99
Flintstones ( EW) £32.99
Fun & Games .. £35.99
Generations Los £26.99
Green Dog.. A

Hurricanes .. R i et 5

IMG | Tennls £24.99
Incredible Hulk £36.99

Indycar With Nigel Mansell.......
James Bond 007 ...............
James Pond 3 ...

Jelly Boy .. £35.99
Jimmy Whlte S Snookev £25.99
Jungle Book... £37.99

Jurassic Park Rampage Edmon
Kawasaki Superbikes.................

Lawnmower Man..........
L i &

Lethal Enforcers 2
Lion King ...
Lost Vlkmgs R
Markos Magic an'hnll

Man Overboard .....
Maanum Carnage

Mega Drive Mouse
Mega Turrican
Michael Jordan

Mickeymania .. x

Mickey and Donald World 01 Illusmn ................... £19.75
Micro M 2 £35.99
MIGhLY MEBX .covisiiciansvoniasisressinrtorssio SR vy R 209
Mortal Kombat 2 £43.99
Mr Nutz........... SIS e ¥

NBA Live ‘95
NFL Madden ‘95..........
NHL Hockey ‘95 ...

Pagemaster........
Pebble Beach Gol
Pete Sampras Tennis
PGA Tour Golf 3.

Powerdrive ..
Power Rangers...
Prince Of Persia .

Zero Tolerance

Cool Spot .........

£35.99
...£35.99

Cosmic Spacehead
Daffy Duck.........
Desert Speed Trap

Dr. Robotniks Mean Bean Machine
Dragon ... disas

y
Ecco 2 - The Tides Of Time .
Ernie Elf Golf...........
Evander Holyfield Boxmg
Excellent Dizzy Collection

Fantastic Dizzy ...
Fantasy Zone .
FIFA Soccer .......

Kawasaki Superbikes ...

9!
Lion King

Master of Darkness

Mickey’s Ultimate Challenge

Micro Machines

Mortal Kombat 2

Mortal Kombat ...
Qutrun Europa
NBA Jam.....
Olympic Gold..

Pete Sampras Tennis

PGA Tour Golf 2.
Popils
Power Rangers ......
Ren & Stimpy .....

Rise Of The Robots ..

Road Rash 2 ....... £25.99
Rob d £16.99
RODOCOD B Ti........c.ivciiihinessinses £28.25
Shinobi 2 £13.99
Sonic Chaos £16.99
Sonic Triple Trouble ...

S.S.Lucifer...
Star Wars ...
Streets of Rage 1

Strider 2.......

Special Offer
32X Expansion Module & £50
Money Off Vouchers for 32X games

£152.99
Cosmic Carnage. il ioiity.  vosaia s £CALL
KOMm:. . s e £50.99
Metal Head ...... £CALL

Star Wars Arcade .
Stellar Assault . ..
Super Afterburner
Super Motocross . . ..
Super Space Harrier . . S
Virtua Racing Deluxe ................. £50.99
Many more games on the way!
Ring for latest news!

MEGA CD

Another World 2
Batman Returns ..
Battlecorp:
BC Racers..
Beast2....

Black Hole Assault
Brutal Paws Of Fury .
Cadillacs And Dinosaurs .

Cliffhanger..... £29.99
Double Switch £35.99
Dracula. £29.99

Dune.
Ecco2..
ESPN Baseball..
Eye Of The Beholder

Fahrenheit ... £35.99
Final Fight £19.99
FIFA International S £27.99
1 CRREUCRRR R WY S £32.99

Ground Zero Texas
Johnny Mnemonic .
Jurassic Park.....
Lawnmower Man
Lethal Enforcers 2.
Mega Race ..
Mickeymania ..
Mortal Kombat
Nightrap...
No Escape
Nova Storm .
Prince Of Persia .
Pitfall..
Rebel
Rise Of The Robo
Sensible S
Skullkeep (Dungeon Master 2)
Snatcher ..
Sonic CD.
Soul Star.
Tomcat Alley...
World Cup Golf
World Cup USA '94
3 Ninjas Go To Jap:

Asterix Secret Missi
Cloud Master

Cosmic Spacehead
Dr. Robotniks Mean Bean Machine

Dragon Crystal .
Ecco The Dolphin
Gain Ground.
Lemmings 2..
Lion King ......
Mortal Kombat 2..
QOutrun Europa

.£12.50

0924 473157

SALES HOTLINES

A WEEK

NO MEMBERSHIP FEE

WE PROVIDE ONE OF THE
FASTEST DELIVERY SERVICES
AROUND. TRY US AND SEE

ALL ITEMS ORDERED FROM US
ARE FULLY INSURED AGAINST
LOSS OR DAMAGE

ALL ITEMS LISTED ARE NORMALLY IN
STOCK AND ARE DESPATCHED THE
SAME DAY WHENEVER POSSIBLE

ALL GOODS ARE FULLY GUARAN-
TEED. IF AN ITEM DOESN'T WORK AS
IT SHOULD, WE'LL REPLACE IT
IMMEDIATELY AT NO COST TO YOU

1000'S OF TITLES AVAILABLE. IF YOU CANT
SEE THE ITEM YOU WANT PLEASE RING AS
STOCK ARRIVES DAILY. GAMES AVAILABLE
FOR ALL TYPES OF GAMES MACHINES

ORDER BY PHONE, FAX OR
THROUGH OUR EXCLUSIVE FREE
POST SERVICE

NEW:'Sega 32X.....i - ireassiasesiriosadtors £152.99
Panasonic 3DO & Pebble Beach Golf....£382.99
Megadrive 2 & Lion King................ £108.99

Megadrive 2 & Sonic 3...
Megadrive 2 & 2 Pads ...
Megadrive 2 & FIFA95............cccu... £115.99
Megadrive 2 & Micro Machines 2 .....£119.99
Game Gear & Pete Sampras Tennis ..£89.99
Game Gear & FIFA Soccer................ £89.99

ACCESSORIES

American/Japanese Mega Drive Convertor £17.99
Game Gear Carry Bag . ...£6.99
Game Gear TV Tuner ..
Heatseeker 2 Joypad (6 button)...
Infra-Red Control Pads (Mega Drive). &
Quickshot Maverick 3+3..............cc.ccocoeenn..
Quickshot Aviator 3
Quickshot Python 3
Quickjoy Propad........
Quickjoy Propad 2, 6 button
Megadrive 6 button speedpad
Mega Drive Carry Bag

Probotector.. i Power Strike 2. ..£26.99 5 it
Psycho Pinb ; Tazmania 2. Road Rash £2499  Mega Drive MOUSE...........coeueeereeereessneneans
Puggsy 4 Jﬁ;’g?‘é}fy'nfp.?smf?e..earﬂe' Robocod. -£26.99  Mega Drive Scart Cables(specify 1 or 2).£11.50
::ﬁlc:: 3ex e Wonderboy in the Dragons Trap .. gtmat"\;\?ars : gigg Megadrive Master System Convertor..........£19.99
ek g3599  WorldCupUSA'94 ... Winter Olympics .. _£1499  Saitek Megamaster 3
Rise Of The Robots £ G VioHc ClassLeadetboard Yondathoy b Monstewok! 1200 Sega dWaY T ko it
gmop 3 ::?:gg Wg:ld T:Ernamem Colf.. 22233 (Free Odeon Cinema Ticket with Sega Tap Limited time)
Robocop vs Terminator £18.99
ROCK 1! ROI RACING .-scvrssieey ot ittt omeanet ;
el e & CUT OUT THIS ORDER FORM TODAY AND
POST TO: GAMEPLAY, FREEPOST LS5924, ITEM PRICE
BATLEY, W YORKS WF17 7BR e
ORDER HOTLINES i = e
(ALSO FAX 0924 ADDRESS A c
g
POSTCODE P&P |t
LINES OPEN 9AM-8PM MON- TEL MACHINE
FRI,9AM-7PM SAT, 10.30-4PM
V SUN. ANSWERPHONE ALL Please add £1 for P&P per ToTAL £
OTHER TIMES SIGNATURE game, £5 per console.
S A S S Postage is free if ordering
V CASH (PLEASE SEND CASH IN A CASH CHEQUE P/O CARD more than one game.
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YOUR OWN PROTECTION) CREDIT CARD EXPIRY
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ABLE. PLEASE ENQUIRE. CHEQUES PAYABLE TO 'GAMEPLAY', PRICES CORRECT AT TIME OF GOING TO PRESS. E&OE. SEGA
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A | say, that's the net
isn’t it?

A There’s even a guest
appearance from a New
York pimp.

o)
(o)

,I wo'uld'n't meas Blurry screenshots
b e oy
i doair b the way, this is going

¢ " to be released on
& : 32X too, and the
picture quality should
be loads better.
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Yo, yo yo, we got buskethall in the house this month,
v’know what I'm saying? And this uin’t no prissy
indoor buskethall either. This is like street boskethall
man, it comes from the streets and it’s played by
homies in the Bronk. And you can try to get in on the
act, but if you wanna he truly accepted, you gottu like,
earn some respeck’ from the brothers. ¥'know what
I'm suying? RAiright, peace out y’all.

Of course, since all these hip basketball players are from the streets, you'll have to excuse

their appalling acting skills. After all, they're all underprivileged and basketball is like their A Never has basketball
life — they're not actors employed by digital pictures at all. Don't be so cynical. seaiiad 46 ragl
Anyway, as you can probably tell, this is yet another FMV offering from the Hollywood mas- Apparently i
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A Ace fancies her. But she just laughs at him.

ters, this time featuring no additional animation whatsoever - yep, this is 100% pure video.
And thanks to DP’s revolutionary coding techniques, you get an almost full screen picture.
Unfortunately though, you still

get quite a large amount of

graininess too. Ah well, can’t

have everything, eh. But at the

sacrifice of some picture clari-

III

ty, you do get six “real” bas-
ketgall freaks to pit your wits
against in a first person per-
spective style sim. And what
does this mean exactly? It
means that you have to score
numerous amounts of baskets
against these ragamuffins and
with any luck, you'll then go
on to play against Scottie
Pippen himself. Who he? Just
one of the most famous bas-
ketball players in America,
that's aﬁ. And if you want to
play against him you’ve got to
earn some respect. You really
do. Because every time you
“take it to the hole” as they so
eloquently put it, you earn
respect points for the way you
execute your moves. And you
only get to play Scottie if you
earn enough points.
Obviously basketball only has
a limited appeal in this coun-
try, and FMV even more so, as
apart from a couple of titles
(Double Switch and Dracula
Unleashed) they've proved to
be largely unplayable. And it
has to be said that attempting
to replicate basketball in this
way is a rather brave move.
But of course, if you want our
critical opinion, you'll have to
wait until next month when we
analyse this game in full.
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Ever wondered what become of the andent
Egyptiun gods? Nope? Well perhaps you
should. After all, u bunch of nimighty tosmic
beings with the heads of wildebeest aren’t
the types to just hand in their God Club
membership curds and trundie off to the
Olympus Home For Retired Deities. You can
guarantee they’ve heen hiding somewhere
beyond the fringes of the universe for the lost
two thousand years, plotting and
scheming for the day when they will
return ond once more make mankind
their slaves! lNo doubt, some
archueologist will stumble across an
interdimensional gateway to their
reaim und only the might of some
hero like Kurt Russell (hushand of
Goldie Hown and star of Bockdraft) will save
us from an invasion of pyramid motherships.

You might think this sounds like the ramblings of a madman and, you'd be
right, but it's also the plot to Kurt Russell’s forthcoming movie, Stargate. Of
course, it's not our business to tell you about movies, unless they're tied in
with video games. Well, that's exactly the case here, because Acclaim have
bought the licence to bring out the Megadrive game-of-the-film.

Putting you in control of US marine Jack O’ Neil, the game begins with you
running around Egyptian deserts, blasting giant supernatural locusts and flies
away with an assortment of military weaponry. There’s five levels altogether
and each has a specific objective. In the early ones, you have to find the So dung beetles were really that big in
archaeologist who discovered the Stargate and retrieve a lost radio. As the ancient Egypt then?

game progresses, you'll collect ancient Egyptian artifacts which can open the
Stargate. This leads into another dimension where you battle against a host of
evil Egyptian gods, including the dog-headed God of the Underworld, Anubis.
Then it's onto the final confrontation with the mightiest of all - King Ra!
Taking the form of a platform shoot ‘em up, Stargate is reminiscent of Alien 3
and not surprisingly, because it's been put together by the same program-
ming team, Probe. Mind you, this similarity is no bad thing, because Alien 3 is
one of the best platform shoot ‘em ups available for the Megadrive. Stargate,
however, looks set to improve on that winning formula and even at this very
early stage, the animation on the main character is superb. Of course, we
won't know how well it plays until the game is finished ready for its February
release, but with any luck we'll be able to pass judgement next issue.

Yup, if you can’t talk them round, just
blow ‘em up. Much easier.
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Hey! How did Jon Bon Jovi
get into the game?

a bit.

That pink guy gets around

T

> 4 {c.’

And again.

Come on now, don’t be
shy...
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Just because o comic hero hos o
whole series of surcessful books, o6 o 2 W it e v &

L cartoons and plastic toys, TR s

7 S SE R

RELERSE: doesn’t necessarily mean :‘ = K : ;‘ e
that he’ll make a good W L
video game hero too. In
fuct, certuin software companies
seem to make a living out of

producing terrible comic

tonversions.

So you can’t blame us for being a little wary when one
of the most classic comic heroes of all time turns up on
the Megadrive for a second outing - the first of which
was quite amazingly bad. Anyway here he is again, king
of the klutz, god of the Gauls, give it up for the one and
only Asterix.

If you know anything at all about this moustachioed
maestro, it will come as little surprise to hear that he's
in trouble again. You see, him, his plump pal Obelix
and Chief Vital Statistix have completely lost their street
cred (yeah, like they ever ' had any), because they've
gone and lost their best shield — and they just have to
get it back. And how are they going to do it? Why of
course, silly me, it has to be via a puzzly-style platform
adventure.

Of course, Asterix has already been in a platform
adventure on the Megadrive before. His first attempt , a
dull platform puzzle affair wasn’t hugely successful,
mainly because it was so slow and repetitive. A large
part of the gameplay involved shoving boxes around
Roman temples, and beating up as many Romans as
possible. And it seems as if this is the general idea for
the sequel too. Again, you can select either Asterix or
Obelix to play out the levels, and again, Obelix uses his
portly tummy to bash enemies while Asters pummels
them with his fists. Admittedly, it’s a bit early to tell
exactly what the sequel’s gameplay will be like, as most
of the levels are as yet incomplete. However, the
graphics seem fairly detailed and the use of colour is
quite stunning. L eSiEnmeLInesE
At the moment Asterix is deigned for a March release, N
although it's quite likely that it will end up being
released later on in the year, as so little of the game is

currently complete.
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MEGADAIVE - SUPER NINTENDO - GAME GEAR - GAME BOY.
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* SECRET CODES » EVERY KOMBAT KOMBO
- HIDDEN CHARACTERS . n&vm:g::m
« COMPLETE CHEAT ME ——

‘3.".."."'&. el Matl Tavkor, Baw Fivk, Grahan Wl

The definitive Mortal Kombat 2 players guide for the SNES, Megadrive,
Game Gear and Gameboy.

On sale now in a newsagent near you, only £4.99
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There’s u definite puttern here, sort of
like soup stars turning to music careers.
But have you notited how old cartoon
characters seem to be turning to video
games to revive their flngging tureers?
Then anguin maybe they aren’t doing
that at all, being just fictitious charat-
ters os they are. Maybe it’s all the
work of some hig corporate types. Or
aliens. Anyway, whatever you believe,
it’s definitely happening. Why look,
just look. Road Runner’s at it now.

Just like the console capers of previous cartoon stars, Road
Runner’s Megadrive outing is a platform game. Following the

i A : n : What'
familiar scenario of a hungry Wile E Coyote continually attempting :sfrifc;'d'o'i::'
to ensnare the speedy bird, the game is set across a multitude of on my roof?

levels, ranging from the familiar desert and canyon backdrops of
the cartoons, to more unusual settings such as Mexican towns and
atop train carriages.

What sets Road Runner apart from your usual cartoon-related plat-
form fare however, is the rather novel feature of allowing you to
play either Road Runner or Wile E Coyote. If you control Road
Runner, the aim is to reach the exit of each level, avoiding the
cunning coyote on the way. Play Wile E however, and the aim is
also to reach the exit, although this time you get bonuses if you
catch Road Runner.

There’s no doubt, that the graphics look very true to the cartoon
and there’s a lot of gags from the cartoons too, including the wide
range of Acme gadgets. In fact, play as Wile E Coyote and you can
actually make use of these gadgets, from the spring boots and
rocket rollerskates, to catapults and even the legendary batsuit.

To date, video game outings of cartoon characters have tended to
rate from poor to downright atrocious.Can Road Runner rectify
that situation somewhat? Well, there’s only one way to find out, by
checking out the forthcoming SEGA MAGAZINE review.

Oh, dear | seem to have overshot the mark,
death is imminent | fear.
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Sand castle competition, Clacton sands, summer ‘94
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DEAR SEGA MAGAZINE,

In 1990 | bought an import
Megadrive and everything was
fine for a while until the official
Megadrive came out, and
gradually it became harder and
harder to get Japanese games
which were the only games that
work on my import Megadrive. |
then bought a convertor and
played some official games but
eventually with the lock-out
chips and everything, | gave in
and sold my Japanese
Megadrive which had nothing
wrong with it and bought an
official one, losing lots of money.
Now at the time of writing this
letter the Saturn is being
released in Japan and | have a
certain feeling of deja vu. | am
definitely considering getting a
Saturn if | can and | don’t really want to wait
another 10 months or so until the official one
comes out. My main concern is that the Saturn
software runs on CD, so if | spend hundreds of
pounds on a Saturn will it be drained of software
when the official machine comes out? It will no
doubt be incompatible and as far as | know,
unlike cartridges you can’t get a convertor for
CDs.

So do you think it would be worthwhile getting an
import Saturn, or do you think what | suggested
will happen and myself and many like me should
wait for the official machine.

You may think I'm jumping the gun a bit but I've
seen this happen already with the Megadrive
which cost us a lot of money, but import Saturns
cost much more than import Megadrives did.

So will people buying import Saturns pay the
price later, or am | worrying about nothing and
will the Saturn machines be compatible with each
other for different countries (which | doubt).
Anyway, thanks for listening to me whinge but I'd
like to know the answers before | spend hundreds
of pounds.

Kevin ‘possible Saturn owner’ Morley, Rotherham.

SM: Look at it this way, Kevsto — Sega gaming is
like religion. Dexter and sinister and all that. You
can choose the righteous path of delayed
gratification and wait until the official machine is
launched, or you can choose the evil left hand
path, buy a Saturn now in a frenzy of lust and pay
the eternal price for it later. And what are we,
eh? Theologists?

N0, REALLY
DEAR SEGA MAG
Altogether now (ahem) -
Happy Birthday to you.
Yeah, OK, it was last
month, but better late
than never, eh?2 Who
would have believed that
your mag would have
improved so much over
such a short time? No,
really, | mean that. |
must say | nearly cried
on Saturday. | saw a
once great proud mag -
Megatech — turned into
a 36 page FARCE. One
review! Pathetic,
absolutely pathetic.
Rad, Tom, you got out
of that one just in time.
Anyway, just wanted to
say congrats on the
one year thang, and |
hope you’ll be there for the second, because |
know I will.
Chris Sweeney, Lesmahgow, Lanark, Scotland

SM: And let’s face it Chris, you'd look pretty stupid
being there all by yourself. But cheers anyway, no
really. No, really. Thanks. Cheers. Ta.

[ EE RN E NN ENNNNNEREENNENENENENENRNENNERNHSERZSENHZEH}: ]

BLOODV HELL BALDRICK!

DEAR SEGA MAG,
BLOODY HELL BALDRICK! You didn’t half under-
rate Virtua Racing Duluxe. 90 percent ay!?

But you gave the SVP version 94% with crap
graphics and colour, 3 tracks, slow, 1 car, 70 quid
price tag etc.

The 32X version has crisp graphics, more colour,
faster, 3 cars, 5 tracks and 20 quid cheaper than
before. £40 in fact if you use the 10 vouchers in
the 32X package! Surely you're not serious! |
expect you'll do the same with the 32X Mortal
Kombat 2!

I also think you underrated
Urban Strike which looks far
more  impressive than that
Red Zone crap!

But otherwise your mag is
great. | buy it every month.
Unfunny Pseudonym, London

SM: So what's this Virtua
Racing Duluxe, then? Take con-
trol of a loyal Old English
sheepdog and paint the many
polygon surfaces of the Virtua




environment with shining white gloss2 Bloody Hell Baldrick!
The difference between Virtua Racing on the Megadrive and
32X is that one was produced for a cheap 16-bit machine
already installed in a lot of homes, whereas Virtua Racing
Deluxe was developed for a 32-bit machine costing lots of
extra dosh. As a technical achievement and in value for
money terms it just doesn’t match up. As for Urban Strike, it
isn’t as good as Red Zone, and we know because we've
played them, and you haven't.

| HAUE A PROBLEI.
A SEVERE PROBLEM

DEAR SEGA MAG,

Ho ho ho, Merrrry Christmas [Bit late — SM]! Here | am
again to fill up more space in the pages of the magazine
world’s equivalent to Jurassic Park! Your mag just gets bet-
ter and better! Last issue was stunning and no doubt this
one is too, but WAIT! | have a problem [No kidding? — SM]!
Yes, the 32X is great, but there’s no way | am prepared to
pay SIXTY POUNDS PER GAME! It's really quite disgraceful.
And if 32X games are £60,how much are Saturn games
going to be? But | realise this isn’t your fault. However, |
want to express my agreement with your comments in reply
to Jonathan Martin’s letter last issue. Core Design are
incredible aren’t they?2 What's more, a while ago | wrote to
‘em and told them so. | got a really friendly letter back, and
if they’re reading your fine mag — Core Design you are bril-
liant! And finally, about my comments on the Dirty
Pair...[Not in a family magazine, thanks — SM yet again].
See you soon... goodbye!

Paul (PJ) Johnson Skegness

SM: Thanks for the lovely Christmas card, “PJ”. You know, if
you can afford to send Christmas cards to magazines you
like, you can obviously afford £60 for a game. Problem
solved... goodbye!

GABRIEL IMORRIS WRITES

DEAR SM,

On Sonic 2 if you go to Oil Ocean act on the last jet, go
through the machine, punch to the right onto the spikes and
you'll turn into the equivalent of Super Sonic.

PS What's the meaning of life? Once | got infinite lives on
Sonic Spinball.

Gabriel Morris, Newport, Shropshire

SM:Very good, Well done. Congratulations, no less. And
jubilations, as Cliff Richard may have added. As for the
meaning of life, we'd agree with Ernest Hemmingway’s
thoughts on that. Although we can't print them. So we'll just
say “Sega games are the meaning of life”.

HAVING REAL DIFFICULTV

DEAR SEGA MAGAZINE,

| am having real difficulty in choosing which game to have
so please can you answer these questions?

1 Which is best, Sonic & Knuckles or The Lion King?

2 How much is it2

3 Are there any cheats for
Flashback apart from the wall
ghost (walking through walls)
and the level codes, any others
are welcome.

Your thankfully,

Nick Coverley, New Mills, Nr
Stockport.

SM: And what department
should this have been
addressed to? Looks like ques-
tions to me. Never mind
though, I'm feeling generous.
For starters, there’s, like, no

LETTERS

such thing as a right or wrong answer, you know?
You've got to, like, take what Gaia throws at you and,
you know, thank her for it. But personally I'd go for
Sonic & Knuckles — shop around for the best deal as
some places are offering pretty juicy discounts. Can’t
help you with Flashback though, sorry.

0000000000000 0000060000060000000600000000

OH DEAR, THIS IS THE WRONG
DEPRARTIMENT. SORRY.

DEAR SEGA MAGAZINE,

We have found a cheat for Sonic 3 on the Megadrive.
At the end of each Act 1 keep pausing the game.
Hopefully on the signpost you should see a blue
Knuckles. If you do, you'll get a massive time bonus.
PS Perhaps this one should go under the Tips heading
rather than Letters.

The Skillful Matt Harris and Darren Stevens, Nailsea,
Bristol.

SM: Perhaps it should, lads, perhaps it should.

JUST SOD OFF

DEAR SM,

Please print this letter because aliens are going to kill
everyone next year! Just answer my crappy questions.
1 How many legs does a worm have?

2 Is Jhon [D’oh! — SM] Maijor really a flea?

3 What is that large slimy puddle a cow makes in a
field2

4 Burp!

5 Was the Titanic really the smallest ship in the
world?

6 When will Sonic 2 be out on the Megadrive?

7 How many sugars do you take?

[And it goes on and on and on and never ends. Ever].
A sad menk we hope leaves us alone.

SM: Look, you probably think you're being really
clever, but we'd just like to point out, for your own
good, what a completely tragic halfwit you are. You
are not funny. You are not witty. You do not even
know how to spell the name of the Prime Minister of
the country in which you live, which doesn’t exactly
instil us with hope for the future. Just go away. If you
can't help yourself from writing in, try buying a
different magazine.

N0 ANSWERS FOR THIS SAP
DEAR SEGA MAGAZINE,

| have a few questions.
1 Does Sonic & Knuckles work on Sonic Spinball?
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2 Is there going to be a Toejam & Earl 32

3 Which is best for the Megadrive... Taz 2, Bubsy 2, Mega
Bomberman, Theme Park or Mickey Mania?

4 Which is better, Megadrive 2 or the Megadrive?

Rhodri Jackson, Close Friend of Sonic, Tails and Knuckles,
Woodstock, Oxon.

SM: Your letter was just on its way into the bin when we
read that you're a close friend of Sonic & Co. We're still not
going fo answer your questions — you've got the wrong
department for that — but could you get Sonic to give us a
ring (ho ho)2 He's still got one of my tapes, you see.

TRV RINGING ER

DEAR SEGA MAG,

I have a problem in FIFA ‘95 when you complete one of the
tournaments you get a button combination. | have two of
these. | have taken these codes and entered them in on the
options screen and heard a subsequent ring. The problem is
that | don’t know what these codes do so could you please
give a list of all the codes and what they do in your com-
pletely excellent mag.

Nelo, Eire.

SM: Well, sorry to disappoint you Nelo but those button
combinations don’t do anything in our completely excellent
mag. Unlike the majority of Sega characters we have been
rendered immune to all cheats, even Action Replay ones, to
prevent evil forces from taking control of the publication.
Sorry.

HIGHLY ORIGINAL MV ASS

DEAR SEGA MAGAZINE,
In your September issue of SEGA MAGAZINE you reviewed
the Formula 1 Beyond the Limits game for the Mega-CD,
which scored an overall percentage of 78. Obviously the
reviewers weren’t too enamoured with the game but they
did note the presentation and lastability above average. It
was with this in mind that | purchased the game not expect-
ing to be overly impressed by it.
Having played the game for myself | fell I'm entitled to
make a few points. Firstly, why wasn’t this game
Showcased? There is so much to this game, a 2 page
Review cannot do it justice. For instance, you've totally
omitted to mention the highly original ‘93 option. Which
more or less doubles the game's lastability. Also omitted
were the qualifying races, the
changing race weather, the
compulsory retrying in the pits,
the list is endless. There is so
much attention to detail it's
mind-blowing. For example, if
you feel that the car’s steering
is a touch over sensitive you
can change it and at the same
time you can reduce the car’s
drag to give you the extra
speed required on the
straights. | could go on forever
about this. Of course the
game is not all good, | don’t
like the way you can drive
through the scenery without
damaging the car. But this is
definitely one of the Mega-
CDs finest achievements and
deserves to be at the top of
anyone’s buying list.
Avi Paul, Isleworth, Middx.

SM: Oh no it doesn’t, mis-
guided youth. Blimey, you
can customise your car and
the weather changes some-

times. That's not a feature I've seen several thousand times
before in just about every racing game on the Megadrive
at all. No, it's all highly original. And the fact that the
game’s a bit crap, well, that's obviously just realism, isnt
it2 Formula 1 cars proba-

bly are quite hard to
drive. We stand by our
rating for F1 Beyond the
Limits, it's not ground-
breaking in terms of
game design and it
doesn’t even rank as a
minor technical
achievement for the
Mega-CD. Have a look
at Battlecorps and then
see what you think.

900000000000 0FKCTS

FINDING IT
CONFUSING TO
REMEMBER

Having recently pur-
chased Fantastic Dizzy
and finding it confus-
ing to remember
where all the items
are, | was wondering if anybody has published a map or
whether anyone has written a review on it to give any tips
on the best way to complete it.

Yours hopefully,

B Warwick, Shinfield, Reading.

SM: Not that | know of. Still, it all adds to the lastability.

INORE RANKLES PLEASE

DEAR SEGA MAGAZINE,

Ever since you printed your feature about Rankles the
green otter (Nov issue) my 6 year old son Christopher has
been obsessed with him, drawing him and making up
stories about him.

Can you please tell him if he will ever appear in a game?
Eg Rankles and Knuckles.

Yours sincerely,

Nick Jolly, Chanlersford, Hants.

SM: Erm, | don’t know quite how to put this, but Rankles
isnt a real game character at all.

We made him up
as a bit of a joke,
you see. However,
we personally think
he’s got a lot more
going for him than
Tails or Rosie and
reckon he’d be
great in a game.
But we'll try to

get more Rankles
appearances in the
magazine to make
up. Sorry.

Well, that’s all we've got time and
space for. Actually, we have time
and space as abstract guidelines
to help us handle the overawing

concept of infinity, not just for letters
pages. Anyway, that’s the end. Y'all come back
now, y'hear?
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FIFA SOCCER (EA 4 PLAYER GAME) ...32.99 RED ZONE ... DOOM = ... .. JUNGLE BOOK litem 1
FORMULA ONE RACING ‘99 REVENGE OF SHINOBI SPACE HARRIER * KAWASAKI SUPERBIKE | |
GENERATIONS LOST ‘9 RISE OF THE ROBOTS STAR WARS ARCADE + . i LEMMINGS 9] 1
......... ‘90 ROADRASH2 ... VIRTUA RACING DELUXE . o LIONKING ... . Jitem |
GOLDEN AXE ‘90 ROBOCOD (JAMES POND 2) MICKEY MOUS|
GRANDSLAM TENNIS ‘99 ROBOCOP VS TERMINATOR MEGA CD GAM ES MORTAL KOMBAT 2 1 1
HAUNTING ... '99 ROCK'N ROLLRACING * . NBAJAM ... : item :
HURRICANES + ‘99 ROCKET KNIGHT ADVENTURES ANOTHER WORLD 2 . .37.99  NINJA GAIDEN 9
JIMMY WHITE'S SNOOKER 2599 RUGBY WORLD CUP ‘95 BATTLECORPS .. : PETE SAMPRA o 1 P'easle o this box ‘° add oy °P"°"1"' fast dle"r‘:err“/ charge 1
JOHN MADDEN '92 . 10.99 SECOND SAMURAI ... BILL WALSH COLLEGE FOOTBALL (CD) 2499 PGATOURGOLF ... 1 1st Class Post 40 sted ite overnight hardware 1
JOHN MADDEN ‘93 99 SENNA SUPER MONACO BLACK HOLE ASSAULT . PGA GOLF TOUR 2 1
1
1

JURASSIC PARK w27 SHAQFU ........
JURASSIC PARK - RAMPAGE EDITION 36.99  SHINING FORCE 2 .
KAWASAKI SUPERBIKES .33, SHINOBI 3

KICK OFF 3¢ SKITCHIN' ..
LAWNMOWER MAN SONIC 2
LEMMINGS = . SONIC 3

LEMMINGS 2 . i
LETHAL ENFORCERS (WITH LIGHT GUN)
LETHAL ENFORCERS 2 .. 2.3
LHX ATTACK CHOPPER *
LION KING . SPEEDBALL2 .
LOTUS TURBO CHALLENGE . STREETFIGHTER

BUY A SCART TV/MONITOR FOR A PIXEL PERFECT PICTURE
ALL OUR SCART TV’s COME WITH A FREE SCART LEAD
(PLEASE STATE AMIGA, ST, CD32, MEGADRIVE 1 OR 2, SNES, 300 OR JAGUAR)

SONY KVM1400 14” FST COLOUR TV/MONITOR (SHOWN)
REMOTE CONTROL. 60 CHANNEL TUNING, REAR SCART,
HEADPHONE SOCKET, 2 POSITION TILT, LOOP AERIAL.

SONY KVM1400 (GREY) ve
SONY KVM1400 (WHITE)

SONY KVM1401BL 14" FST FASTEXT

SHARP 14” COLOUR TV/MONITOR (NOT SHOWN)
WITH REMOTE CONTROL, SCART INPUT, ON SCREEN
DISPLAY, 40 CHANNEL PROGRAMMABLE MEMORY.
ON/OFF TIMER,* ... ..

SHARP 14”(TELETEXT) c

AS ABOVE WITH TELETEXT

SCART LEAD MEGADRIVE TO TV WITH SCART INPUT

SONIC AND KNUCKLES
SONIC SPINBALL ... ..
SONIC THE HEDGEHOG .
SPARKSTER .

m
WITH FREE
SCART LEAD

—
MEGADRIVE EXTRAS QUICKJOY SG
: PROPAD 2

§ ASCIIPAD SIX BUTTON
SIX BUTTON JOYPAD WITH
JOYPAD WITH AUTOFIRE AND
TURBO FIRE AND SLOW MOTION
SLOW MOTION 14.99

"URBAN STRIKE
35.99

ROAD RASH 2 MORTAL KOMBAT 2 EARTHWORM Jm
18.99 43.99 43.99

STREETFIGHTER 2 SONIC 3 SONIC2 PGA EURO TOUR DOOM
19.99  34.99 12.99 29.99 47.99 32X
STREETS OF RAGE

LETHAL ENFORCERS (WITH LIGHT GUN) 45.99
LETHAL ENFORCERS 2 5.5 33.9
MARKO'S MAGIC FOOTBALL »
MEGA RACE ...
MICKEYMANIA « .
MORTAL KOMBAT

STREETS OF RAGE2 »
STREETS OF RAGE 3
STRIDER .

SUPER KICK OFF .
SUPER MONACO GP ..

BRUTALe ....
DOUBLE SWITCH | (RATED )
DRACULA UNLEASHED (HATED 15)

POWER RANGERS ...
PRINCE OF PERSIA .
RISE OF THE ROBOT:

GROUND ZERO TEXAS STREETS OF RA(

JAGUAR XJ220 ... STREETS OF RAGE 2
JURASSIC PARK (CD. SUPER MONACO GP
LAWNMOWER MAN « . WOLFCHILD ... ...
FREE £50 WORTH OF
CASHBACK COUPONS SEGA 32x 1 49 99

SEGA 32X EXPANSION FOR
MEGADRIVE WITH £50 CASHBACK
COUPONS ON 32X SOFTWARE
SLOTS INTO THE CARTRIDGE PORT ON TOP
OF THE MEGADRIVE 1 OR 2, ALLOWING USE
OF NEW, IMPROVED 32 BIT SOFTWARE,
REALISTIC 3D ENVIROMENTS AND
PROVIDING FULL DIGITAL STEREO SOUND.
SEE ABOVE FOR DETAILS OF 32X GAMES.

¥ MEGADRIVE DEALS

MEGADRIVE 2 WITH LION KING
AND 2 SEGA CONTROL PADS.................. 105.99

MEGADRIVE 1 WITH SONIC 2

AND 2 SEGA CONTROL PADS........ccoounnnnv. 79.99
MEGADRIVE 2 WITH SONIC 2
AND 2 SEGA CONTROL PADS..................... 5.99

MEGADRIVE 2 WITH SONIC 3

14.49

SAITEK
MEGAMASTER SG6
SIX BUTTON JOYSTICK

FREEWHEEL
STEERING WHEEL
PLUGS INTO JOYPAD
PORT. SUITS MOST
DRIVING GAMES.
19.99

| SAITEK MEGAPAD X

| SIX BUTTON JOYPAD
WITH DIRECTION
CONTROL, AUTOFIRE
AND SLOW MOTION

13.49 .
SAVE

LOGIC 3 SPEEDPAD SG
0 LA SIX BUTTON JOYPAD

WITH AUTOFIRE

9.99

TURBO 2 RAPID FIRE
JOYPAD WITH
AUTOFIRE AND SLOW
MOTION

6.99

PHASE 9 GRADUATE |
SIX BUTTON JOYPAD
WITH AUTOFIRE AND [
SLOW MOTION

12.99

GAME GEAR DEALS

ALL GAME GEARS COME WITH A FREE BLACK
PADDED CARRY CASE WITH SHOULDER STRAP
AND MULTIPLE COMPARTMENTS

GAME GEAR PLUS CARRY CASE
SONIC 2 & FOUR FREE GAMES
COLUMNS, CHAMPIONSHIP TENNIS,
PENALTY KICK AND PAN AMERICAN ROAD 9

£45 |

aooi | RALLY.
GAME GEAR + CASE WITH LION KING & SUPER MONACO G.P.
GAME GEAR + CASE WITH COLUMNS & SUPER MONACO G.P.
MAINS ADAPTOR FOR GAME GEAR.
BLACK CARRY BAG FOR GAME GEAR, AND IS SUITABLE FOR MANY ITEMS .
LOGIC 3 GAME GEAR DELUXE PROTECTOR CARRY CASE ....................
LOGIC 3 RECHARGABLE BATTERY PACK (MAIINS ADAPTOR REQUIRED)

£13]

AND 2 SEGA CONTROL PADS................... 105.99
MEGADRIVE 2 WITH VIRTUA RACING
AND 1 SEGA CONTROL PAD Al
PLEASE STATE MEGDRIVE 1 OR MEGADRIVE 2

MEGADRIVE 1 & 2 ARE THE SAME IN TECHNICAL SPECIFICATION.
MEGADRIVE 2 IS SMALLER, BUT LACKS A STEREO HEADPHONE SOCKET.

MEGA CD DEALS
ALL MEGA CD AND MULTIMEGA
PACKS INCLUDE 8 GAMES
ROAD AVENGER, SOL FEACE,
COBRA COMMAND, COLUMNS, SUPER
MONACO G.P, STREETS OF RAGE,
GOLDEN AXE, REVENGE OF SHINOBI

4.99

MEGA CD 1 WITH TOMCAT ALLEY AND 8 GAMES ..... 174.99
MEGA CD 1 WITH FIFA SOCCER AND 8 GAMES ....... 189.99
MEGA CD 1 CONNECTS TO MEGADRIVE 1 OR 2
TO PLAY CD GAMES OR MUSIC CDS
MEGA CD 2 WITH TOMCAT ALLEY AND 8 GAMES . . . . .. 174.99
MEGA CD 2 WITH FIFA SOCCER AND 8 GAMES . . .. .189.99

MEGA CD 2 CONNECTS TO MEGADRIVE 1 OR 2
TO PLAY CD GAMES OR MUSIC CDS.

MULTIMEGA DEALS

MULTIMEGA IS A SMALL, PORTABLE CONSOLE
AND PERSONAL CD PLAYER WITH A COMBINED
MEGADRIVE AND MEGA CD. COMPLETE WITH
MAINS ADAPTOR, IT PLAYS MEGADRIVE

CARTRIDGES, MEGA CD’S OR MUSIC CD'S

MULTIMEGA WITH TOMCAT ALLEY AND 8 GAMES ..289.99
MULTIMEGA WITH FIFA SOCCER AND 8 GAMES ......

SEGA CAR ADAPTOR FOR GAME GEAR (PLUGS INTO CIGAR LIGHTER) ..

5 I ALL PRICES INCLUDE UK POSTAGE & VAT | £
: Cheque/P.0./Access/Mastercard/Switch/Visa

9!
9]

2 :Cheques payable to: SPECIAL RESERVE at

HEAVY discounts
HUGE range

Spectal
Rederve

The Dircount Clud

FREE - 16 page colour catalogue - just phone

Order by fax on 0279 726842 - we'll fax back to confirm receipt

rWE ONLY SUPPLY MEMBERS BUT "YOU CAN 'ORDER AS You JOIN-‘

| Members receive our 48-page Colour Club Magazine bi-monthly. Each issue reviews a |
selection from our extensive range and includes at least £30 worth of coupons for

1 additional savings on top products. Members are under no obligation to buy anything.

1
| MEMBERSHIP FEES UK EC WORLD |
IONE YEAR (& monris) 7.00 4.00) 9.00 6000 11.00 (7.00) !

1 One year price includes six issues of Special Reserve magazine with £180 of XS Coupons

All prices include VAT and 2-3 working day carriage to UK mainland
Software and peripherals are sent by post, hardware by White Arrow
Allow one or two days for processing and despatch of stock items
We issue confirmations of all orders received

DUNE - ROAD RASH .. 1 :
ECCO 2 - THE TIDES OF TIME 199 SENSIBLE SOCCER H
ESPN BASEBALL 99 SONIC2 ... ! i
FIFA SOGCER (CHAMPIONSHIP EDITION) 34.99  SONIC CHAOS CREDIT CARD SWITCH

FINAL FIGHT .99 SONIC SPINBALL 1
FLINK® .. .. SONIC TRIPLE TRO g | EXPIRY DATE SIGNATURE, (SSUENO, )|
FORMULA 1 R STARWARS ..

P.O. BOX 847, HARLOW, CM21 9PH

Inevitably some games listed may not yet be available. Please phone to check availability.
Prices and offers may change without prior notification. SAVE = Saving off full retail price.
PRICES CORRECT AT TIME OF GOING TO PRESS. 20.12.94 E & O.E.

I
I
I
|
L Inler Medlates Ltd 2 South Elock The Mamngs Sawbndgewonh Herts CM21 QPG

i
]
i
i
I
i
1

o |
1
\
|
|

HUGE range of hnrdwarc ollw.are
books, peripherals and leads for
PC, CD Rom, Amiga, CD32, Sega,
Nintendo, Atari, Apple, Sony, Philips and 3DO.
All official UK products, all at HEAVILY discounted prices
Order by post, or by phone or come to one of the Special Reserve

CLUB SHOPS

43 Broomfield Rd  CHELMSFORD near the bus station
The Maltings SAWBRIDGEWORTH ¢ the train station

AMIGA CD32 CRITICAL ZONE PACK 220.00

WITH MICROCOSM, CANNON FODDER, LIBERATION,
PROJECT X, ULTIMATE BODY BLOWS, OSCAR AND DIGGERS

ATARI JAGUAR + CYBERMORPH ... ...179.99
PANASONIC 3DO + PEBBLE BEACH GOLF 383.99

CD ACCESSORIES

CD WALLET 24 OR CD WALLET 48 WITH
INDIVIDUALLY PADDED POCKETS FOR SAFE
STORAGE OF ALL AUDIO, GAMES AND VIDEO CD’S.
IDEAL FOR USE AT HOME, WORK OR IN CAR.

(HOLDS 24)+ 9.99
(HOLDS 48) + 12.99

The Discount Cluk

SONY SRS-P3 MINI
STEREO SPEAKERS
FOR MULTIMEGA,
MEGADRIVE 1, PERSONAL
STEREO OR HAND HELD
Bl CONSOLE ... ... 1298

CUDDLY TOYS

SONIC THE HEDGEHOG (38CM TALL)
TAILS CUDDLY TOY (35CM TALL) ... ... ..

..10.99
..10.99




2 A person at school says his Jaguar can handle more polygons
a second than the 32X. Is this true?

3 Why have Sega upped the price of the 32X from £150 to
£170 and thrown in £50 worth of vouchers, when they could
have thrown in a game?

4 How many polygons can the Megadrive handle on its own?
STEVEN FENNER, HERTS

SM:1 Quite a lot less, although since there’s no hardware tex-
ture mapping with 32X, it's down to programmers and their
ingenious routines. 2 No. 3 Who knows? We think they should
have thrown in a game too, but it seems like they're hedging
their bets and using the vouchers in the hope that people will
buy more than one game for the machine - the vouchers are
just a cheap way of enticing people to buy more games. 4 Not
many. Compare F117 Night Storm to Virtua Racing Deluxe...

SO0 OO0 OO OO OPOOPOS®POOOEOPOOGEOIOEOSOPOOSOOEOSEOSOSOPS

BRAD PARKINS IS A LWEIRDO
DEAR MR PERSON WHO DOES Q&A,
I have a few questions for you, so please answer them. By the

I'm VERY C(ONCERNED

Dear Sega Mag, ) : ) way, | own a Megadrive, an Amiga and a Game Boy.

Could you help me with a few queries regarding the 32X? 1 How many cheats are there Robocop v Terminator and what
I recently read that Mortal Kombat would be converted to are they?

the 32X, and that it would be arcade perfect. As far as I can 2 Are there any cheats for the Lion King, and what are they? |
tell, all the 32X’s games will be can only get to Simba'’s destiny and I've

based around polygons for fast sprite
scaling, with hardly any improvement
made on the actual games. Even
Cosmic Carnage seems a little dull,
and it only has eight contestants.
How does the 32X enable program-
mers to improve on conversions of
already existing games? Okay, it has
better sound and colour definition,
but where does all the memory come
from to allow bigger games to be
made? | think that many of the
games could have been published on

tried making some cheats up but they
don't work.

3 | have a six button joypad and | can’t
find a use for the mode button. What
does it do?

4 Is there going to be a Haunting 22

5 Is Ren and Stimpy any good, and will
there be a sequel?

Thanks for answering my questions and
can you please tell Brad Parkins that he is
a weirdo.

JOHN SIMPSON, MANCHESTER

A The level select is still a secret! Hah!

the Megadrive. And if the 32X only SM: 1. You should have bought last month'’s
improves polygon based games, where does that leave plat-  issye with the Tips Bible. Inside is every Robocop tip you’d want.
formers and beat ‘em ups? Will.fhey be around the same 2 There’s a level select, but we aren’t going to reveal it until

size as Megadrive games PUf W'”’} more colour, or will the people are REALLY desperate. 3 Most programmers don’t bother
programmers be able to give us bigger and better games? | sing the mode button, but it has been put to use in a couple of
am very concerned. games. In Dragon it can be used to change fighting modes, and
GARY SIMPSON, NOTTINGHAM in Virtua Star Wars you can use it fo change views. 4 No. 5 It's

: . okay, and there probably won’t be a sequel.
SM: When an arcade game like Mortal Kombat is converted

on to a smaller machine, many compromises have to made.

For instance, the Megadrive version | ls l" n ”lP n”_’

has far less detailed graphics, smaller DEAR SEGA MAGAZINE,

sprites and the sound isn’t as good )
either. Butwhen s released on the Please could you answer these questions,
as | am thinking of buying a 32X.

32X, all these problems will be recti- okl
fadl | | o 4o this tachnol 1 Will Virtua Cop and Desert Tank be
e released for the 32X?

used inside the 32X. Obviously, the . :
32X can’t improve on the arcade ver- 2 1s Cqsmlc Cgrncge just another
Streetfighter rip-off?

;omn'eZic:.;febmexl.::?,&ﬁ?az I 3 Will Virtua Fighter 2 be released on the
Kombat Il is concerned, what you will 32X "

get is an arcade perfect conversion... 4 In Issue 12, you said that Afterburner
so we're told. However, this doesn't would be released for the 32X, and it
mean that Sega will only concentrate 4 Cosmic Carnage: Is it good enough? wl;uldee one o}: ih‘ﬂ gbeuﬁgr games avail-
on converting already existing games. able. Flow much will it cos

They currenﬂ% have around 4gogﬁf|es in development, none GREG SHUTIE, NORFOLK.
of which will have been seen on any other console format.
And yes, some of those games will be very large, and some
of them probably won’t. The 32X doesn’t just improve poly-
gon based games you know, — it improves all types of
games and it's up to the programmers what they use the
memory for. And hopefully, it won't be possible to produce
many of the games on the Megadrive.

900G OOPODOOIOEOCGEOSNOEOEOEBSDOIOEOOEODOSNOIOOSOEOEOS®

SM: No news on Virtua Cop or Desert Tank, but it is likely. 2
Although Cosmic Carnage is a traditional fighting game, it
doesn't lift too many features from Street Fighter — it's more a
rip off of a Neo Geo beat ‘em up. Of course, this doesn’t neces-
sarily mean that it's any good. 3 Probably not, although it will
be released for the Saturn. 4 After Burner will cost £39.99, and
if you have a set of vouchers it will cost
£29.99. '
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WHY DOES IT [OST 50
mucH?

Dear SM, DEAR SEGA MAGAZINE,
| have a few questions that need | recently purchased a copy of FIFA ‘95
. answering. on the Megadrive. | stored an ltalian

1 1 know the 32X can handle 50,000
polygons a second and can also do
texture mapping, but how many tex-
tured polygons can it handle?

league game on it where | was top of the
league with AC Milan. | came back to the
game the next day and found that every-
thing | has stored was completely wiped.




| was doing really well in the
league so you can imagine
how | felt when | saw it was
all gone. Anyway, what |
want to know is can | possi-
bly retrieve this information,
or has it gone forever?

NEIL PARRY, LIVERPOOL

SM: Sorry, there's nothing
you can do. Looks as if you'll
have to start all over again.
Sorry ‘bout that (snigger). If
you're really upset you could phone EA about this
issue on 0753 549442. As it is we've been hearing
plenty of stories about FIFA ‘95 being incompatible
with some Megadrives...

® 000000000 SOEOGEOG®OGES®EOOGOOGEOGSOSOOOSEOSES

IT SEEMS A BIT WIMPY
DEAR SEGA MAG,

HELP! | don’t know what to do about
the up and coming 32-bit situation. |
am interested in either the Saturn

or the Play station. | could get a
32X but compared to all the
other new consoles it seems
to be a bit wimpy. Please
answer these questions as

| seriously need help.

(that’s true enough —

Sam)

1 How much will the

Saturn games cost when
they're released over here? |
heard that the Play Station costs
£200 and the games are £30. In
Issue 12 you said that the Saturn
costs £400 and the games cost
more than they do on the 32X. Is
this frue?

2 Is Super Streetfighter 2 coming out on the
Saturn?

3 Will Ridge Racer come out on the Saturn?

4 When is the Saturn coming out? | read that the
Play station is coming out just after Christmas?

1 really want to stay loyal to
Sega, but it seems as if the
Playstaion is the best bet all
round. Please help me make
a decision.

CONFUSED,
CONFUSEDVILLE

SM: Saturn games will prob-
ably cost the same as
Megadrive games, although
some of the bigger ones may
cost more. The Play Station
only costs £250 in Japan.
There has been no official UK price point for Play
Station - or Saturn - yet. Incidentally, the Saturn
only costs about £280 as it's on special offer at the
moment. 2 Hopefully not. 3 | doubt it, as it's one of
the Play Station’s best games, but | suppose it may
get converted after a while. The Saturn will be
released on the UK sometime between August and
October of this year. The Play Station is out now in
Japan only. It won't be released in the UK until
later this year.

A Buy this!

®900000OC06OCDOGOOSGNSGDODS

WE WANT TO SEE
[LASSICS

DEAR Q&A,

1 Is there a Toe Jam and Earl
3 planned?

2 Will there be any classic
games like Sonic or Columns
released on the 32X like on
the Mega-CD?

A Ooh, 1 like this one.

games planned?

4 Will all the 32X games

be like Doom and Virtua

Racing?

5 If the 32X can't even

handle the likes of Virtua

Fighter and Daytona, it

doesn’t stand a chance

with Virtua Fighter 2. So is

it worth buying?

STEVEN ANDREWS,
TEIGNMOUTH

SM: 1 No. 2 Probably not. 3 Not at the moment,
although it is the sort of game that's likely to turn
up on the machine. 4 There will be loads of differ-
ent games released for the 32X, and they will all
look different. of course, you’ll get your usual plat-
formers and stuff, but hopefully they’ll all be up to
the same standard as Doom and VR Deluxe. 5
Who says it can’t do Virtua Fighter?2 The first
three games (Doom, VR Deluxe and Virtua Star
Wars) were of top quality, although the later
releases haven’t matched their standard.
There are loads of great titles in
development though, so
maybe you should wait
and see what else is
released for the machine.

®00O0FPOESOGNOOSOOS

DOH!

DEAR SEGA MAGAZINE,
You'll probably find these ques-

tions really easy, but could you
answer them anyway.

1 What effect does the Megadrive

32X have on normal Megadrive

games?

2 | know you can play Megadrive

games on your 32X, but can you play

32X games on a normal Megadrive?

3 Is the 32X worth over £1502

4 Are there any plans for another upgrade for the

Megadrive?

5 Should | get Earthworm Jim 2 or wait until

Earthworm Jim 2 is

released?

CARL HATTLEY, BICESTER

SM: 1 None whatsoever. 2
No you fool. What would
be the point in buying the
add-on if you could? 3 Is a
Twix worth 28p2 4 No. 5
Buy Earthworm Jim — the
sequel hasn’t even been
developed yet.

o000 O0OOGOOGESS

SHOULD |1 SELL UP?

DEAR SEGA MAG

Yes, | know there are a lot of questions, but
PLEEEEASE answer them all.

1 When is the Saturn released in the UK?

2 How much will it cost?

3 How much are the games going to be?

4 Do you think it is worth selling my Mega-CD to
buy a next generation machine?

5 My friend has enough
money to buy a 32X with
three games. Should he
get one, or should he wait
for the Saturn or the Play
station to be released?

6 As I'll probably sell my
Mega-CD, should | also
sell my Megadrive with
MK2, SSF2, Micro
Machines, SOR3, Micro
machines 2, and Sonic 3

3 Are there any WWF 32X

A It's that Akira bloke, innit.

to buy more 32X stuff?
7 Does the Saturn come

02A

RELEASE SCHEDULE

JANUARY

MEGADRIVE
DAFFY DUCK
BONKERS
RISTAR
SOLEIL

MASTER SYSTEM
SONIC SPINBALL

32X
AFTERBURNER
SPACE HARRIER
COSMIC
CARNAGE

MEGA-CD
MIDNIGHT
RAIDERS

POWER RANGERS
EYE OF THE
BEHOLDER

MEGADRIVE

ATP TENNIS
STRIKER

ASTERIX — POWER
OF THE GODS
SAMURAI
SHODOWN

GAME GEAR
RISTAR

MICKEY MOUSE 3
STRIKER

32X

GOLF’S BEST 36
HOLES
FAHRENHEIT

MIDNIGHT
RAIDERS

MEGA-CD
FAHRENHEIT
ETERNAL
CHAMPIONS

with any games?
FROM A WHEEL OF A TRAILER

SM: 1 The Saturn is released in the Autumn of this
year... or maybe sooner if we're lucky. 2 It will cost
around £400. 3 The games will cost between £40-
£60, although since they’re on CD, Sega could
release them at a cheaper price. 4 Why not wait
until the Saturn is actually available in this country
before you start selling off all your wares. The
same goes for your Megadrive and games. Sega
are still developing titles for the Megadrive and it's
still their most popular product, which means that
loads of top games will still be released. 5 The
Saturn, etc won't be available for months yet which
means that your friend won't be able to buy one.
The 32X is a good choice for now, but if he really
wants to upgrade, it could be worth waiting for the
Saturn’s official release.

7 No one knows yet, but our bet is on Virtua
Fighter, which by the way is absolutely brilliant.

A Oh dear this is a bit incestuous

It’s that time again folks. Hasta La Vista,
Buenos Noches, we outta here goodbye.
Catch us next month for more expert
problem solving.




This Christmus witnessed the sale of thousonds
of Megadrive 32K units. Allegedly, there are now
more 32#s in homes than 3D0s und Juguars
tomhined! To keep that sort of sules momentum up,
Sega need decent 32K software - gumes that really
use the 32-hit hardware. Games sort of like Metal
Head renlly. Richard Leadbetter straps himself inton
giunt robot and prepares to kill everyone with high-
talibre projectile wenpons.

If there's one buzzword that's
accompanied the arrival of the Next
Generation consoles, it has to be
texture-mapping. Except that’s more
of a phrase rather than a word. Still,
texture-mapping adds colossal
amounts of realism to otherwise
quite ordinary looking polygon

The process of texture mapping
involves placing detailed sprite-like
images over polygons and warping
the appearance of these sprites to
make them look more 3D-ish. The
first game to really use texture-map-
ping well in an action-environment
was the superb Doom on PC, which
translated superbly to 32X. And now,
following up that incredible game is
the excellent Metal Head.

The game is set in the city streets of
the future, with the player in control
of a huge Battletech-style Mech
robot, armed with a range of
devastating weaponry including

Lk : P

A Cars don’t explode - they shoot up ~ €aNnonNs, missiles .and mines. You're

into the air. Curious... up against an entire legion of
mechs, laser cannons and armoured
vehicles, controlled by an evil

A Blast! Destroy! Kill! Preferably
from quite a distance away.

=

AD

S
games PRESS STORY BUTTON

A A jeep formation
ready for destruction.

A This tank is the first
stage’s boss.

Yourstirstmisgion.

Des oY afrenemy mechs
“in the & v nedahe border,
Remember to v:.t«w"fhuﬁll
out, -

A Not the most
authoritative-looking
commander, eh?

ALL THE
WORLD’S
A STAGE

Metal Head's military manoeuvres
are split up into six different
stages. This part of the showcase
deals with five of the levels. We're
going to leave the end of the
game shrouded in mystery, but
you can discover the true horror of
the final confrontation just as we
did, should you decide to
purchase the game.
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dictator who's taken over the capital
city of an unnamed country (which
looks a lot like different cities in
America to be honest).

Thanks to the all-powerful might of
texture-mapping this game is a real
looker and although the frame
update makes for a game that's not
quite as smooth as Doom, the game
has a full-screen image. What's more
everything is texture-mapped in Metal
Head. In Doom, the enemies were
scaled sprites - not so in this title.
Everything is fully rendered in 3D,
making for some quite spectacular
explosions as you destroy the enemy’s
military hardware.

POWER-UP
PRESENTATION

Presentation is a pretty important
aspect of a console videogame. Do it
right and the game has a polished
feel that makes you think you're
really buying a quality product. The
lack of decent presentation can be
quite embarrassing. Still, Metal Head
has very little to worry about.

The range of options is frankly huge
with three different types of sound
test (for the music, the generated
sound effects and the samples), three
difficulty levels, the ability to switch
off the digitised portraits (more about
that later) and even alter the speed of
the background music. Bizarre eh?
Presentation screens are also used
well with a good-looking attract
sequence. Metal Head also has tons
and tons of speech - just.about every
word that appears on-screen is
uttered by the 32X’s new sound chip.
The amount of memory spent on pre-
sentation alone must have been quite
substantial...

mission
BREAKDOWN

Metal Head boasts six different stages
(each set in different cityscapes), each
with three mini-missions you need to
complete in order to progress. The
range of missions makes for some
varied play.

For the most part, you're dispatched
to take on multitudes of mechs (or

STAGE ONE

This level is pretty easy actually and allows you to
get to grips with the slightly odd control method.
The range of missions is pretty banal really - you're
charged with the task of taking on an army of
enemy mechs and jeeps and taking out a few
stationary mechs while they’re stationary, being
serviced. BUT... it's a trap to lure you into an enemy
counter-attack - take out the lead vehicle to destroy
their chain of command.

_OTW

o[ 1T

A The first level doesn’t really offer much
in the way of opposition, if the truth be
told. Enemy mechs such as this one as
easily disposed of with a quick blast of
chaingun fire. These mechs are backed up
with support fire from jeeps with mounted
cannons and smaller robotic escorts which
can pack a fair old punch.

= 5 \- W
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A If you don’t dispose of the enemy mechs quick enough, this huge

bomber flies over and destroys plenty of them for you. Get out of

the way though, because those blasts hurt you too.
The second stage introduces a fair old amount of

variety into the proceedings. Yes, the main
objective remains much the same - simply blast
any enemy hardware that strays into your path.
However, you need to find and photograph the
main enemy base, and escort a helicopter
gunship there in order to destroy the main gates.
Then you can go in-doors and take on the enemy
in their own base! Destroy their generator and
get out.

A You’re on escort
duty. Guide this
chopper to the
enemy base.

A The enemy base is guarded by mechs far more
powerful than in stage one. Just one of their
shells packs quite a punch.

-
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1= How do youwant 1o
! s S . :
equ [ﬁﬂ your risbht ame?

A It's that so-called ‘
support bomber that N
strafes the streets p
during the first level.
It’s supposed to be on
Kzur side, but it drops

mbs on you as well
as the enemy, without
even a second
thought. Stick to the
side streets.

+

STAGE
THREE

A battle-hardened mech warrior

such as yourself isn’t sissy enough

to rely on things like food and

sleep. Oh no. So when night falls,

you stay behind for an exira shift, bl LY
moving downtown to destroy the e L L L
enemy mechs in a preemptive
strike! When the sun finally goes
down, you need to engage your
nightvision cam, but visibility still
isn’t great. Which isn't a great
state of affairs really because a
huge enemy super-mech has
arrived and only you can defeat it .
in one-on-one combat! A The darkened streets of level
three are packed with mechs.

b IR B

%'l l-be~-tos dark fdr 8¢
@reci_s f‘o_rx ‘a‘ttack.
SwitCh your camera 10
}nishtv iSion Now.

e

A The nightvision Metal Head camera causes the screen to look like this. Sort of like
infra-red. But green instead. It makes taking on the enemy mechs easier, but you can’t
really call this ideal conditions for a pitched battle.

i i veE
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| WEAPON.SELECE.]

5285 | BRI e

FLYING M INi

"4l T vou! Ll prabably need
Some op Eibnal weanons.

A This is the rather unlikely looking weapons merchant in Metal Head. We’re
sure he’d look a lot younger without that beard.

2065 »

;

A Sonic the
Hedgehog makes a
cameo appearance
on the side of this
building.

A This is the main
enemy boss on level
three of Metal Head.
Its rear flaps open up
to launch missiles at

ou. Not particularly
riendly you might
think. And you’d be
right, actuaY .

A Mechs often hide in these
recesses on the streets.

SEGA ¢




STAGE FOUR

Taking a trip to the edge of the city, you receive
news that the enemy are transporting supplies to
their comrades via the railway line that crosses
the metropolis. You need to find this railtrack,
destroy the enemy mech escorts and then set up
an ambush to destroy the supplies when they

finally arrive. No one said that this was going to

be easy...

MEERIDRIVE
. P, .

STAGE FIVE

The battle intensifies as the enemy throw their last remaining
armoured vehicles and mechs at you. They've also set up a
convoy of vehicles transporting parts for an all-new highly
dangerous super-mech. If you don't take out that convoy and
reduce those parts to so much slag, you're in trouble. Real
trouble. Ahahahahahahaaa!

A A short-cut for your troops
is opened up by blasting this
explosive-laden lorry.

A This railway track brings in enemy
supplies. It’s up to you to stop them,

but you’ve got to get through legions
3 that ain’t easy...

of mechs first. An

VIELU-FINDER

Metal Head is one of those new-fangled 3D games, which inevitably come with the ability
to change views, allowing you to take a look just about anywhere you fancy. Views one to

..
A Once you've disposed of all the support vehicles, 'nou
need to lring your weapons to bear on destroying the
main carrier vehicle. It's extremely heavily armoured.

TELCT It
e b LA E

A Lock on to the enemy
mechs and let them eat laser.

A Those cannons are pointing in your direction and even
one hit from them is enough to cause much damage.

four are basic vantage points available to all 32X owners. However, if you're a flash six-
button joypad owner, you're able to access two more views! Is that great or what?

;

The basic viewpoint, right from
the cockpit of the Metal Head itself.
This is a bit too close to the ground
for comfort, but gives an excellent
view of the terrain in front of you.

Aha, this’ll be view two then,
the sort of overhead vantage
point, if you will. This is the only
perspective where you can see the
entire Metal Head, but otherwise
it’s not that useful really.

This viewpoint is courtesy of an
imaginary camera positioned at
the feet of the Metal Head. Oddly,
the frame update seems a lot
swifter from this perspective. Quite
curious that, really.

This is perhaps the most useful
view of all, positioned a little
above and behind the Metal Head.
It gives you a better perspective of
the enemy than view one, making
it ideal for “everyday” use.




A The convoy of vehicles, escorting the final part of an all-new mech. The support
vehicles are relentless with their shelling, so taking them out is a priority.

BOSS ONE

This is your default boss/mission
commander
type bloke.
Just like
Gordon
Jackson in
The
Professionals,
but
significantly
more
cheerful.

BO5S
Two

Change to

drawn characters, and your boss
looks more like this. He may not
look much, but his mouth ani-

mates more realistically than his
digitised counterpart.

Six-button joypad owners get
two extra views - a left viewpoint
(pictured) and a right one as well,
accessed with the X and Z buttons,
Pressing button Y instantly accesses
view two for you.

PAN-DIMENsIonAL
TEAIT APPEARANCES

As well as digitised speech, Metal Head also
features digitised people communication with
you. They look a bit odd when they animate, to
be honest, but luckily the game also gives you
the chance to voyage to another dimensions,
where your teammates have totally different,
more comic-oriented countenances.

one enormous, well-armed, heavily armoured
super-mech from Hell), but other missions involve
escort duties, troop support activities, setting up
bombing runs and infiltrating enemy bases. Some
missions test more than your trigger finger. In one
level you need to locate the enemy’s generator,
destroy it and evacuate before the whole place
goes up. A photographic memory does come in
handy for remembering the route out.

THE LUEAPOINS SHOP

In most games, points serve little purpose, apart
from forming the basis of a boast-inducing high-
score. That's not really the case in Metal Head.
After the conclusion of every mission, you're
awarded points depending on how many mechs
you took out, how much ammo and shield you
have left and the time remaining. These points are
taken over to the weapons shop at the end of
every level, enabling you to upgrade the
destructive capabilities of your mech.

Hammer fists and chainguns are your basic
weaponry, but you can upgrade these for super-
chainguns, grenade launchers - and the pride of
the military arsenal - lasers. These come in two
different forms (normal and heavy) and inflict dif-
ferent amounts of damage.

Optional weapons are also available, including a
huge missile pack and flying mines. Speed and
armour power-ups are also available.

Metal Head is reviewed on page 80.
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a definite method to this - it's not haphazard
like in Street Fighter or MK.

2 Remember that once you've decked your
opponent, you can punish them further by
pushing UP and PUNCH. This causes your
character to fly up into the air and land on
your opponent. There are two types of attack.
Tapping UP quickly and holding UP whilst
pushing the PUNCH button. The tapping UP
attack is quicker to pull off but incurs less
damage than the holding UP attack. Akira
only has a tapping UP attack.

3 The back-flip attack can incur incredible
amounts of damage. Hold UP and BACK,

These hints should boost your Virtua Fighter

prowess significantly. Avoid them at your

perill

I Blocking is one of the most important tech-
g/ﬂm niques to master in Virtua Fighter. Master

release and tap KICK. If your opponent is air-

= - 2 & borne, you can inflict two hits. Using this

Hove you noticed something odd? Hove you noticed how gumes journos have ok vt hove KOed an opponentin tie

these techniques and you should be able to
block effectively and counter attack. There is
& = = = = = and a half seconds! And that's on default
suddenly started saying that Virtua Fighter is one of their most fovourite games ever ol seTes]
despite dismissing it when it first cume out in the arcades? Odd that. Anyway, we

4 Some characters like Sarah and Pai have

digress, which isn’t a particularly dever thing in on intro, to be honest. Still, now that longer legs than other participants, meaning
o Ta s i = 5 that they can get kicks in where others can’t.
everyone’s “discovered” Virtua Fighter we feel it’s about time that we revealed our :

a a e = - - Ring-Out dod t i
greatest hints ‘n’ tips for this incredible game. This feature is bused around the Wichery it bt Al antt Kegethewe enoiiol
Suturn gume, but rest ossured - everything here works just us well in the arcades os ot IO 1 sHowlig aettin Sl gf e
it does on the home gume.

Virtua Fighter is a game that you really need to get the hang of - it plays in a
totally different way to your Street Fighters and Mortal Kombats. The first tip we
have is pretty obvious - practise playing the game first -
some people find that the controls are unresponsive and
pretty “floaty”. This is true to begin with, but after a few
credits’ worth of play you should have got the hang of
the game'’s idiosyncrasies.

It's best to learn each of the characters in turn - we
recommend starting with Jacky or Sarah. Many
people find that they can learn the blocking
techniques and timing with Jacky, who is one of the
faster characters in the game (and whose special
moves are pretty easy to master). Sarah is perhaps
more powerful than Jacky - her combos are a lot
easier to pull off.

After that it's up to you. Akira is one of the most
powerful characters in the game and is best saved

for experts, whilst the likes of Wolf and Jeffry are

best for those who can pull off throws in their sleep.
And that's about it really. In this feature,

we'll reveal all of the characters’ moves

and plenty of combos.

However, some
combination
attacks are
extremely
difficult to
master. We'll
be reserving
these for
another tips
special. Who
knows, maybe
you lot can
work them

out for
yourselves.

/.

S>> K
””EE A low roundhouse that

One of the fastest characters inflicts 30 damage.
in the game, combining the
speed of Jacky and Sarah
with some very original spe-
cial moves. Kage is superb at
getting Ring-Outs. Also, using
Kage’s UP and PUNCH
attacks places him in unusual
positions, whether he hits
them or not...

50 points of damage if
you manage to pull off
this tricky throw.

Kage throws his oppo- Kage uses his arms to
nt high into the air. throw an opponent
damage when your over in this 50 point
hits terra firma. attack. You need to be
quite close.




This is one of the
most powerful
Virtua Fighters, but
he doesn’t rely on
conventional com-
bos or special
moves. If you're
used to playing the
likes of Jacky, he
can be a totally
alien experience.
However, learning
these special moves
could be very
advantageous...

A sneaky trip attack
that drains an
incredible 50 points.

The backflip is very
powerful causing 50
points of damage.

An elbow attack that
can be stringed into
combos, but inflicts 20
damage on its own
thank you very much.

Performs a deadly double kick
that drains 30 points of damage per hit.

A dashing elbow that
inflicts between 20 to
40 points of damage
and is useful in getting
a ring out.

A simple elbow attack.
20 points of damage.

A similar move to the
elbow, this powerful
palm attack does
between 20 and 65
damage.

A charging attack that
looks spectacular.
Between 20 and 60
points of damage.

Roll towards your
opponent if you tap
KICK, for 35 points.

A rising knee attack.
Quite powerful at 40
points of damage.

A very quick combo. The first punch gleans 8
points of damage, the second 10 and the kick 30

points.

A decent roll that gets
you out of trouble. No
offensive value.

Another form of
backflip. Not quite as
useful as the previous
flip, or as damaging at
40 points.

Perform in quick succes-
sion. The punch causes
12 damage, the kick
30!

Difficult to pull off but
most impressive.
Perform at close range
for 30 damage points.

Perform in quick succession. The punch causes 12
damage, the kick 30!

An extension of the previous combo, inflicting 8, 10, 12 and finally 30
damage! And it looks great too.

23m

Three punches for 8, 10 and 12 points of damage
followed by a backflip for 40!

A very useful roll you
can perform from a
distance, causing 40
damage straight away.
Good for shoving
opponents out of the
ring.




wn” A charging clothesline, A prefty useful, not fo

inflicting 4 ints of mention powerful
A character unique in S 0 ol

piledriver.
that he has a special
move that blasts
through a character’s
defence, damaging
them and leaving
them open to an UP
and PUNCH ground
attack. Many people
believe that Wolf is
slow and
cumbersome. This is
not true - V\{:lf’s 2
riginal att n
oingcrr::l“:lec;f":;s A very powerful back- A low blow useful for
really make the slamming throw - breaking opponents’
difference. inflicting 80 (count ‘em)  blocking techniques. A
points of damage! token 20 points.

JEFFRY Po—

Inflict 20 points per punch. This attack dodges o i A terrifyingly fast Yet another flying
A charaehl gl under defence. Very useful. shoulder charge. knee. Yet another way

g —— —— o Depending on range of pulling it off. 30
;::;:m o,: 'hr;‘:‘:,' ES 2 g I et g e @~ expect between 20 and points of damage
himselgf gomﬂgqred to ) 70 points of amuge! makes it quite handy.
the likes of Kage
and Jacky.
However, those
throws can be b e .
incredibly o T
damaging. Pull off a
throw whilst behind S$PL TG
your opponent and
you can produce an
incredibly
damaging back-
breaking attack...

Perform this move at A super-powerful throw

close range for a causing a gargantuan

d tating 50 point 80 points of d !

'}ﬁ.::zgc o Inch;?ilirl‘:li.o ik s Pick up the opponent, swing him around and chuck him away for 100
damage! You need to be in very close.

N N PH

A superb kick, clout combo! 24 damage followed A simple 20 point low- gy bl c ?iﬁicuh.fo Pe"rf:rlm

by 30 points. Smart stuff. blow.fhat is useful in o et ml:) ::F;:;OP':;GIO‘B
catching out human dama.ge yethiedauel
opponents.

A low elbow (12 points damage) followed quickly A simple 30 points of

A quite uncharacteristic A 50 point mega grab A 100 point throw!
by an overhead swipe (30 points).

damage for a flying kick aim right at the and chuck affair. Admittedly difficult to
knee attack. family jewels (24 points Impressive to behold. perform, but

damage). super-damaging.

2) SEGA
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A 22 point spinning back knuckle technique.

M PG

A spinning knuckle followed by a roundhouse
kick. Quite damaging, inflicting 50 points in all.

ln[ ”v A simple elbow attack
hitting for 20 points of
The most popular damage.
choice of character in
Virtua Fighter, Jacky
is easy to master and
quite powerful in the
right hands. Basically,
his moves make him
a mixture of Pai,
Kage and Sarah.
However, his
ferocious attacking
style can be easily
blocked by later
ASIGUIEL Dpponsnts. A double spinning
knuckle attack - 22
points damage per hit.

At close range, this The 50 point backflip
unleashes 20 point attack, shared with
damage. Kage, Pai, Sarah and

Jacky’s trademark double roundhouse. Two 30 A very short, very simple attack: 12, 12, then 30
point hits. points of damage.

P s b lick inflict: A very decent spinning knuckle roundhouse
2;2:::2% :: t.ll;;d:ouse :ul::‘gahg:_'Ck nfilcting 34 combination. 22 points damage for the first hit

great swooping noise. and up to 30 for the second.
Expect between 20 to

50 points of damage.




Lau’s most impressive combo - raining in those
blows. 10,12,14 and then 50 points of damage!

PAI

Being Lau’s daughter,
you can expect her to
share many

techniques with Lau -

and this is true,
although she trades
up some of her
power for superior
speed. She’s also the
most defensive
character in the game
and using various
throws and blocks
she can turn an oppo-

A devastating spinning
roundhouse that drains
between 20 and 40
points.

A character who
really does need to
be controlled by
someone who has
mastered the art of
blocking. Do this and
you can block CPU
and human player
attacks and respond
with an incredibly
devastating
combination attack.
Lau is a very nasty,
ruthless character.

Devastating
backbreaker throw - a
massive 80 points o’
damage for this one.

Simple uppercut
causing 20 points in
damage terms.

A couple of punches followed by a little round-
house effort. 10, 12 and then 30 points of

difial

A few punches followed by a satisfying kick. 8,
10, 12 and 50 points in terms of damage.

More punches then a low spinning roundhouse.

0335
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The basic spinning roundhouse inflicting between
20 and 45 points of damage.

A simple elbow attack
(20 damage).Can be
stringed into combos.

The obligatory backflip
causing 40 points of
damage.

A flurry of jabs followed by a back-flip. 10, 12,
14 and 40 points of consecutive damage.

SEAHIE

A superb-looking throw

An impressive-looking
that inflicts 40 points.

charge offensive
inflicting 60 points of
damage.

. 1Y H o m—

A charging punch and
kick combo. A total of
65 points of damage if
you execute this one
correctly.

Yet more punches followed up with a backflip. If
you do it properly, expect damage of 8, 10, 12
and then 40 points.

nent’s attack to her

own advaritage; Damage? 8, 10, 12 and then 40 points.




The illusion kick. Hits
twice for a total of 30
points of damage.

50 points of damage
for this devastating
clothes line throw.

SARAH

Sarah is the sister of

Jacky and uses a very

similar attacking
style. However, her
combat emphasis is
based more on
devastating
combination attacks.
Her illusion kick can
be particularly
devastating, landing
three hits and leaving
them open to a
ground attack.

The ubiquitous backflip,
although only causing
40 points of damage.

CRPRE e o S

The easiest Sarah combo to master. 40 points of

damage in all.

The usual 50 point
backflip attack. Very
useful indeed.

Rising knee attack.
Quite simple to execute
- 40 points of damage.

SARAK SARAR. JEFFRY

Sarah’s flying knee
attack. Easy to perform
and pretty damaging at

: PPP €K
30 points.

An absolutely incredible combination attack that’s really easy to learn. 8,
10,12 and then 50 points of damage!

ETIMES
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KRAGE

A couple of punches followed by a flying kick at
close range. 8, 10, 10 and 30 damage!

A backflip (with no kick) followed by its
kick-related brethren. 40 damage IF you hit.




SEGA{ATURN

KINGHT OF
THE LIVING

Well, Sega tertainly set the puce for the Saturn
with the release of Virtua Fighter. There’s no
doubt about it, it’s the finest
console gume ever seen. But
how tun they hope to fol-
low it up? Where do
LEVEL I: BETSY’S ROOIM they go 2G|
So Pepperouchau’s quest to rescue Chelsea begins. S ; - ’
SR O AR Y L e——
e Ddaiccan Aber sl i gﬂ | 48 P 2 muke you give up and go back to
' ' gnml old-foshioned toys. And in fact,
that's exnctly whot Segn hove gone | ‘
und done, in a way. You see, toys are the
theme of Uockwork Knight, the latest
Saturn gume to be released in N A

Jopan. Lord of the wooden tops, \

As soon as Peppy nears these doll’s houses, they topple over. Running
underneath is one way to escape. On the other hand, he can use them
as bndges to climb over gaps in the tables. This is a superb demon-

stration of the 3D texture-mapping in Clockwork Knight.

By using his key, a
Pepperouchau can = g
unlock these boxes TOM GUISE, lifts the lid on the toybox. §
and use them as ‘
entrances fo other All aboard for Toytown! No need to N\
areas of each level. 4
push, folks, there’s plenty of room for
everyone. Weebles up the front, clothes-peg (
e o= = 2 WM people on the left. Ah, Mrs Ruckspin, you'll | 4
When these model kits fall off the e B el 7 =" find your husband and the little teds upstairs.
; T P
shelf, they can be used as a step Fofisis /o v x4 A% Hang on a second, what are you fellas?
to reach higher shelves. Running Yol S— ' | Conkers?2 Hmm, I'm not sure you're toys.
:r.‘;ijememh‘ themfﬂ::ulgh, !|eads to s More like berries or something. Sorry boys, |
AOEN sechans oL ine eV s b G T ; can’t let you on. You see, this isn’t your regu-
Ll lar toytown delivery, heck no. These might look like ordinary toys, but
take a closer look and you'll notice something odd - they’ve all got cone- & g

U P ren ‘, 3 s ! heads! That's right folks, these toys are from v
—_— =R SSanil % Saturn. They're the ‘Next Level’, buster! » / N
¥ e ¥ P %, H ’ ‘ ’
2 E n U R e + Al Things aren’t the same on the ‘Next Level'. 1
- 2 Even the platform games are differ-

§ : B = 37 ent, as these toys are about to find
3 - o £ . | o D B out, because they're heading for the
fo"glpr g onto & " — s ‘ "B Saturn'’s first platform game. Okay,
eat it js 4, k € scree : %l = 7 it's time for the Toyland Express to
ock ifs h * Strange d ol G TR
off bt LN es its hy Rl depart. Horse chestnuts off the bus.
Walchg b Y9€ hat g5 4 D We're away! Parp! Parp! =+

Cause j; rin,
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Searching the nursery can
lead Peppy to all sorts of
places. He can even clamber
along mobiles hanging from
the ceiling.

Some of the enemies in the
game are ingenious. These
toy frogs are powered

by little air sacks.

Look, it’s a picture
Betsy on thishelf. X

)
From inside the clock

bursts a singing doll. Her
name is Chelsea.

Suddenly the clock on
and all is quiet  the wall starts to chime.
in the nursery. 1’s midnight!

e« ey TS Be

It is nightime

e— T EETCT
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LEVEL 2:
KEVIN'S Room

Having reached the
clock, Pepperouchau
finds that his sweet-
heart has been taken
through an air vent in
the wall, leading to
the rest of the house!
Following the trail, he

heads into another

bedroom Activate this Bowling

Monkey toy and it
throws a ball.

Knocking down all
the skittles blocking
your path. Strike!

R\
LIS\

-

That train in the
distance eventually
trundles into the
foreground, allowing
Peppy to jump
aboard.

The latter half of
Kevin’s room sees
Peppy riding around
on a train set. Knock

Watch out Peppy,
these helicopters
could knock you off
the train, splattering
your clockwork
innards on the floor

the gates open or the
train starts to roll
backwards

Standing atop Kevin’s desk, Peppy is con-
fronted by a huge transformer. Flying in
from the distance, it turns into a robot and
attempts to bash our clockwork hero.

When the boss flies into the

As Chelsea sings, s0 el
the toys come to !lfe,
dancing and singing.

distance, the screen pans
back to reveal the whole
desk. Amazingly, even the
far wall scales backwards.
This is a good opportunity
to scan the desk for any
power-ups.

Demonstrating his sword
prowess, Ginger carves
Chelsea a heart.

SEGA (i

But he has a rival to her
affections — Ginger the

Knight.

One such toy, is Peppy the
Knight. He's madly in love
with Chelsea.




SEGA{ATURN
STOP THE (LOLK!

It was early last year, at the Consumer
Electronics Show in Chicago, that Sega first
revealed work-in-progress footage of their
forthcoming Saturn games. Easily the most
exciting of the lot was Virtua Fighter.
However among the other games dis-
played, was a rather curious-looking
one known only as ‘Action Game'.
Centering around the antics of a toy
soldier, it basically seemed to be a
platform game, but with incredible
looking, interactive backdrops. As it
turns out, the footage shown then was
nothing more than a Silicon Graphics-
generated demo, but over the past year,
Sega have stripped the game downand | = ;
reprogrammed it on the Saturn.
The result is Clockwork Knight.

TOUGH RS ACTION InAn!

The Clockwork Knight in question is a tiny wind-up toy known as
Pepperouchau and the game centers around his
adventures in a giant house. You see, his r

sweeheart, a musical toy called Chelseq,
has been kidnapped and only by exploring
the rooms of the house, battling against
evil household objects on the way, can
he hope to rescue her.

It all sounds like familiar platform ter-
ritory and indeed, it does play like a
traditional platform game. Little Peppy
can run, jump and attack enemies with
his little clockwork key sword. There are
power-ups to collect, secret rooms to dis-
cover and a big boss at the end of each
level. However, Sega have used the power
of the Saturn to turn the ordinary into the
extraordinary. What really sets Clockwork
Knight apart from any platformer you’ve seen
before, are its fantastic graphics.

ATTRACTIVE AS BARBIE!

From the screenshots, it should be quite clear how amazing the
sprites are. Pre-rendered on a Silicon Graphics workstation,
they look superb and animate incredibly smoothly. What you
can’t apreciate though, is the 3D scenery. Everything, ”I’[”E”
whether in the foreground or the backdrop, be it a building

block, a book or even a shelf, has been three-dimensional- A Pepperouchau’s

ly created using texture-mapped polygons. Walk past an \ YK o~ search of the bed-  These little villains are made out
object or jump above it and you can see the other sides of LN 3 eggs, with little chipolata

d S~ rooms proves : I
it. The resulting feeling of depth is unbelievable. @ @ sausages for legs. How bizarre!

) fruitless, so he

What's more, this scenery isn’t just for decoration, it's actu- heads downstairs
ally part of the game. Enemies leap in from the distance, - to the kitchen. Now
boxes fall off shelves into Peppy’s path and books slide out however, it's not just
from the wall to squash the little knight. It's all the more amaz- @ evil toys he's up
ing, when you consider that some of the objects toppling out against, but magically

of the background are as tall as the screen! animated food too!

LUELLOME 10
THE NERT PLATFORIM!

Of course, what matters is how well it all plays. Thankfully, S
Clockwork Knight comes up trumps in the playability department. g haig iouaney o the
There's nothing innovative about the gameplay, but the respon- - sink. Evil nasties in the back-
sive controls and neatly-crafted levels make it all very entertaining. - . % ground operate the taps, trying
Clockwork Knight isn’t without its faults though. Four levels and to catch Peppy in the flow.
an excess of lives make the game way too easy. In the rush to
make Clockwork Knight one of the first Saturn releases, only

> ‘:JJ“(% half of the game was completed in time, with the next four levels
- \‘/j\ set to follow as a sequel. When the Saturn is released over Pe i
£ i " here, Sega say they intend to increase the game's difficulty. usg‘,’ﬁe
Hopefully, they'll put both halves of the game together too. kitchen
None’fhzless J;\leugh, Elockwo;k Knight ishcerqui)nly an im;l:»res- o ; :;ﬂgs asa
sive product. Not up there with Virtua Fighter, but certainly a : %
clear demonstration of the Saturn’s capabilities. Combinin; tra- g,",\;?, ?:dsfﬁee\?:;: Eiogc:erto
ditonal gameplay with state-of-the-art graphics, Sega have definitely on it to sledge safely shelves.

taken platform games to the next level. over the gas flames.

Not to be outdone,
Peppy fries to match




LEUVEL 4: THE ATTIC

After bumping into some friendly toys, Pepperouchau is told that Chelsea ws seen in
the attic. So that’s where he heads, for the final level of the game.

oF amu 13,
0 3 o
el . *J
—_— i ‘
» Y o %

BOSS 4
The final boss is
yet another
robot toy.
However, this
one just leaps up

lowering roof will
crush you flat!

& : = and down.
i # &ﬁ 1 Eventually, it
z - breaks the floor
Run Peppy or the d < 3‘ 4 sending itself

and Peppy
hurtling to the
floor, where our

T £ it Clockwork hero
Y % has to pick up
= the boss’ head
e 2 from the disas-

sembled remains
and use it as a

B oAk weapon.
Anyone who’s played Revenge of Shinobi on the

Megadrive, should find the final section of the

attic familiar. Similar to the maze cellar from that =

game, Peppy has to use box entrances to find his o

ll'

These strange bangers in shades detonate
when Peppy gets too close to them. He can
however, use that to his advantage, blowing
pathways to bonus items.

The texture-mapping on
these walls is superb.
Just another demon-
stration of the Saturn’s
ability to succesfully
handle Daytona USA.

If our clockwork hero
hits the water, it can be
very damaging.
However..

By clambering through
overflow pipes, Peppy
can sneak up behin
the tap-operating
fiends...

BOSS 3

This hideous inflatable fish appears, using a huge
sauceﬁcn as its weapon. Aiming for its vulneragle feet
though, topples it over, allowing Peppy to eventually
puncture the toy, sending it flying uﬁ over the screen.

W

-..foiling their plans
and draining the sink!

ey, - ?
Mgt 2

But what's this? Ugl_y toys laughing in the o
corner? Something is afoot!

The two heroes set out
to find her. May the
best toy win!

1
Suddenly, the lights go Gasp! Chelsea has gone:

out! Peppy and Ginger
find a torch.

.;\Il the toys, including
Peppy’s dad, look sadly at
him.

t he spoons it up,
Ihding in a heap on
e floor.




REIVZER:

Over the post few months
we’ve been filtering streen-
shots of this stunning
Saturn shoot “em up to you.
However, considering
we’ve actually played
0 25% complete ver-
sion of the game, we
decided it was only
fuir to show you more, a lot
more. Espedally sinte it’s on
tourse to he one the most
incredible-looking Saturn
games of all. So here, for
vour delectation, is a run-
down of the first two levels.

LEVEL ONE

Starting out in a desert, the first level pits our
dragon-rider against a host of airborn nasties,
such as giant flies that attack from every angle.
Later on,
our hero has
to face a
giant sand-
worm that
blasts from
the desert L%
surface. %
Suddenly this horrific worm burst.s forth, Leaclf‘\mg
out with its mouth fronds and spitting gobs O

blood at Panzer Dragoon.

i [ ipples
rting off in the distance, strange ripp!
?:pelc?in the sand, moving towards the dragon.

Halfway through the level, our Amazing as this section is, Sega of Japan
hero has to enter a tunnel carved decided that it could be even better and
through the inside of a mountain. have redesigned this section of the game!
In the version we played, these As such, we can’t show you inside the
caverns were filled with burrowing  cave, but trust us, as soon as it's been
beetles that burst from the ground  completed you’ll get a look at it.

and rushed around in swarms.




LEVEL TWO

Amazing as level one is, it pales in comparison to the second
level. Flying over a forest, our hero has to battle a bizarre mixture
of giant flying boats and futuristic-looking aircraft, before facing

what has to be the most incredible end-of-level boss ever seen.

Thes
A DRAGON'S

What makes Panzer Dragoon so amazing to

This radar show you play, is the fact that it's a true 3D shoot ‘em up

which angle baddies in which you have to deal with enemies attack-

are attacking you ing you from every direction. Using the LEFT

from, giving you the and RIGHT buttons on the top of the joypad,

chance to face them...  you can switch between four different views
around the dragon. It takes a bit of time to get your head
around the fact that you can actually follow an enemy
when it's to the side or behind you.

whether they be in
front of you...

As each level starts, Panzer Dragoon swoops in and
the screen pans around to follow him.

The texture-mapping in Panzer Dragoon is totally awesome and
—~ really shows what the Saturn is capable of. Just look at the sides
e of these ships. Once you see all this moving, it leaves you with lit-
b tle doubt that the Saturn can more than adequately handle a
near-perfect conversion of Daytona USA.

... or even directly L A f When you have to deal with ene-

behind you. v b mies that fly in and out of the
horizon, a conventional gunsight
just isn’t enough. Which is why
Panzer Dragoon uses a unique
3D sight. Made up of a series of
squares that scale into the dis-
tance, it allows you to gauge
where an enemy is accurately.

Stomping across the forest
canopy, the fish boss spins
around to reveal what
looks like a ship’s cabin
protruding from its bctclf,
before unleashing a hail of
deadly firepower.

Having wiped out all air- As our hero gets closer, this

borne enemies, 0 sirange  something turns out fo be a

humming noise fills the air giant rock monster that

and two ships soar over- resembles a fish. In com-

head, flying towards ; parison with the dragon,

something on the horizon.  ihis creature is |iteru|ly the
size of a mountain.

(@
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New screenshots of the game have just been
released and lead programmer, Mister Okayasu
spoke to the Japanese magazine, Beep! Megadrive,
about his work. “As you can see, the beginner’s
2o ol £ course is pretty well ready and we hope to com-
nntltl utlun 'nr thE plete it before the middle of December. Once the
p beginner’s course is completed, we only need to
modify it for the other courses.”

snturn “El'Sinn n" nuvtnnu Mister Okayasu describes Playstation Ridge Racer

as “well-made” and continues, “When our Daytona

H H USA team members saw it, they said ‘We were
usn IS reuthlng il fEUEI’ relieved to see that they had the same problems as
us’. This probably means that the specifications [of

pitth in jupun ut the the games] are similar. But ours will be released
|

ater and | can assure you that it will definitely have

mnment Pluvers a superiqr engine.” And besides, Daytona USA is a

far superior coin-op to convert.
The arcade machine runs at sixty frames a second,

hn"e heen does the Saturn game? “We aim to use high-speed
processing to approach this [speed] but there are

impressed hv difficulties. We have texturised the rgads in ﬂ_ue

actual races and a lot of the screen itself is dis-
played with polygons, which are hard to process.”

PlﬂVStﬂtilm The difficulty for AM2 is in getting the balance

between speed and detail just right - the more

Hidge nnter’ hut detail, the less speed.

A special driving yoke is being prepared for the
Saturn, and it's an analogue controller - this means

[rutk [nders nmz that the peripheral detects how far you're turning
the wheel and replicates it with your on-screen

are tnnfident thut motor, which should make Daytona even more

realistic.
H s This is going to be a crucial Saturn game and we'll
nuvtnnu “"“ hent It be first in line for more detailed coverage closer to
its Japanese release.
hands down.

[ ) V|ctory

; : 2 i ; "% Goal is yet
& - S SO : " another flﬂfe
o 3 ¢ : o example o
SRR Eas the Segd
tarats : sns v Saturn’s

ozme incredible tex-

A ture-mapping
v ~ :ﬁ’u ccpabllltles
The smooth-
- ness is frankly
B2 Eﬁ;«w gt g superb.

And what is quite curious is that Victory Goal is like- - sim. The sheer speed and fluid nature of the

e = - ly to change significantly should it become an offi- graphics is enough to easily silence those who
'hls 5 thE UEI'V fII'St SIItIII'II cial European Saturn release. First of all, the have poured scorn on the Saturn’s 3D and texture
. E : Japanese incarnation of the game is an official J- mapping capabilities.
spnrts s|mu|ut|un und ulthnugh League product, which is great for Japanese soccer At this stage in development, it's pretty clear that
of fans, but a bit mystifying for us Brits (expect the look of the game is near complete, and Sega
= European teams instead). Also, there is some doubt ~ are now concentrating on getting the play
lt |'|(I5 bEEII Shlllllll tll thE as to whether the game will be called Victory Goal mechanics of the game just right.
¥ 1l over here. In our view, the old Megadrive J-League title (that
Juponese press, the gume s Stll 7. fe scme ook ety et b e i e Sencis and FIFAs of Wi wortd,
so imilarities to EA's occer, with a is world,
H fully rendered, texture-mapped 3D soccer pitch. so if Victory Goal’s coders can combine these
prEtW eurlv in deue'“pment‘ However, the game is lot more detailed and has a superb graphics with gameplay of that level, we

far superior frame update to EA’s superlative soccer  could be in for something of a treat...

SEGA )



A Yeah, how about
v
s

,‘ ’ g —N, some shots from rea-
\J‘f] g ; ;

GENESIS OF Tt
DAYIONA ©

|
The screenshots on this page are from two different versions
of Daytona USA - the older version is significantly blockier
and has no trees and very little texture mapping. The newer ¥
game is a lot closer to the coin-op, bearing an uncanny &
resemblance at this early stage to a preproduction version of
the arcade game we saw the ATEI show last February. It's a P
lot more colourful, has more textures and has a greater level W
of definition. Look, it’s going to incredible, all right?

WY

A The range of replay angles in Victory Goal is unmatched. A Panning around the on-pitch action is simplicity itself in Victory Goal.

SEGA




inysie

This to-Rom gume wos an
incredibly successful title
when it was relensed on PC- it
was released to universal
acclaim ond did incredibly well.
And now, thunks to Sunsoft,
Jupunese gamers tan check
IMyst out on Saturn.

As an actual game, there’s nothing big or clever
about Myst - it's not really using the Saturn’s capa-
bilities for anything other than displaying high-
quality visuals. The adventure basically involved
using a pointer to investigate
the on-screen graphics, mov-
ing about a spectacular-look-
ing landscape, investigating Y
items, manipulating objects i ey
and so forth. £
As adventures go, it's a pretty,
if unexciting product and

stly

e is mo!
A The gom cenes,

dicking in different g ge yp of static &

; i s B r & n.
there’s nothing here that really SR TRNN-EIICIS /behm‘:k :ire)&".ﬁ ons you can ““f": with very little animatio ,
puts the Saturn game above Myst, is ihﬂ'_Y°u.':aim from location to faganaie >
the PC original. It has not been on a mysterious ! E

decided if Myst will be officially
released over here when the
Saturn comes out, and import owners aren’t likely
to see it either - since all the text is in Japanese, the
import companies are unlikely to bring the game
over from Japan.

A They may not be moving, but the computer-
generated scenes in Myst are very impressive.

A When

obiec' You ¢ A
’ an . Alth
closer ang 5nves?'1°ve in Gnirnq::,gh they arens Al
igate, Myer % each scene ; t may be identical
bl G e e B
5 I ’S 0" in Jq /4 Lo y'
Panese,

0
You’re neqr an

A See that door? Well, you can go through that and explore the
cyber-realms of Myst island. Exciting stuff, huh?

SEEA )



A This here, js one of

Your giddy, labyrinfhs.

A There he is. There’s
your adventurous ball.

A Reaching the goal, that's
the aim of the game.

S

OUT OF TIMER

Although the 3D graphics look
impressive and move smoothly,
there’s nothing here that the
Megadrive-32X couldn’t have a
good shot at doing.

A And this js
Your advent,
as fo get cro

l'he maq;
rous bafl
ss it all, 1

sEA{ATURN  SHOUUCASE

ST

J | ' x
A Through yse of the

pad ya . A Pressi T
U can tilg ressing Up ang AMM m @ﬂv Mﬂm

© giddy labyring, - o:v':‘nizlz:,v;s Vou 1
Suturn players in Jupan
must hove heen pretty upset
when they first bought their
machines. Virtua Fighter may
he one of the most incredible
gumes ever seen on a home
machine, hut the other Saturn
games relensed ot that time
were nothing short of dire.

One such title is Time Warner Interactive’s Tama -
a 3D puzzle game that involves twisting a maze
about and using the laws of gravity to propel the
spherical item to the exit. It could have been a nice
little game in theory - but unfortunately the game
suffers from a number of faults - the biggest being
that it's just too easy. Completing Tama in a day
isn’t exactly a taxing task if the truth be known.
But the real problem with the game is the concept
itself - it's not the sort of game you’d want to play
on a machine that costs such a lot of money to
buy. It's a savage comedown after playing Virtua
Fighter, Clockwork Knight and Panzer Dragoon.
Being a third party title, we aren’t sure about Time
Warner's plans for Tama. However, we’'d be sur-
prised to see the game appear in British shops
when the Saturn is officially released.

A Here’s the ;

P € intro to T,
Let’s 1Ust remempe, i':ima
99me aboyt o ball, s 1t's q

A Not
o : that balls can’t be

€roes of

aA
no- Why, he S

":°Wn and
little bafj i

Stories, Hejj,

g i
re’s little Tame, Y In Sphere

our quen'. .A Bored : .
o S e ok
: at can it qff pe ab L
out?
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i START Hl‘E.} » Vo, pizza dudes. ederick

Lomus, freukmg gumes henod,
here.l've heen
- nsked to
update my
somewhaut
) | Orcane imoge to
l fit in with the
" youth of today.
Puhl Fools! What
knowethest the lowly child ahout
the soul-sucking ubyss that is the
Supermurket Sweep of Gaming
Insight? A supermorket of which |
A Dule Winton! Anyway, rude
hays, even | have to pay the rent -
although | pay not in earthly Bison
dollars, but in desecrated ond
defiled Pele curtridges!
Ahohohoooo! ARhem, what | meant
to suy was that if you hove any
tips you can win hig hucks hy wing-
ing them over to us ker-uzy guys
at HEV! HI THERE, MAN! TIPS, SEGA
IMAGAZINE, PRIORY [OURT, 30-32
FARRINGDON LANE, LONDON ECIR
3AU. Now go, | must vomit.

@ MR
IMACHINES 2

For a pretty nippy start, press
and hold your accelerator
from the second beep at the
start of a race. This will stop
you skidding and therefore
help you get a fast lap time.

=
\4

@ PROBOTELTOR

To give your character masses of weapons, try
this exclusive cheat. Pause the game and
press: Up, Up, Down, Down, A, Up, Up,
Down, Down, B, Up, Up, Down, Down, C.

@ ELLO 2: THE TIDES
OF TIIME

Pause the game when Ecco is facing out of the
screen (in mid-turn) and press: A, B, C, B, C, A,
C, A, B. A cheat screen will show itself, includ-

ing a level select.

@ IMEGA TURRICAN

This has just been released officially and here
are loads of cheats for it. Enter the cheats when
the game is paused.

To go back one level - Right, Left, Down, Right,
A, Start.

To reverse your controls - Up, Up, Down,
Down, Left, Right, Left, Right, A, B, Start.

Skip to next level - Right, Left, Down, Right, B,
Start.

Infinite energy - A, A, A, B, B, B, A, A, A, Start.

Here is how to find the secret level. On the first
stage, collect every diamond and make sure
that your score ends in “00”. Find the lift that
takes you downwards and ride on it without
killing anything so as to keep your score end-
ing with “00”. At the bottom of the lift, go to
the right to get the power-up full secret stage.




@ SVLUESTER AID TWEETY

Enter all of these cheats on the “Stage Prop” screen.

Extra Time - Up, A, B, C,C, A, Up,C,C,C, Up

Extra Points - C,C,C,C,B,C,A, A, C,B, A

Extra Energy - A, A, A, B, B, A, B, C

Extra Continues - Right, Left, A, A, B, Up, C, A, B, B, C
Invincibility - B, B, Up, A, Left, Right, Down, Right, B, B, C

See End Credits - Down, Right, A, B, B, B, C, C, B, A, A

Skip “Mayhem Express” - On the “Mayhem Express” level press:
C,C,B,C, A, B,C, A, B, C, Down and you will move on a level.
Skip to “Shrunken Lab” - A, A, A, C, B, A, C, Left, Up, Up, Up
Skip to “Hyde and Shriek” - A, A, A, B, B, B, A

@ PITFALL: THE MAYAN
ADVENTURE

To find the secret Activision game “Pitfall Harry”, work your way
through the game to level four- The Lost City of Copan. From
the start, run right until you see a big gargoyle poking it's
tongue out. Jump on his tongue, bounce on the tongue of the
next gargoyle and then go up on a few platforms until you
reach a platform with a guy throwing axes. Get rid of him and
the snakes and run and jump off to the left. You should land on
a ledge with a blocky scorpion on it. Go through the door, jump
into the wall on the left and bounce right into the room with a
portal fo the secret (and rubbish) level.

(/BBEPtOff:*;ju;n.._
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@ DYINAIMITE
HEADDY

It seems that Tom’s cheat in issue 11
didn’t work on the finished version of the
game but this one should. On the title
screen press Start to bring up “Game
Start” and press: C, A, Left, Right, B and
you will hear a noise. Press Start again to
make the level select appear.

Also, if you press C, A, Left, Right, B as
before whilst highlighting “Options”
instead of “Start” you can see the anima-
tion of the game by pressing left or right
to cycle through them all or you can hold
A and press left or right to change the
current head.

@ THE LION RING

For a level select, go to the options screen
and press: Right, A, A, B, Start.

. 4
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@ MICKEY mANIA

For'a level select, go to the options screen, select sound
test and set the sound tests up as follows:
Music=Continue, FX=Appear, Speech=Think....Now
highlight “Exit” and hold left on controller one for
around five seconds. A noise will tell you that you got it
right and when you choose to start the game a level
select will appear.

For a secret level on both the Megadrive and Mega-CD
versions of the game, work through to the third stage

- Y

4

of the “Mickey and the Beanstalk” level. From the start
go up and right past the butterflies (without killing
them) and at the top of the steps bounce on the back of
the beetle as it sticks it’s back up. Use the jump button
to bounce higher and hit the switch on the wall. Now
go back left and bounce on the backs of the butterflies
to reach a platform on the left. You will find some
energy, a life and a big “2"”. Touch the “2” to warp to
“1935 - The Band Concert”.

Fe p

noSIC
FX
JPEECLH
N EXVT

A

CONTINUVE
APPEAR
THINK. . ..

Y %

@ BUB5Y 2

LEVEL END BATTLE
. START

o/

Add these cheats to the single cheat of last issue. Press the
button combination on the title screen.

For 50 Lives - B, Up, B, B, A

For 99 Diving Suits - B, Left, Up, B

For 99 Holes - Right, Up, B, B

For 99 Bombs - C, C, C, Up, Down, C

For Half Gravity - Up, C, C, C, Down

For All Levels Completed - Up, A, A, A, Down
For Invincibility - C, A, B, C, Up, Down

For Rubber Walls (Hold jump to stop) - B, A, B, C

@ RINGS
OF POWUER

This is an old game but
this cheat has only just
come to our attention. It
is X-Rated so if you are
of a nervous disposition,
don’t read on. Before
turning the machine on,
hold Down / Right on
controller 2 and then
hold A, B, C and Start
on controller 2 as well.
Keep them held and
turn the machine on.
After holding the but-
tons for a while a dog
and then a rude picture
will appear. Oooh!

@ THE
INCREDIBLE
HULR

When you become “Hulk
Out” there are a few new and
secret moves that you can
perform.

Pile Driver - Grab enemy and
press A and B

Stomp - Press Down at the
top of a jump

Shoulder Charge - Forwards,
Forwards, C, Forwards
Thanks to “the annoying little
spud Alex Roscow” from
Grain.

@ THE JUNGLE BOOK

Here are hopefully the last four cheats for
“The Jungle Book” from Christopher Jordan in
Perrivale.

To skip to Baloo - Pause and press: B, A, Left,
Up, Up

To skip to Kaa - Pause and press: C, A, A, B,
C A A

To skip to King Louie - Pause and press: Left,
Up, A, Left, Up, A

To skip to the Witch Doctor boss: Right, A,
Down, B, A, Down




Il ™ I
@ BRUTAL @ MICKEY

If you want to be able to play as Karate Croc press: Up, mn”’n

Down, A, B, C, C, B, A, Down, Up on the title screen. -
If you want to play as Dahli Llama press: C, A, B, A, Left, A As with the Megadrive level select, go to the

on the title screen. sound test via. the options screen and set up

the sounds slightly differently, thus:
Music=Continue, FX=Appear, Speech=Take
. ,”E TEB”’,””’”H That. Highlight “Exit” and hold left on con-
troller one for five seconds until the cheat
On the screen with “Start Game” and “Options” on it screen appears.
hold Right on controller one and press: B, C, B, B and 5
then release Right. The cursor arrow will turn into a

square if it worked. Press Start to bring up the handy
cheat screen.
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THE ULTIITIATE PLAVE

elcome to part two of the SEGA
WMAGAZINE ultimate guide to

Megadrive 32X Doom. Last month,
we covered the entire range of Doom
weaponry, along with secret passages and
weapons caches that set you up for the first
half of the game. This month, we take a
look at secret areas in the second half of
Doom along with a detailed analysis of the
creatures that populate the Doom world.

KNOW YOUR ENEMY

There’s an art to dispatching the many dif-
ferent mutant ghouls found in Doom. Of
course, if you want, you can just point your
gun and blast, but Doom is a game of strat-
egy - and knowing the limits of your oppo-
nents allows you to get the most out of your
ammo.

MARINE
PRIVATES

Ooh, that’s a bit
rude isn’t it? Any
way, these guys
are the weedy
types who popu-
late the earlier
levels in quite
large quantities. There’s no real strateg
required to take on these guys. They fu?ll
with just one shell from any weapon - apart
from the pistol and chaingun. You’ll need
two bullets to get rid of them. These
denizens of Doom are really just cannon
fodder... or anything fodder really.

MARINE
SERGEANTS

Also known as
Shotgun Guys,
these marines can
be quite deadly -
especially if you
take one on in
close range com-
bat. Owing to the fact that they carry shot-
guns, they pack quite a punch. What's
more, they’re often teamed up with imps
and privates. In these cases, it’s important
that you take out the sergeants first - pri-
vates’ firepower is pretty weedy and you
can dodge imp fireballs easily, Zut avoiding
shotgun shells is very difficult indeed. One
shell is enough to kill off a sergeant,

although pistols and chainguns require
three direct hits. If you use plasma guns,
two hits are required. However, the most
efficient way to kill a marine sergeant is to
rely on the trusty shotgun.

These brown crea-
tures are the first
real opposition
you come up
against in Doom.
They have a terri-
ble close range
bite that can inflict
plenty of damage, so it’s best to take them
on in mid-range combat, where one shotgun
shell is enough to send them back from
whence they came. This also gives you room
to sidestep around the imp’s fireball-chuck-
ing activities. Imps often attack in groups.
The chaingun takes a relatively long time to
kill these mutants, so stick to the shotgun.
Otherwise, three plasma cells or six bullets
can dispatch this foe - every other weapon
needs only one direct hit.

Although they are
heavily armoured
and can a pretty
considerable
amount of dam-
age, the Demon’s
bark is a lot
worse than its
bite. Well, actually that isn’t a particularly
good analogy, because its bite is pretty bad
actually. However, it has no range weapons
which means it has to run at you before it
can kill you. The bullet-using weapons
aren’t too helpful here, requiring 14 direct
hits to kill it. However, three shotgun shells
do the same job. Two shells will suffice if
you aim them really well. Of course, for the
full comedy effect, use the chainsaw, but be
ct:,areful that the demon doesn’t get a sneaky
ite in.

LOST SOULS

Devastating when
attacking in
groups, the Lost
Souls are levitat-
ing fiery skulls,
who have no
range weapons
whatsoever.
However, they do have a tendency to rush
towards you at speeds that easily outstrip
an imp’s fireball. Also, Lost Souls often
attack in groups, which can result in death

) SEERA ———
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very quickly. Around ten direct bullet hits
are required to kill a Lost Soul, which
makes the chaingun and pistol virtually
unusable against these devils. Two shot-
gun blasts do the same job. Using the
rocket launcher is a tempting proposition
when attacking a group of Lost Souls, but
remember that they have an annoying
habit of rushing you when you fire, which
means that the rocket explodes near you -
resulting in heavy damage.

CACODEMONS

Yet another levi-
tating character,
the Cacodemon
is a pink ball of
fireball-spewing
hate. Easily the
toughest mutant
you come across
in everyday combat, you need a clear
strategy to take out this guy. 18 cells of
plasma, six to seven shotgun shells, two
rockets or 36 bullets need to hit dead on
to take out just one Cacodemon. You real-
ly need to get rid of these quickly, so
using two rockets can be a tempting
proposition. However, if you’ve got plenty
of room, just use the shotgun. If you're in
a confined aregq, try to use just one rocket
and then finish the Cacodemon off with
shotgun shells. Remember the advantages
of sidestepping when fighting the
Cacodemon - this makes avoiding his fire-
balls quite easy.

BARONS
OF HELL

First encoun-
tered at the end
of the first half
of Doom, these
are the toughest
characters in the
game without a
shadow of a doubt. They also crop up
with frightening regularity at the end of
the game as well. Bullets are pretty use-
less against a baron - you would need
over 100 direct hits to down this creature.
Around 15 direct shotgun hits or plasma
blasts are needed otherwise. If you’re
pretty well kitted out with rockets, fire off
five of them. If they all hit, you’ve done it -
you’ve killed the nastiest creature in 32X
Doom. If you’re battling Barons of Hell at
the end of Doom, this is one good area to
use the BFG 9000. Just one hit is enough
to dispose of a baron. continued overleaf
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THE ULTIIIATE PLAYERS GUIDE

Last time in the Ultimate Doom Player’s Guide, we
gave you pretty detailed accounts of where to get
the weapons in the game, allowing you to get
tooled up for the later levels. We'll be doing the
same here. Not pointing out every single secret
(we'll leave you with some work to do), but giving
you strong hints on getting the best kit out of the
later levels...

s

Retrace your steps to the blue o ol
security door. Go through it and
throw every switch you see. A teleport opens up
to the exit. DON'T GO THROUGH IT! Instead
return to the very first room. You'll see on your
map that a new teleport has appeared.

worry if you're not quick enough. Just push the
lift and it'll appear!

LEVEL NINE

This is the first level that enables you to get your
hands on the plasma gun - one of the most
feared, powerful, weapons in the Doom arse-
nal. In fact, actually getting a 100% Secret score
is very easy on this level.

When you reach this part of the level, throw the
switch on that wall. It raises a bank of TWO
switches - there is one on both sides, you see.

A passage opens up that enables you to get
your hands on the red keycard.
You come across the red security door later.

Inside are some Shotgun Guys. Open the red
security door, back off, let the guys have it and
then enter to collect a full level map and a
super armour bonus.

Use the teleport and ready yourself for the fight
of your life. Demons, Cacodemons, imps.
They're all crammed in here. Blast the muthas
to death and check the corners. The plasma gun
is here, plus some extra batteries! There’s plenty
of Cacodemons about from hereon in, so this
weapon DOES come in handy.

LEVEL TEN

A few quick tips to get you on in the game.
There's nothing really big or special about this
level, but it is an excellent place to get some
extra health and supplies... and a rocket
launcher, if you're using the level skip.

Once you get to this area of the map, you can
find a soul sphere that boosts your health and
armour by 100%!

T

o

In the corner you'll see a bizarre shard of light
illuminating that section of the room. Walk into
it.

Across the slime pool, a soul sphere drops down
on a lift. Run across the slime and get it. Don’t

This area of the map is where you get hold of
your rocket launcher. Go into this room and
you'll see a backpack of ammo disappear into
the skies. On the back of the pillars are switch-
es.

Push all of the switches at once. If you only push
one or two and leave the room, the pillars dis-
appear into the ground. You only get one shot.

Throw the switches and you’ll unleash loads of
demons, imps and lost souls in the room out-
side.

Use your blasting skills to nail the meanies and
examine the rooms they came from for some
much needed heavy artillery.




LEVEL T

There’s not much in the way of secret activity
here - but this level is extremely tough. Don't
use the level skip to get here, start at level nine
(at least) before working your way on. There are
plenty more secrets to discover, but most of
them are merely false walls that allow you to
access the entire level map more easily.
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Inside you'll find plenty of medical supplies,
some ammo and a shotgun. Useful.

This area of the map houses a hidden back-
pack. It's in this area of the map, forward from
the start area.

Go through the first teleport and go forward,
blasting the meanies. Climb a lift and you'll
reach a wall-cave type thing. It's here on the
map.

Here, an armour power-up and berserker pack
await collection. We could go on about this
level, but because of the mapper device, you
shouldn’t have many problems at all sorting this
level out.

LEVEL 13

Assorted hints and tips to help you get the most
out of this admittedly quite taxing level... Again,
like some of the earlier levels, you get your
secret bonuses through false walls rather than
secret passages.

That black bit on the left is a hidden door...

-

Push it to get to the backpack. You need
to run over some nukage though...

LEVEL 12

This is a vast sprawling level, packed
with meanies... and secret passages.
We’'ll be giving you tips on collecting the
auto computer map here, which gives
you the power to find just about every
secret bit in the level with very little diffi-

culty.

i

In the very first corridor, you'll see a firebrand
illuminating part of the wall...

Inside are tons of goodies... But how do you get
inside?

A switch hidden around the corner lowers the
cage - and the back wall, which contains many
mutants. Be ready! The good news is that after
the battle, you get a computer mapper that
shows you the entire level.

The computer mapper allows you to pick out
many different nooks and crannies you might
have missed. This map screen point out one
such nook.

On the east and west corners of this room are
secret passages with imps contained therein.
Also, you'll find a box of
shotgun shells in each pas-
sage.This level is packed
with demons, so a chain-
saw can come in handy.
Match yourself up with this
level position (it's past the
big meanie chamber with
the Baron from Hell).

In the corner is a very easy-to-find chainsaw.
Hurrah...

LUKERE IS THE BrG-80007

As far us we cun tell, this weapon is
extremely difficult to find - only moking on
appearance on the final level (nithough if
we’re wrong, plense write in ond tell us). To
access the very final level, you MUST NOT use
the level skip. Work your way through the
first 15 levels and you should move on to the
final level. And it’s tough...

SEGEA




OF KIT AND
GAMES?

John Menzies in association with Q&8 Software, the people who brought
Syndicate (SNES) and Inferno into our homes, are offering one lucky person the
chance to win loads of console equipment! What's more, their generosity does not
stop there! - 50 games from a selection of Ocean’s extensive multi-format cata-
logue will form the equally impressive runners-up prizes! These fabulous prizes
are brought to you by  tfop newsagent John Menzies, and EMAP Images,
the leading light in video game magazines. Entering the competition is simplicity
itself. Just follow these pointers:
e Go into your local John Menzies store.
* Pick up an entry form and answer the three easy

questions on it. :
* Mark your name and address on the space provided.
e Post your completed entry to the name and address stated.
The entry leaflets will be in all the UK’s John Menzies stores between
20/01/95 and 24/02/95 , so make sure you get down there preity smar-
tish, as the competition closes on the 4th of March 1995.

John Menzies

e

ne

SR S147 51LLING NIKTINDO MAGAZ?

il

Full prize details on entry form
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Okay, so you've read the excellent Metol Head showcuse, swooned over the Virtun

Sm Fighter tips and positiviey cacked your punts ot the thought of another Sega rond
e | —P
racer. What next? Well, it’s the reviews section, dummy. As usual there’s loads of
METAL HEAD 80 gumes up for review this month, so instead of runting on obout how good we are,

here’s an informative list.

GOLF MAGAZINE...82

RISE OF THE ROBOTS 84
MIGHTY MAX 85
THE SMURFS 86
UNECESSARY ROUGHNESS 90
BRETT HULL HOCKEV 91
SAMURAI SHODOWN 94
KKK OFF 3 97 "2l
.
Mmiesiha~eis0
DUNGEON MASTER2 92  [\7HS
ESPN BASEBALL 97 o

EETERD §8

MICKEV3 88
RISTARR 83

THE EXCELLENT DIZIZV
COLLECTION 36

THE SMURFS 96
WWF RAW 97
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Just about every single FLYINGM INE-.. 3
; piece of on-screen text in CE T
7 3 ; Metal Head is matched with " . 37 &
The texture-mapping is definitely sampled spe:ch % ,h: shveY;r ‘ t ' N™ You' [jpl Pbahly neeq
Metal Head’s biggest draw, and amount of it all is quite |4 SOME opkibnal weapohs.

{

for the most part it’s superb.
However, some walls’ texture wonder how much memory 4
warp unconvincingly at close has been used on the sound ~@' §:¢
range. Luckily, it makes no signifi- alone...

cant different to the overall game.

stunning. It does make you




A Metal Head
offers multiple
viewpoints,
including this
ground-level per-
spective. So that's
all right then.

etal Head is just the sort of game
MSEGA MAGAZINE really wanted to

see on the fledging Megadrive 32X
system. After the disappointments of Space
Harrier and Cosmic Carnage, it’s good to see
a a decent game that makes good use of the
32-bit technology.
The plot is pretty simple - it is the future and the
police have started using huge robots (known as
Metal Heads) in order to battle civil unrest and
stamp out wars. Unfortunately, a bunch of terrorists
have seized mech technology and have taken over
an entire city. It's up to you, as top Metal Head
meister to go in there and clean the place up.
The game's obvious attraction involves its look. It's
the second game to use texture mapping on 32X
and this is used to create some exceptionally lifelike
city streets and military hardware. Because it's all in
3D, Metal Head's action can be viewed using a
number of Virtua Racing type VR views - and if you
have a six-button pad you can access even more
useful vantage points. The frame update rate isn’t
as smooth as Doom, but this time you are getting a
full-screen picture. Adding to the game’s appeal is
the sound - the samples (like Metal Head's stamp-
ing legs) are excellent and in real stereo for once.
There is also a huge amount of sampled speech,
which adds to the presentation value.
The actual gameplay is pretty simple, relying for the
most part on simply blowing up different enemy
mechs and supply vehicles, although variety is
added thanks to the inclusion of some mini-mis-
sions involving helicopter gunships and airborne
support vehicles (which look totally superb).
Overall, Metal Head is an impressive product. Not
quite up there with Doom, but definitely a worthy
companion to VR Deluxe and Star Wars - and as
such, it's an excellent addition to the 32X range.

' 3 2
Afterburner ;

fhed‘giﬁse re just ¢

head and shoulders above this

_play and looks. Not one I'd |
 tious attempt at producing a

YOUR A ITSUMISSic
Yy aftenemy mechs
A The level of texture-
mapped detail is just as
good on the enemy
hardware as it is on the
Metal Head robot itself.

Strategy
plays quite an
important part
in Metal
Head. It is

AN

i

4
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X Presentation:

In-game presentation
is excellent and the
range of options
stunning. You can
even alter the speed
of the in-game
music!

X Gruphics:

Everything in Metal
Head is fully texture-
mapped and ren-
dered in superb 3D.
The frame update is
pretty good as well.

0
3
0

The music’s a bit
weak, but the sam-
pled effects are
super and the
amount of speech is
quite extraordinary.

Originality:

Quite simple in exe-
cution, but very orig-
inal indeed.

Q Playuohility:

i The blasting is pretty

simplistic, but very
enjoyable. Variety in
the different missions
adds to the interest

Chaollenge:

The first third of the
game isn’t exactly
the most taxing chal-
lenge, but later lev-
els are very tough to
beat.

Lostability:

Once you’ve com-
pleted it, there’s little
to draw you back
(unlike Doom), but
beating the game
will take some
doing.

r

possible to ¥ o A
oen's, et I QUERRLL:

screen map to
e RN __ Desert Strike |

predict enemy
meets

A =
Moo taes . 's not all blast, blast, blast Battletech. A
city and come YOV know. Metal Head offers graphically
up and blast many different military objec- excellent, high-
tives in its myriad missions, ly playable 3D

them from s § 5 blaster that
behind, or use including photographing 32X owners

side-streets o ENEMY bases, summoning shoold senisos
set up an bombers, escorting heli- consider adding
aribish: copters... the works. It all adds to their collec-
to the enjoyment. tion.s
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PRESENTS 36 GREATEST HOLES

MAGAZINE P

STARRING FRED COUPLES

olf simulations can’t get

better than Electronic Arts’

incredible PGA series of
games. These titles are just so
close to perfection, there is very
little you can fault them with.
We believe that Flashpoint, the coders
of this new 32X title, must agree with
us, because the resemblance in game-
play between this fine title and EA’s
PGA games is quite remarkable in
some cases. But being on the new 32-
bit system, the graphics are light years
ahead.
We're talking a mixture of scaled
sprites, light-sourced polygons and
incredible texture mapping. Because
the 32X doesn’t have to update the
screen often, the full power of the
machine can be brought to bear in
producing some stunning looking visu-
als. If you don't believe us, check out
the fine screenshots dotted around this
double page spread.
Options? There are tons of them in
Golf Magazine Presents... You can cre-
ate your own golfer and define his/her
look and save them to battery back-up
memory if you so wish. You can also
select a variety of different tourna-
ments, ranging from stroke play and
shoot-outs right through to the excep-
tionally smart skins tournament. As the
name suggests, there are 36 different
holes, and you can select different
games based around different selec-
tions of these 36 holes. And lest we
forget, we should inform you that
these 36 holes are allegedly the great-
est in the world - chosen by golfing
ace, Fred Couples, himself.
And it's with regard to the 36 holes
that we point out the one problem with
this otherwise excellent game. Golf
Magazine Presents... doesn’t have half
as many courses as the newer PGA
games. PGA 3 has four times as many
courses as this 32X title and although
they don’t look anywhere near as
great as they do in this game, the
sheer volume of holes PGA 3 offers
could sway your purchasing decision.
It must be a pretty tough choice for
32X owners: Golf Magazine Presents...
beats PGA hands down in terms of
visual appeal and in terms of options
and gameplay, it's almost as good as
PGA 3, but PGA does offer more for
your money. And it's cheaper.

: i

@ Player Edit

A Look at that texture-mapping and light-sourc-
ing. Isn’t it really quite nice?

1 Par 4 ERED ':E”. : Cliz HOoOD
E L 258 YD

-
-
-

The exhaustive options
enable you to try out a
whole range of different
tournaments. Fred Couples
supplies a fair few differ-
ent tournament modes
himself, providing the
longest, shortest and his
most favourite range of
18 holes. You can also
choose a random 18 hole
course or go for 18 ran-
dom holes if you want
- your choice of terrain dic-
tated by the golfing gods.




A Well, we’ve
never seen any
golf course
quite like this
one. But it
actually exists,
apparently.

A The grid helps you
put the ball away.

| -

g 2 TRON
shet FULL 228 Y0

st 38% YD

Actually hitting the ball is very
much like in PGA Golf. You can
choose the appropriate club,
change golfing stance and move a
directional cursor about. The

Because the 36 holes in the game are
chosen from courses the world over, there
is plenty of variety in the appearance of
each hole, which boosts your appreciation
of the excellent graphics still further.

power of your shot, along with
the “snap” are selected by hitting
the C button on your joypad at the
right points on two rising power
bars. It’s easy to master and
makes for a playable game.

Pluyer Hitribulzs..

STATS HAME TEES DELETE

MEGRIDRIVE
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Golf Magazine Presents...
allows you to indulge in a lit-
tle genetic engineering, cre-
ating the ultimate golfing
body. You can alter the
weight, appearance, name
and clothing of your golfing
hero. Battery back-up allows
you to save off your cre-
ation.

o g J
=,
Presentation:

Plenty of nice digi-
tised intro screens
and hod-loads of
options. As Darth
Vader might say:
“Impressive... Very
impressive.”

Q Graphits:

The 32X shows it can
compete with Super
VGA PC games with
some superb course
graphics and great
golfer animation.

An annoying “bird”
noise whenever any-
one takes a shot. It
can be turned off
though. The rest of
the sound is good.

Originality:

Original in terms of
| look perhaps, but
the gameplay is
extremely close to
EA’s PGA series of
games.

 Playahility:

The PGA method of
taking shots is used
here, making for a

most playable golf-
ing experience.

Chollenge:

Some very challeng-
ing holes in the 36
offered, although the
most challenge is
gleaned from multi-
player contests.

Lastahility:

The 36 holes is
dwarfed by every
PGA release on 16-
bit, but the range of
tournaments and
options does keep
lastability high.

OUVERALL:

Not quite up to
16-bit PGA 3,
but still an
incredibly
playable,
graphically
stunning golf-
ing simulation
of a very high
quality.
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You see
that punch,
down
below. Well
that’s about
as exciting
as the
moves get.

s i onsidering the number of beat  in-game funes. :
> ‘em ups around, any new ones All these gimmicks, however, can’t gloss g
PR have to be something pretty over the fact that Rise Of The Robots is ‘
Ji - ' Py amazing to get a look in. Special ‘just another’ beat ‘em up. qumg control
1225 moves just aren’t enough. of an heroic cyborg, the aim is to beat
5 - Everyone’s got those. What's need- five robots in one-on-one combat. It
v o ed are gimmicks, unique sell- might sound like the usual fighting game
\ 16 MEG ing points that set the game fare, but it isn't. It's worse. With a limited
" apart from the others. You | range of basic moves and unresponsive
', BY: know, like making all the / controls, the game is boring at best and
1 AcLAIm fighters out of loaves of downnghf infuriating at worst. In
e o bread or something. Or fact, did we say ‘special moves
PRICE: g ) getting some superfly aren’t enough’ earlier on? Well,
1BR sound-merchant to do all : B we take it back. Some decent
the in-game music. : 22 special moves would have been
RELERSE: Think it all sounds a little S J§| lovely. Unfortunately, the
&@ ouT now far-fetched? Well just take \ pathetic repertoire of head-butts
" o a look at Rise Of The v and shoulder slams are almost
STULE: Robots. A game in which all &8 %/ impossible to pull off. Fortunate
BEAT'EM UP the fighters are, bizarrely ‘ o then, that most of the enemies
enough, robots. Admittedly, can be defeated by repeated tac-
" PLAVERS: that’s a bit less far-fetched than tics like jumping and kicking. ;
1-2 loaves of bread, but these are R B With the massive ad campaign this
y all generated on a Silicon A B game is currently enjoying, you might
& CONTROL: Graphics workstation. As for the be tempted to buy it, but don't believe
s JOVPAD superfly sound-merchant2 Well, the hype. Rise Of The Rlobots is quite
; God knows where he is, but Brian possibly the worst beat ‘em up seen all
CONTINUES: May (of Queen fame) composed the ‘ year.

[ ‘ none SEGA
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hould you read the instruction manual to
Mighty Max, this is the gripping plot that
would greet you. Centuries ago, people could
travel around the World using a series of interdi-
mensional gateways. But that was before the evil
Skullmaster (he has a face like a skull) destroyed
most of them, keeping the few remaining ones
for his own private use. What's more, he hid vari-
ous parts of a weapon in each of the portals. A
weapon with enough power to destroy the whole NV
World! %ﬁ__
Not a bad plot, eh2 Especially when you consider that

Mighty Max is nothing more than the boy’s equivalent of P T Oret “-'u“"‘_,uj,,

Polly Pocket! Interdimensional gateways, skull-faced vil- = O L0nNS L
lains and a world-destroying weapon.That's blockbuster gnf.f-‘bb'““““

material, you've got there. But hang on, because if you
read a little further it all becomes clear. Mighty Max, cho-
sen by the Ancient Warriors (it still sounds good at this
point), is armed with a ping-pong ball gun that fires balls
at high speed. Good grief! And that's where the game
begins.

Saving the World from destruction has never been so
dull. Jumping around five different (well, different look-

ing) platform environments, Max has to collect pieces of X
. RELEASE: the weapon and throw them through the portal. After ot
& outT now he’s found them all, he can jump through the portal him- v
. self, ready to face the next (identical) level. To make -
‘ STULE: things difficult there are various awful-looking baddies o
PLATFORM which can be dispensed with Max’s ping-pong ball gun. f<
There's also a certain puzzle element as Max uses spring, . J—_
PLAVERS: magnets and see-saws to help shift the weapon parts. On e e R
1 top of this, unresponsive controls make it almost impossi- o
ble at times to throw the weapon pieces in the right !
CONTROL: direction. It's mind-blowingly frustrating. ¥
JOVYPRD Of course, experiencing this frustration should be just .
hypothetical situation for you, because after reading this 5 I's a game with plat-
CONTINUES: you should have enough sense to realise you don’t want forms. And it's not par-
PASSWORD this abysmal platformer. ¥ P

ticularly good. Sorry.

" seaA




iSi=iv'= REVIEW

Y

| 4 iNUR OPPONEN .
PLASER | SELECT BUUP‘_‘:\IFP& €M Presentation:
- 7 = :I::‘r_e’s a si'licgn-gru.phic‘.s gen:,eur'ui:f;i'::t'ro
™ ! :'_i i "g @’(g ! o that ;'r::;'ressive.
/L‘* e z* i

P
e

g e

Graphits:

Obviously these graphics were quite smart
in their original PC form, but conversion to

- £< the Megadrive has left them grainy. »
cm—— 7
Sound:
v Atmospheric music courtesy of Brian May.
LRl Unfortunately he hasn’t used a Megadrive

sound chip before.

Originality:
It’s a one-on-one beat ‘em up. Originality
has nothing to do with this game.

Pluvnbilit\{_:

It’s slow, it has limited moves and the con-

trols are unresponsive. In short, it’s none
too playable. 2

- ERDRETTER
Challenge:
Initially it seems challenging because the
robots look tough. Then you realise that
it's letely unplayabl
Lastability:
Such is the infuriating nature of this game
that you'll probably want to leave it alone
within hours of buying it.
OUVERALL: e
L
It took a long time in the mnkin_?,
but the result has definitely NO'
| been worth it.
B
(HRL—1 "] 5 i=R 1 W &=
- -
OIMME Presentation: o
The game map is a drawing of
Max’s house and some text appears
1 on a computer between levels.
: TN B e
[ ab M ) Graphits:
. f The backdrops are bland and come
L «“y y in identical sets of five.
ICHARD Sound:
=Ong . A couple of nice effects, but nothing
o . - exceptionally exciting.
Originality: 3
Well, there’s never been a Mighty '
Max g on the Megadrive before.
Playuhility:
Unresponsive controls make this
game a pain to play.
Chollenge:
= Even with all the lives and continues,
v this is quite tough.
e 4
2 =
Lastahility:
bt A > If you’re a mentally healthy human,
L m you should bore of this game within
= s\ : hours.
WV 1 e A I queRALL:
a0 v v v & A mediocre idea for a game that
: = & proves even duller in practice.
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e Smurfs may have been
completely trendy about ten years
ago, but the kids of the nineties have
?urobably never heard of them. They’re
r more into The Power Rangers -
equally as kitsch but about a hundred
times more violent and a bit
controversial too. So do the peace loving ‘ DCAR SHURFS
midgets from smurf land have a hope in oot e e g
hell of producing an up-to-date video game? et B e aGa
Probably not, but here’s the review anyway. '
Why did this game ever get past the marketing team at
Infogrames? | mean surely the people that work there
must know that the Smurfs have about as much credibility
in this country as Bros or Jeremy Beadle. They may be
pretty popular in their native country (France that is, not
Smurfland) but you can bet that hardly any-
one here under the age of fifteen has heard
much about them, and cares even less.
Anyways, like it or not, the Smurfs ARE here,
but they’re not very happy. The evil Gargamel has
kidnapped some smurfs, including the luscious smurfette,
2 and he’s hidden them in the more secluded parts of smur-
BY: fland. Of course, the rest of the smurfing community is
absolutely heartbroken, so they send YOU, yes YOU on an
INFOGRAMES adventure to find them. A platform adventure that is.
However, unlike the spate of innovative platformers that we’ve
seen of late, the Smurfs hark back to those jump, run and col-
PRICE: lect adventures more commonly seen in the post Sonic 1 days.
1BA The action is slow, the gameplay is fairly dull and what's
more, it's annoying too. Instead of making a game that relies

RELEASE:
FEB'35

> + ‘ - y rama! Defeat
y STVLE: - : i this scary :
1 PlIITFIlHIIIER - : r- serlpenf or die!

- 3 . | ‘ i He’s a bit
I - ‘ ; hard though,

PLAVERS: g e N e so be careful.
A 1
s, on skill, the programmers have merely upped the enemy ratio
(ONTROL: - making for much irritation on the player’s behalf.
jovpnn’ Luckily, there are a couple of redeeming factors to be found.
Although most of the levels are platform based, there’s a
few 3D sections — one in the mine cart level a couple
in the snow level and various others interspersed
CONTINUES: throughout the levels. It's a bit unfortunate though,
NONE because none of them are very spectacular - in fact

the majority are quite dull, especially the snow sec-
tions which are all pretty slow.

In essence, the Smurfs seems to lack the

instant playability and speed that makes

platform games such good fun. It's not

a bad game, and certainly the graphics

and gameplay have had a lot of time

spent on them, but it's just a tad too old

fashioned to compete with 1994's top

releases. In addition, the subject mat-
ter's credibility is questionable and the
lastability is minimal.
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Presentation:

There’s an abun-
dance of presenta-
tion screens, all very
nice and everything.

Grophics:

Pretty sophisticated
although the subject
matter constricts the
graphical content
somewhat.

Above average,
although most of the
tunes are very twee.
A There’s some huge bosses in some of the levels, with the last level fea-

turing a full-screen sprite! Pretty impressive stuff, but unfortunately the

gameplay isn’t in the same league.

Originulity:

Well, no one’s
attempted a Smurfs
game before, but
this is a largely uno-
riginal attempt.

Pluyability:

Plenty of password
breaks to keep you
going and some
large levels too.

Chollenge:

Fairly difficult, but
only because it’s a
bit fiddly.

Lostahility:

There’s loads of lev-
els, but interest will
dwindle after a
while.

r

4
- OUERALL:

% An above
average
platformer
with little
original
ideas.

§

:
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Glub, glub gargle,
gheelllp mgee, gl’'mm
drownding.

A What map?

4- MEG

' 5%“ y is Mickey Mouse so But novel to this adventure is the teaming
P W:erfed-? Everything he does up of Mickey and some of the other Disney
PRICE: B is well, so damned good All-stars. Both Pluto and Donald Duck
fTER isn’t it? All his cartoons are classics, make appedrances of} the game and
e~ | his toys sell out in the shops, and his  although they don't actually do anything,
RELEASE: video games get some of the highest they are on hand to dish out various
‘ FEERURRY ratings going. Which 1 guess is the medals and pendants and generally help
reason that this month he makes his out with spurring young Mickster on. Of
’ STULE: third appearance on the Game Gear. C°Lfr59"‘h?U9h: being a platform game, the
PLATFORM However, unlike the recent Megadrive action isn't eg(ucfly taxing, and with |n_f|n|te
Mickey game, this doesn’t take any influ- continues, Mickey could have done wnh'a
| PLAVERS: ence from any of Mickey's cartoons. but less help real_ly. However, the graphics
| Instead, it takes most of its influence from are of great quality, and although most
| Mickey's last Game Gear title - Land of Mickey games are pretty easy, they're all
C(ONTROL: L lllusion. Which incidentally, scored marks completely playable and this offering is no

JOYPRD ' of around 90% in most magazines. So any-  €xception. Admittedly, the adventure won't §§ i’é v
way, as you'd expect, you have your last you Ic.mg but with graF’)hlcs and game- e
CONTINUES: obligatory ice level, your underwater level play of this standard, who's complaining? 0060 rp'U'" E_IL. UU [_
INFINITE and your foresty-type level. And all very A Robin Hood, Robin Hood is

nice it is too. o mate is Donald Duck. Robin Hood,
i A e R R R R T R T R Robin Hood he’s dying for a..

BY:
SEGA

s
PRICE:
£1BA
RELEASE:
£ FEBRUARY MGUISE
: STVLE: oA prefty much ; A ‘Ere somebody get my mum, I’'m stuck.
PLATFORM : :
PLAVERS: And it's Afie
1 Starr with a
commanding ten
5 second lead in
CONTROL: the eliminator.
JOVPRD But Barry the
bat is close
CONTINUES: behind.
]




Presentation:

Brilliant. Loads of story screens with few
of the rough edges that seem to plague
Game Gear titles.

Graphirs:
Again, of the best quality with loads of
variation and huge level bosses too.

=

Sound:

Well, it's alright, it's just the Game Gear
isn’t very good at producing any kind of
music at all really.

.

Ornas ﬂ l_i

DQ{_jDD

Originality:

No points here. Sorry.

Pluyability:

Indeed, extremely playable.

J

The infinite continue option severely limits
this game’s challenge.

) @“9 6¢)

Lastahility:

Not much reason to want to play it again
after completion, but you’d probably drag
it out of its box from time to time.

B

’unﬂenmblyaverye oyabtegame.‘ . ay put people off is that t
o Z| ey Sttt B oveRmLL
032 =i ‘cvea'wnrramconmleraﬁm b‘ : he best ty - i "~ A top-quality title that does the 88

A F||pp|n eck it’s the \ o it's @ : S 3 heiaditee h i ; Game Gear proud.
shadow of my former : s bt o get. =5 EI S 10 :

i;llllll-li---lll-ii--ll‘ L T
| | 5"3”7%5559--““.

Aac:h. Isn’t he cute, eh;.-’1 u can hold |'I'I(Im in i ?

your hand, even out him in your pocket. An > i

look what happens when you tickle his : z’rgsbe'!;!’tn?yt!?g; i 28
tummy. He goes all soft and gooey. Just like a little | ; ,.ig?“ places. 4
puppy. But the trouble with these fluffy platform

stars is that someone’s always got it in for them.

And in Ristar’s case it’s a big nasty intergalactic

superbaddy who no doubt wants to shove a tree up

his bum. Tremble.

Oh blimey. Is there room in the world for another platform

game? Can the world’s console owners take any more of this

predictable pap, or will they take to killing each other in

protest of the lukewarm action offered up every month2 Well,

let's hope so, eh. A Nice sunset.
Anyway, to Ristar. Ever thought about what Sonic would look

like with a mask and a different top. No2 Well think about it

now. Getting anything yet2 Well, when you do, it'll probably

look really similar to Ristar. In fact, you could probably com-

pare Ristar in one way or another to most of Sega’s great

platform heroes — Dynamite Heady, Sonic, Mickey Mouse

you name it. Ristar lifts from it. Except he's got these

extendible arms too — the sole feature that rescues him from

platform obscurity. By using his stretchy forearms, he can

fling himself all around various levels, projecting himself ever

upwards until well, until he’s almost like a star in the sky.

And just like Dynamite Heady, this is another game that's

transferred really well on to the hand held. There’s loads of

levels, the action isn’t too easy and it’s fairly fast paced

t00.Of course, a lot of the graphical detail has been lost, but

at least all the levels are there — including all the boss and .l . layable, i

S atbioen L s " Lastability: .
But when it really comes down to it, Ristar may just be a bit Heady, Mickey ‘and loads a A:':,';:'::FR’;? );z":e::‘:z ';'sm:g:"" e
too unoriginal for some players. Although it g  and loads of of e el o o izs' e the i
s brilliantly playable, and a game that you're likely to want to

finish, there’s nothing that really makes this stand out form

 did enjoy playing this for a whi N
the other hundred or so other quality Game Gear B pknfo : ‘;é J m s op en GG ouEnnll: 81 ‘

Graphits:
Far too similar to every Sonic title, but in
terms of quality, you can’t really fault it.

Slips into your subconscious almost unno-
ticed. To your horror, you’ll soon be
singing the theme tune in the bath.

Originality: .ﬂ

Sorry, but I'm not going to be nice. This is
very, very unoriginal.

Plu\tublllt

Probably its best feuture

Challenge:

Not hugely challenging, but there are
loads of levels.

&) @* @“ ) &)

platformers. If you're looking for another platformer, this is : Ore One e Ihe b e ot Chn ohit s
definitely worth checking out, but those who already have  that others wi for these very ars we've seent. alfhoughitha :':mcep' is
four or five in their collection may find it disappointing. same reasnns. wae looking a little tired these days.
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PRICE: Y
£1BA

RELERSE:
A ke

’ " STVLE:
SPORTS SIM

B PLAVERS:
1-2

(ONTROL:
JOVPRD

| CONTINUES:
‘ EARNED

Tl
16-MEG

BV.
ACCOLADE
PRIE:
~ £1BA

RELEASE:
TBA

STVLE:
SPORTS

PLAVERS:
1-2

(ONTROL:
JOVPRD

CONTINUES:

at is it with these American sports
w;umes? They’re always endorsed by
people called Al Michaels or Dirk
Cheese. And this sim’s no better - it’s

endorsed by this famous American ice
Hockey player called Brett Hull. All fine and
well in the land of apple pie, sure, but what
happens when the the game gets released in
the UK? No one has a clue who these people
are or what they do. But don’t worry,
because apparently their games are all quite
good, or they wouldn’t have put their names
to them in the first ‘place, Well, that’s the
theory anyway.
And if we take this theory a little further, | can only
suggest that Brett Hull must be one of those stars
that hasn’t quite made it yet, You know, like
Michelle Gayle or PJ and Duncan. You're kind of
vaguely aware of them, but they're still to break into
that real A-star bracket. And until they do, they're
best ignored really.
e You see, it's quite unfortunate for young Brett that
{-é - HU e I8l  there’s just one game that seems to have well and

truly sewn up the ice hockey market. Of course the
game in question is none other than EA Hockey (and
% its various incarnations) and to be honest, ice hockey

sims just don’t get any better than this. And believe

me, people have tried.

Anyway, although Brett Hull is fairly playable, and
A Brett Hull, : even quite good fun at times, there’s absolutely no
there’s only, " 4 way it can be compared to EA’s version of events.
oneBrétt Hull. ~ R L It's just completely obvious that the programmers
Oi, oi, oi, oi. o ' \ have gone for an all-out EA rip off. Except that
there’s no nice little breaks in between periods,
hardly any animation on the players and well,
there’s just no excitement at all.Lets face it, you'd
have to be a pretty huge ice hockey fan to buy this.

Sl
—— i

of John Madden Football available for

the Megadrive and just about all of
them have been totally excellent, proving
that even sports not popular in the UK can
make for great games and sell really well.
Accolade may be hoping to cash in on the
same success, with I'Eeir new release,
Unnecessary Roughness. However, if we
were them, we would bury this game
right now. UR is definitely the worst sports
sim we’ve seen since Pele and even the
original Madden game, released five
years ago is far superior fo this.
In terms of graphics, the original Madden was a
revelation. Unnecessary Roughness opts for a
similar look (but without any 3D flashiness), but
has totally crap animation, crippled sprites and
absolutely pathetic backdrops. It's frankly
unbelievable that a game that looks so awful can
be released in 1995. | mean come on, the ball
looks more like a parcel than anything else,
betraying a total lack of curves whatsoever.
It would be all right if the gameplay was superb,
but it's not. The gameplay itself is incredibly
similar to Madden'’s in terms of execution, but
plays nowhere near as well. You can’t really see
what your players are doing owing to the
hideously jerky animation.
The one good point about the game is the
sound, which features a fair old amount of
sampled speech (which everybody else did years
ago) and some okayish music. But it's the game
that counts and there’s no doubt that
Unnecessary Roughness is a turkey - perhaps the
worst sports sim of 1995 (and it's only January).

There have been FIVE different versions

This looks
more like
Subbuteo than a
16 Meg
Megadrive
game.
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. short hme, it’s just comptate-
a ly obvious that Brett Hull
‘ a blatant rtr the
NHLPA series. Al it’s not
good on; Al

. they?e‘is ahsolute!y no poim in buying ihis, :

 and come
' ﬂziukohtmmfyoudnn’t there’s a
: out fhm w!mh are miles

aren’t my i‘wourmma

% ofgamo 1thnﬂobe

that the EA series

! oh: hcckeymm«a
&ankemwtmof
e most
games of all time. And in
‘a way, that's bad news
for everyone else,
because it means that unless their
7 ‘nmptsurebelhr they receive
uﬂemiunutd&ﬁﬁtlareu
i dmbh, if a little stop-
_ [ . It’s not in the
, fengueosaﬂ Hockey, so | sup-
: ﬂmesmfmuchmwnfor

A Stickitinthe
backofthenet!

AOr is it

Play People?
It's hard to
tell really.

‘fhis must ba
 the first
American
Foo :

nﬂthnpl:r ’~

!assoftheir
team, have
the number 8
on their i
o chests. It's
' 'vabie~mucla like the

{ Mf.ﬂﬁs isahmﬂy

A Either way, | can’t say
that I'm impressed.

t

Presentation:

Fairly poor overall. There are a few
options screens and the likes, but they're
no where near as good as in NHLPA

-8 I B E
Hockey.

Graphics:

Some of the sprite animation is very primi-
tive and there’s nothing that hasn’t been
seen somewhere else before.

Not too good either, I’'m afraid.

Originalit

A blalant rip-of g of EA’s ice hockey series.

Ployahility:
Definitely playable, although lacks excite-
ment.

Chollenge:

Pretty damned easy, especially if you're
used to playing these types of games.

8 G} GB 9 6) 6)‘

Lastahility:

Two player games always have a lasting
appeal, but this probably has less than
most sports sims.

series.

I=FiI=R 1 W &=
L4

Presentation:

Loads of different plays and the speech is
a nice presentation point.

Graphirs:

In a word: terrible. Awful sprites and hor-
rific animation. i

A nice range of speech and decent enough
music.

Originality: 3
A mixture of John Madden and Joe ¥
Montana with no original features we

could find.

Playability:

Well, the response is okay but there’s very
little excitement here.

Chollenge:

It's pretty easy to get the hang of, and
beating the opposition isn’t too tough.

@ @‘ 996!

Lostahility:

2
You wouldn’t want to play this for long at
all.

OVERALL: y
Unnecessary Roughness sums 32

up this game perfectly.

e ceah




SKULL K

ungeon Master is a game with a real history. Originally released on
the Atari ST, the then innovative 3D graphics and superb combat sys-
tem totally revolutionised the RPG market, spawning many imitators -
including Eye of the Beholder.
Now the sequel has appeared on Mega-CD and in just about every way it is superior to
the first Dungeon Master title... and Eye of the Beholder. The innovative control system
remains but the in-game world has been completely overhauled, resulting in a far more
varied environment. The original game just had bare dungeon walls - the sequel has
far more detail and plenty more variety.
Also, the range of monsters in the game has been substantially increased, and what's
more, they behave intelligently - unlike most other RPGs where they spout a single sen-
tence or instantly attack you. When in combat, the creatures make use of their environ-
ment to attack you effectively, some of them even flee in pain if you hit them with a
particularly stinging attack.
The adventure itself is absolutely huge, and is packed with puzzles, and devilish mon-
sters. It could well be the greatest RPG ever devised... so why hasn't it got an absolutely
huge mark at the bottom right of this page? Well, the problem is with the game'’s con-
trol method and the speed of the update.
The control method is very slow to respond, meaning that you can’t act
effectively in an emergency - your brain is about five steps ahead of
the game, resulting in a great deal of frustration. Combat is a particu-
larly painful experience for gamers used to the super-swift response of
BY: the original Dungeon Master on ST, PC and Amiga. It takes about a
FIL/JUL second to move one space along or turn around, which makes
progress extremely slow. It’'s the same level of response with combat,
which is so slow, it's almost unbearable.
It's a shame that Dungeon Master Il has these faults, because in all
PRICE: other departments it's an absolutely incredible role-playing game. If
1BA you can put your brain and reflexes in slow-motion to match the game,
this could well be the most brilliant game you've ever played.
However, we couldn’t and as such, we don't think it is.

RELEASE:
TBA

STVLE:
RPG

;l% - Some of the game’s wildlife is e‘dlble - k'I“ At the beginning of the game you can pick up
PLAVERS: this worm and you're able to eat its remains. a self-learning magic map. Useful...

A

CONTROL:
JOVPAD

There’s no doubting that the
game has an incredible
range of variety in the back-
drops - easily putting Eye of
the Beholder in the shade.
As well as the usual dun-
geon walls familiar to DM
fans there are outside
scenes in the pouring rain,
foggy bits and even an
underground cave system
populated by poisonous
bats.

CONTINUES:
/A
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The on-screen icon sys-
tem was one of the
most easy-to-use RPG
control modes ever
devised and it’s been
refined for use in
Dungeon Master Il. It
would be superb if you
used a mouse, but the
joypad controls just
aren’t swift enough to

reach the right control

in an emergency.

| remember play
_ puter versions of this game’s

—
PPIOEF S

e g i
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This ingenious character screen is the icing on the cake as far as clever
design goes. With this screen you can check out a character’s inventory,
feed and water them, check out their stats, arm them... you name it.
Many RPGs may have copied this idea, but it’s still the most efficient

RPG system around.

n

(3D
&

and some gargantuan puzzles. |
ing the old com-

prequel and there’s no doubt in
my mind that the new game is
measurably superior in just
about every department...
except one. Playability. The
gl blem with Skull Keep is that
s just too slow and ponderous.
Moving about takes ages, com-
bat is slow and the CD access
doesn’t help matters much
either. This could have been
game of the year and a real
Mega-CD saviour. As it is, | can’t
help but feel a bit disappointed.

1 used to be into the

original Dungeon

Master in a big way
« when | played it on

the Amiga - and the

chance to play a
superior sequel on

Mega-CD was a big |

attraction for me.
However, | can’t
avoid being a bit

i I:‘hmk islcadﬁ smlydou;'e'rdi-
graphics are infinitely si

or to the first game. The quest
itself is absolutely huge. The
problems with Skull Keep are
mainly centred around the con-
trols and the update - both are
far too slow - and the lack of a
mouse to play the game with
only slows things n even
more. The long disc access is
frankly an insult. The monsters
you fight are a lot more intelli-
gent, but to be honest, I'd have
preferred them as they were in
the first game - it must be the
intelligence routines that slow
this game down. And because
the monsters are more intelligent
they take ages to kill because
chasing them down takes so
long (the control method again).
Put these problems aside and
you have one of the greatest
RPGs of all-time, because even
with all the faults, it’s still
Dungeon Master. If you can per-
severe with it, | would recom-
mend trying it out because the
game itself is in every way supe-
rior to Eye of the Beholder - it's
just a shame that the plodding
control system and the frustra-
tion it caused has forced us to
mark this game down.

 disappointed. There’s no deny-
inglmo '

Presentation:

A particularly
spooky intro and
decent enough pre-
sentation throughout
the game. Nothing
here is clumsy or
without function.

 Grophits:

Slow to update, and
graphically DMII isn’t
totally superb, but
you do have a very
clear idea of what's
going on.

Sound:

A range of sampled
effects and some
decent, atmospheric
music courtesy of the
CcD.

 Originality:

The first DM game
wasn’t available on
any Sega system, so
this is really quite
original.

Playability:

The fun of the adven-
ture and the thrill of
combat are ruined
by an exceptionally
unresponsive control
system.

Chollenge:

If you’re not that
upset by the lack of
speed, the challenge
level is absolutely
huge.

Lastahility:

The game is an epic
RPG odyssey - but
the slow update and
controls may put you
off before long.

OUERALL:

Quite possibly
the best RPG
of all-time -
but the control
method and a
lack of speed
put a huge
dent in the
game’s
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PRICE:
£49.99

RELEASE:
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wa-ha-ha-ha! Come readers, come closer! Witness
now, the miracle of creation as it takes place. See
the lightning crackle as it surges down the conduc-
tor rods. Watch the dials on the control panel register-
ing the influx of cosmic energy. Look, look, as the life
essences fravel down the umbilical tubes, flooding the
birthing chamber. Yes! Yes! The action klaxon is sound-
ing! The time has come! Prepare to witness the latest
Megadrive game to emerge from the Street Fighter 2
Cloning Machine ~Samurai Shodown!
Actually, to brand Samurai Shodown as merely a Street Fighter
clone is a tad unfair. The coin-op was produced by SNK, a com-
pany whose many fighting games, although obviously influ-
enced by Street Fighter, have often proved to be highly playable
beat ‘em ups in their own right. In fact, some people have
claimed that the Samurai Shodown coin-op is as playable, if not
more so, than SF2 itself!
Anyone who's ever played a one-on-one beat ‘em up should
have a pretty good idea what Samurai Shodown is all about.
Choosing from a selection of combatants, the aim is simply to
beat all the other fighters in individual combat.
Familiar stuff. However, being a Samurai game, Shodown has
one advantage over it's kung-fu kicking cousins, namely
weaponry. Each fighter has their own particular fighting utensil,
from swords and claws, to pikes and even throwing stars. These
weapons add an extra element to the usual combat fare. For
example, during a particularly hairy tussle it's possible for the
two combatants to lock weapons. Should one fighter manage to
break this deadlock, their opponent’s weapon is knocked from
their hands leaving them unarmed and vulnerable, unless they
can reach their weapon that is!
Samurai Shodown has other novel features to its name too. The
inclusion of animal companions for two of the fighters, for
example. A ferocious dog accompanies the American ninja,
Galford, and the female Chinese warrior has a hawk at her
command. Another novel feature is the addition of special
items, which are thrown into the fray by a
mischievous fellow in the background.
Chicken provides much-needed ener-
gy, whereas bombs should be avoid-
ed, or used on the opposing fighter.
All this sounds like the formula for a
top-class conversion and with a 24-
meg cartridge at its disposal, you'd
have thought that would be the case,
but sadly it wasn’t to be. Much of
what made the original such fun to
play has been stripped from this poor
shadow of the coin-op. Gone is the
novel scaling technique which
zoomed in and out of the action. Mind
you, that would be too much to hope
for considering that even the basic
animation is jerky. Gone too, is the
ability to leap in and out of the back-
drop. Gone is most of the blood, the
copious spraying of which was a
trademark of the coin-op. But worst of
all, gone is the playability. -
Awkward controls, lethargic move- :
ment and frustrating difficulty make
this game a complete lack of fun.

Extra lashings of blood was one of the
things that made the Samurai Shodown
coin-op so popular. Although the ketchup’s
here. there isn’t a lot of it.

T et

Harking the call of ‘The Colonel’ little
Chicken Licken makes a break for it.
Actually, that’s just one of the many items
that get thrown on screen.

Looks like one of these boys is a lottery
winner. When two fighters cross swords,
only super-fast button-tapping can break
the dead-lock, disarming the loser.

A poor con-
version of an
excellent
coin-op. In
fact, it’s just
a downright
poor beat
‘em up.
Avoid.
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Presentation:

Poor renditions of the
titles and player
select screens from
the coin-op and very
little else. A very
unpolished game.

Graphits:

Nice backdrops, but
the characters have
so few frames of ani-
mation that they just
jerk around the
screen.

Totally dreadful ren-
ditions of the coin-op
tunes, together with
some reasonable
spot-effects.

Originolity:

One-on-one beat ‘em
ups are very unimag-
inative. Although the
inclusion of weapons
and psychotic pets is

quite novel.

Playubility:

The controls are awk-
ward and unrespon-
sive and the charac-
ters move very slow-
ly. This game is not
particularly playable.

Even on the regular
difficulty settings, this
game is ludicrously
hard.

Lastahility:

Considering the lack
of fun you'll have
playing it, you're
unlikely to play this
game too much, even
in two-player mode.
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% THE SIMURFS

BY INFOGRAIMES
SYSTEM: GAIME GEAR
SIZE: 4 MEG
RELEASE: FEBRUARY
PRICE: TBA
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A Looking just the same as they always did.
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It must be something to do with the weather, but there’s been an
invasion of little blue folk this month. We've been finding them in our
hair, squashed under our feet, floating in our drinks, starring in
Megadrive games and now they’re on the Game Gear too.

Of course, even little people have names and in this case, they're
called the Smurfs, those blue-skinned stars of the famous French car-
toons. If you've already read the review of their Megadrive game in
this issue, you should have a fair idea of what to expect here. Yep, it's
a platform game.

The evil Gargamel has once again kidnapped some smurfs for his
dinner. So it's up to you as one of the braver smurfs (it's difficult to
tell which one, they all look the same, these little folk), to rescue
them.

The action is basically quite predictable. Travelling across the platform
environment, the aim is to get to the end of each level, collecting var-
ious icons (leaves and berries in this case) and battling baddies like
flies, frogs and evil black smurfs on the way. Helping break up this
rather mundane game layout are such sections ds a raft level, where
you have to stay ahead of the scrolling screen, whilst avoiding log
barriers. There’s also a rather amusing bonus level in which a teacup
puts your smurf in a bubble (2) and floats him around the screen col-
lecting bonuses. Hmm, yes.

At the end of the day, the Smurfs is certainly quite playable, but it just
suffers from being too ordinary. You tend to get stuck in certain sec-
tions of the game, not because they’re difficult, but because the game
is so boring your mind tends to wander. At the end of the day there
are far better Game Gear platformers around, two of which you can
find in this very mag.
TOM GUISE

PRESEINTATION: 68%
GRAPHILS: 72%
50UND: 77%
ORIGINALITY: 18%
PLAYABILITY: 70%
[HALLENGE: 65%
LASTABILITY: 45%
OVERALL: 67"%
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A That place looks just like my

T

SYSTEM: GAIME GEAR
BY: [(ODEMASTERS

5£noﬂ1£r€l,e'a$,another Dizzy game.

Except it's three Dizzy games this time,
and they’re all on one cart. They've all
appeared on consoles in some form
before though, so this offering is more
of a “greatest hits” collection rather
than anything new. Which is just as
well really, as super-hero egg Dizzy is
looking a little worn around the edges
these days and we've all run out of
funny egg jokes too.

Anyway, for what it's worth, you get
three different games on this cart, an
arcade adventure and two puzzle
games. And while none of these titles
are of top-notch quality, they all pro-
vide semi-decent fun, even if they are
lacking in the old thrill-a-minute
department. The same goes for both
the graphics and the sound.
Obyviously, this title isn't going to
appeal to everyone - people looking
for cutting edge Game Gear graphics
and gameplay are going to be disap-
pointed and similarly those with little
patience will find this ultimately irritat-
ing. But if you just fancy something new
for your Gear and you can see past
some rather old fashioned graphics,
this should suit you perfectly.

SAM HICKMAN

IMARKS

50UND: 65%

GRAPHILS 70%
PRESENTATION: 72"

ORIGINALITY: 30%
PLAYABILITY:78%
LASTABILITY: 79%
(HALLENGE:74%
OUERALL:77%
LASTABILITY: 78%
OVERALL: 83%
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A This bit is
kind of like
Pac Man,
and the
three
games
together
are pretty
good value.
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WLUF RALY

BY ACaLAIM
SYSTEM: GAIME GEAR
SIZE: 4 MEG
RELERSE: oUT how
PRILE: £29.93

Well, everyone got fed up with the whole
sweaty affair a hundred years ago and poor
old Hulk Hogan was forced to earn a mea-
gre pittance on the inferior WCW, but
nonetheless, they still keep churning out the
games. And here’s the latest one - WWF
Raw.

If you've played any of the WWF games
before, you should have a fair idea what it's
all about. In fact, even if you haven't played
any of the WWF Wrestling games before,
you should have a fair idea what it's all
about - it's blinkin’ wrestling innit2 Two
well-oiled muscular types grappling each
other in a ring. Mind you, if there’s one
thing a WWF game has over the real thing,
it's that these fights aren’t a fix.

Anyway, what all you WWF fans want to
know, is what features are in this game.
Well, for starters, there are ten different
wrestlers to choose from, with such lumi-
naries as Shawn Michaels, The Undertaker,
Randy Savage and Razor Ramon the roster.
On top of this there are three different fight
options. The usual one-on-one maich, tag-
teams - in which you select a pair of fight-
ers and battle it out against an equally
sweating duo. And finally, the Survivor
Series, a gruelling endurance match in
which there four fighters on each side and

the team with the last remaining wrestler
standing wins.
To be honest, | think this game is really
quite poor. The graphics are really pathetic.
Admittedly, there's not much you can do
with a wrestling ring background, but the
sprites are tiny and almost indistinguish-
able. On top of this, it’s infuriating trying to
pull off any decent moves. But then, that's
always been a problem with the Game
Gear WWf games and to be honest, this
attempt is better than the previous WWF
outings. Still, I'm not a WWF fan and I'm
sure that true wrestle followers will gain
their grapple fix from this. For the rest of
you though, WWF Raw is unlikely to satisfy.
TOM GUISE

PRESENTATION: 82%
GRAPHICS: 63%
50UnD:78%
ORIGINALITY: 64%
PLAYABILITY:73%
(HALLENGE: 85%
LASTABILITY: 63%
OVERALL: 72%

A Big bellies and comedy
moustaches in the area!

BRI =L = REVIEW

This game has been in development for at least eigh-
teen months, mainly because it takes most of its presen-
tation from real TV shows in the US. Was it worth the
wait? Well, it depends if you're into baseball or not. If

BY: sony
SYSTEM: MEGA-(D
SIZE: /A

RELEASE: OUT now ¥ Rounder! Rounder! Rounder! monplace in Mega-CD titles, this has cuts from real

PRICE: $44.99

you are, then this is an absolute feast of great graphics,
fairly standard gameplay and brilliant sound. The fea-
ture that distinguishes this from all the other baseball
games on the market though, is the brilliant presenta-
tion. As well as all the usual speech and samples com-

baseball programmes with real presenters too. This puts
it in a class above most other baseball games, which lets
face it are all pretty much the same (not to mention
extremely dull).
In terms of gameplay, this offers few new features, but if
you're dying to get a baseball sim, then this is probably
the best of what's on offer. But if you're not a fan in the
first place you’ll probably find it quite dull — after all it is
just glorified rounders.

PRESENTATION: 92%
GRAPHILS: 83%
50UND: 81%
ORIGINALITY: 56%
PLAYABILITY: 80%
CHALLENGE: 81%
LASTABILITY: 79%
OVERALL: 83%




Despite the fact that hardly any
games are usually released this
time of the year, next month'’s
SEGA MAGAZINE promises to be a
cornucopia of high excitement.

For a start, we'll be carrying a full
review and showcase of Mortal
Kombat Il on the Megadrive 32X.
Exciting eh? But that’s not all —
we'll also be reviewing Story of
Thor, an incredible cross between
Streets of Rage and an excellent
RPG. It's had rave reviews in Japan
and you’ll get the exclusive low-
down in next month’s SEGA MAGA-
ZINE.

Hopefully we'll be getting a look-in
at the 32X CD titles in develop-
ment, plus we'll be lifting the lid on
the Neptune Project and maybe
even getting a sneak peak at the
official Sega Saturn - the machine
you'll be able to buy in the shops
later in the year.

But that’s not all - next month’s
issue will carry an enormous CES
show guide - an awesome round-
up of all the incredible games and
announcements from the greatest
videogames show in the entire
world!

SEGA MAGAZINE, ISSUE 15, OUT
15 FEBRUARY. ESSENTIAL.
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