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Anatomy of the
modern footballer

* Bullet headers on goal,
.. beyond the reach of the
" diving 'keeper.

* Improved intelligence.
Players move off the ball,
provide better service and
more accurate passes.

LE T

e Harder shots!
* Faster players!
* Stronger passes!

* New volleys - and you'll
need it to go one-on-one
with these smarter ‘keepers.
* Goals come from volleys,
half-volleys and swerving =
banana shots.
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* Over 200 international teams.

* Play a complete domestic
league season, then take

your team on tour abroad. E
g
* Pick up a niggling injury » Score from deadly set play
and you could be out for free kicks.
the season. I
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The Next Leap
Forward

There’s only one way to avoid extinction on the football pitches of Europe.
By getting to grips with FIFA Soccer ‘95 - and fast. With more than 100 of
Europe’s native club sides battling it out for 11 league titles, only the
fittest will survive.

And when you've reached the top of the tree in your own territory,

expand into the international arena. Milan against Manchester,

Munich versus Marseille - it's a natural selection of the greatest
teams in Europe.

Now take a giant step onto the world stage. FIFA Soccer ‘95
features over 200 of the best teams on earth. Discover for
yourself which continent is superior in strength, skill and

inborn soccer instinct.

Unless you want to be a football dinosaur,
you'd better adapt to FIFA Soccer ‘95.
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COVER STORY 18 ‘W
REGULARS

NEWS 10

DONG! More 32X stuHf revealed! DONG!
Acclaim buy o robot! DONG! At bloody
last a mew Master System game!
DONG! Yes, you heard us right, a
Master System Game!

PAUL’S TIPS 42

In between putting together such
delights as baked bean ond salad or
kidney beon and rice pies with the
office Pie Magic (as endorsed by Keith
Floyd), Paul has somehow amassed o
plethora of tips and player’s guides —
induding Gus’ rather smart Red Lone
selution. Oh, ond Paul's Zero Telerance
maps. We have to mention them or
he'll grizzle otherwise.

MEAN YOB 120
Guaranteed to get up the moral
majority’s nose as our miserable
letter-answering critter insists on
using the word ‘birds.’ A bit like
Dominik Diamond, really.

Q&A 124

Steve's brain exploded the other day,
you know. Seriously, he was there for
nine doys with a blank expression
betore we realised his ears were
smoking a bit and threw cold water at
him to put out the smoking remains.
Waste of time really, as if anything
he’s more productive now. He's start-
ing to whiff a bit, though.

WOLVERINE 62
Acdaim get X-Men fever as

MEGAMART 128 the best game based on 0

ek o the S coiment ot e B e i i
Home Shopping Channel. But without thieving our
that bloke who played Andy the Nurse got fo it.

in Eastenders. And the crappy duck

phones.

NEXT MONTH 130

Don't ask me | haven't even thought
about it. Do us o favour and just peek
at the badk will you?
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~ DOOM 26

PREVIEWS

VIRTUAL RACING

Behind the scenes on Sega’s 32X con-

version of what must rate as the witi- n'ﬂ'u‘l'f 30
mate P( game ever. Not for the faint- ';""5"!“"
hearted so anyone with a nervious dis- 3 -
position had beter get Mummy in the m':';: .

with them
room L“im.LHMrwhuun e
: perfedt copy of Virtva Rocing, but one

with extra bits, toa! Blimey.

LOADSTAR 32
Rocket Science

enter the
$cqa mar-
ket with a

gome set within o

smuggling mission. And it doesn't look
anything like Sewer Shark. Oh no. Not
one bit.

POWERDRIVE 34

ZERO THE KAMIKAZE
SQUIRREL

36

Aero The
Acrobat’'s
greatest foe steps

wp for a starring role. Actwally that last
bit sound: like those Rodio Times
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RUGBY WORLD CUP 92 JIMMY WHITE'S SNOOKER 100 T,
*‘“ as EA unleash o
o @ KAWASAKI SUPERBIKES 38
i i The bloke in charge of the Docp Spoce Nine base s WORLD CUP GOLD 40
i ok called Ben Sisko. Does that mean his son is the Sisko Kid? Oh, sod off then you
atterwards. e
GENERATIONS LOST 96 PG PRBNL IS @
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GREAT UNANSWERED QUESTIONS OF OUR
TIME: Nos 15 ond 16.

15. Does this mean that Kebab Magic is
on its way lrom Breville? 16. Does anyone
believe that the kids in GamesMaster’s
Consoletation Tone ore genuine viewers?
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First of all, we
hope you like
the cover-
mounted book
which contains
the best of last
year's reviews.
Next, after

months of spec-
srfyf ulation, the 32X

is finally herel
We've seen all four of the
gomes ready for the machine’s
release and, with the exception
of Metal Head, everything
Sega have lined up is looking
pretty cool. We're extremely
proud to have the first review
for the machine, too, as we lift
the lid on Star Wars Arcade,
and this is backed up by pre-
views of Doom and Virtua
Racing Deluxe. December the
4th is the launch day for the
machine, and the software is
certainly better than that for
the Mega-CD’s launch —
hopefully, proving those who
dismissed the unit as a stop-
gap horribly wrong. As ever,
only time will tell, but we're
going to give it all the support
it needs and our unrivalled
coverage will continue well
into the next year or so. Things
are about to get very exciting,
so join us for the ride into the
next generation...

If you cast your minds
back to a couple of
issues ago, you'll
remember the storm-
ingly brilliant Mega
Maonster Munch
compo to win five
-CD 2s and
20 cases of Flamin’
Hot Monster Munch.
We were inundated
by thousands of
entries, but here, at
last, are the winners:
5 Mega-CD 2s:
MNeil Thickett, Rotherham, South Yorkshire
John Casson, Poynton, Chesire
Richard Scott, North Shields, Tyne and Wear
Joseph Moss, Peterlee, Co. Durham
George Blacklock, Kennington, London

20 Coses Mega Monster London

Munch: Westley Knight, Northampton
Mickey Johnson, Mosely, Ryan Eve, Bromley, Kent
Birmingham Marcel Borg, Stockwell,
Jon Anderson, llford, Essex London

Sohidur Rahman, Wapping, David Lot, Stockport
London Matthew Elliott, Ruislip,
James Turner, Halesowen, Middlesex

West Midlands Micholas Whyte, London

D Marden, Ashford, Kent Jerome Willioms, London
Christian Parsley, Pembroke, Craig Thompson, Ruislip,
Dyfed Middlesex

Ben Cooke, Bognor Regis, Paul Kaanon, Hastings Hill,
West Sussex Scotland

lan Busby, Kidlington, Oxon Joel Delane, Stanmore,
Andrew Jackson, Coventry Middlesex

Tony Coote, Camberwell,

/
o
CLAIRE’S CONSOLE CUISINE

Hull-oo! Claire here in my all new feature to make sure you're eating
your greens while staring at those console screens. Keeping o regular
diet can be o right hassle when battling with the rest of the boys on
Micro Machines 2. So-oo |'ve cooked up some nutritious, bu-ut excit-
ing gourmet gaming grub. For starters how about some Sonic and
Noodles Soup, for @ main course perhaps some Meatballz (for the
vegetarians Mr Nutz cutlets), and for pud some Virtua Spotted
Dick! You know | just love sharing recipes with my chums, and | might
even be able to rustle up a prize for the most delicious digital
delight. So post your dishes to me in CLAIRE'S CONSOLE CUISINE,
at the usual oddress. Cheers big ears!




" TIE-JOKERS!!

There's always
one, isn't there?
That madcap
crazy prankster
type who sim-
ply has to
answer the tie-
breaker in a
completely weird
‘n" whacky way.
And after sifting
through the thousands of

tie-breakers, we have collected together
some of the more <l>unusual<P> offer-
Il'lgﬁ.-

<B>Mega Monster Munch and the
Mega-CD 2 are the perfect match
because...<P>

They both share the same interests and

are Capricorns.

They both have the same at the begin-

ning.

They're both Mega and flamin’ hot with

children,

They are both Mega and flamingly

wickedly hot mamma.

They both ‘drive’ you crazy with excite-

ment and pleasure!

I The Mega-CD is so hot they had to put it
in a black case to keep it cool, and Mega

Monster Munch are so hot they have to

be put in foil so we don't burn or fingers.

Both are called Mega so no surnames

have to be changed when married. (?)

—

POSITIVELY BAAA-MY!

Charlie says: You want more sheep? You
get more sheep! Following last month’s
debut, Master Garrick has dusted off his
canvas (to Claire's delight) and penned
some more rib-tickling sheep antics.
Anybody else with hidden
animal cartoon talents,
send them in and get your
work in print,

"\

LOOK-O-LIKES

Separated at birth? Freak biological
accident? Or just the plain spit of
someone rich and famous? The
Mean Team, or so it appears, all
bear an inexplicable resemblance to
a star of the stage, screen, or pitch.
Can you spot the difference?...

STEVE MERRETT

Goall Yes, it's the England golden boy Steve stand-

ing in for his foce-sake David Platt. The early days

of his career were dominated by the lightning rise

to the top of the league, but now he finds time to

play for Serie A in Italy, the Englond squad, and

edit Britain’s best-selling Sego magazinel Steve

enjoys nothing more than gracing Lord EMAP's

teamn, but insists on playing in wellies to give the opposition a fair chance. That's his story anyway.
CHOICE GAMES:MEGA BOMBERMAN, STAR WARS ARCADE

0Z BROWNE

Fortune has waved her maogic wand over our happy

band and blessed us with a Mr 'H to the Core’

Danny Glover of our own. Every moming o car

screeches to a halt in front of EMAP Towers, and

Oz rolls out with an Uzi in one hond and o cop

badge in the other. He then whips off his jocket

and throws it on the back of his chair, ready for

some serious crime fighting ond magazine design. Apparently, he's ‘too old for this sh...’, though.
CHOICE GAMES:STAR WARS ARCADE, STARBLADE, LION KING

ANGUS SWAN

Gus has taken the low into his own hands and

decided it's time the streets were cleared of filth.

Part-time Taxi Driver/master of invention and

metal-work, he hos constructed o quick-draw

action mop and hoover to deal with the discarded

Monster Munch packets surrounding Claire. “I'll

make these desks o safe place to work. Suck on

thisl”, cries the vigilante as he clears debris. You talkin’ ' me?
CHOICE GAMES:PSYCHO PINBALL, SOLEIL, DOOM

CLAIRE COULTHARD

Brunette beauty Claire, aka Marina from out of

Stingray, has the office swooning. One look ot her

social calender would send the most adept socialite

into a state of shock. Endless movie premiéres, din-

ner engogements, and acting classes, leave our

starlet with scarce time to put mouse to Mac and

turn out the mog. Mind you we've had to make a

few adjustments to the decor to accommaodate Ms Stingray. And feed her a pile of plankton o day.
CHOICE GAMES:STAR WARS ARCADE, SKIPPING

PAUL BUFTON

The ever elusive Paul sure tries to keep the rest of
the team on their 1oes. One minute he's running
from a Corporate EMAP State of the future in an
effort o avoid being executed ot the age of 30, the
next he's acting like o 50-year-old D' Artagnan.
What is his elusive identity? Why Michael York, star
of the small and silver screen. It's just a pity his
new-found sword skills heavily outweigh his so-
called rapier wit....

CHOICE GAMES:RUGBY, ECCO 2, SOLEIL
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For seasoned
pros only

Before you strap on your skates for NHL® 95, consider a few basic laws of physics.
Like what happens when an unstoppable force meets an immovable object. And
the one about every action having an equal and opposite reaction. That means
for every net-ripping, perspex-shattering slap shot you can unleash, there's one
coming straight back at you. And nothing ever came at you like NHL® 95,

First of all, it's fast. EA Hockey pushed the edge of the envelope, but NHL®
95 shreds it so fine it wouldn't even make bedding for your hamster. But
if you think you can take the pace, have you got the stamina for a full
84-game season of unstoppable NHL® action? All-new animation and
artwork make these guys look pretty, but beneath it all they're still
meaner than grizzlies. Fortunately, there's a 2-on-2 practice mode to
give you extra time to perfect those new moves - drop passes, fake
shots and kamikaze defensive dives. And this time, if your players
can't cut it you can trade with other teams or create your own
players from scratch.

Get ready - you're about to lose your NHL®-plates.
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NEWS
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@ EBY 5CI
® 32X

SCI are readying themselves for
the leap to 32X as their sequel to
the Lawnmower Man is ported
over to the Sega plug-thru.
Cyberwar exists as a 3-disk PC
epic, but SCI| are cramming the
game and its many cinematic
sequences into a 24bit 32X cart.
Once again, the player is cast as
Doctor Angelo is is chasing the
VR-enhanced Jobe through a vir-
tual world. However, Jobe has
allied himself with o series of odd
VR creatures and is preparing to
take over the world from-inside
his binary domain. All the groph-
ics and design have been ported
over to the 32X, and 5Cl are cur-
rently converting the gameplay,
meaning we should have some-
thing concrete to see — as
opposed to these mocked-up
shots — for a preview in the next
couple of months.

@ NEW GAME
@ BY SECA

BIOWIN A GALE

@ NEW GAME

@ BY SECA
@ SATURN

The Saturn is looking to
be the patron saint of
drivers with another
stunning polygon racer
added to Virtua Rocing
and Daytona. Gale
Racer has the incredible
detail of Daytona's
Model 2 board, cou-
pled with an Outrun
style plotline. Mean
looking turbo-charged
cars and towering
scenic backdrops look
set to stun on its early
‘95 Japanese release.




superlative animation. As mentioned,
there's the usual range of complex spe-
cial moves, with some charocters even
having a range of weaponry to bolt
onto their sophisticated armour.
Adding to the carnage are some excel-
lent special effects, including some very
gory finishing moves — just the thing
whilst 32X owners await the conversion
of MKII,

The game is very early in development,
but it's already shaping up to be a win-
ner. Cosmic Carnage is scheduled to
appear on the shelves early in 1995 —
expect a February release and more
pictures in the January issue.

> CARNAGE

Press Start Dutton

B SEBA ENMTERPRISES,LID. 1994
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screon! So it has a tendency
te spin a lot!

& NEW CAME JIVC are officially set

to release Keio
Flying Squadron this

@ EBEY J“: December, and the
news coincides with
a5 SH'I'I.IIIH the confirmation that

they are olso work-
ing on Keio 2 for the Saturn. Those of you with
longer memories may remember our review of Keio
o tew years back where we were fairly impressed by
the Nemesis lookalike. The Saturn version is being
prograommed by the team behind the original, and is
said to include larger sprites, countless layers of par-
allox and loads of sampled speech. An interview with
We can’t wait for the Saturn. the Keio team is underway uﬁd will follow alongside
It's gonna be great. o full preview of the Saturn game in o forthcoming

Issue,

KONAMI
dZX-PLOSION

@ BY KONAMI
@® 32X

Rumour has it that Konami are
working on a shoot ‘em up for
the 32X which mixes the char-
acters from Probotector with the
3D action of Doom. The as-yet
unnamed game is being devel-
oped in Konami’s Japanese
office, and is said to offer more
guns than Sega’ conversion of
the Id classic andc faster game-
play. Further details are sketchi-
er than a Rolf Harris cartoon,
but a full WIP is on the cards.




VIRTUA HGHTER 1T

@ BY SEGA
@ TITAN

impressive coin-ops: Virfua Cop which brings
action into the
Commander, which again

EA are plon-
ning more
motorcycle

& NEW GCGAME
madness with

@ BY EA
the release in
@ MEGADRIVE BREGRLEE

Rash lll. Many

of the sprites are being ported over from the
incredible 3DO versions, and the game is going
international, with tracks in Europe (including a
TT-style tourney). There will be police helicopters
to avoid, or you can even become a snitch for
the cops. New aggressive measures include
unsaddling rivals and stealing their bikes.

?mmﬂmuhﬂumﬂmm

sphere at last, and Virtua Ti
uses the Model 2 board for

12 MM SEGA

@ BY SECA
® MEGA-CD

Mentioned briefly in Rich's CES
report a few months ago, Sega have
confirmed they are to release 55I's
Mega-CD conversion of Eye Of The
Beholder. A stunning-looking RPG,
Eye draws ideas from FTL's classic
Dungeon Master and gives the play-
er control of four characters as they
make their way across a series of
3D scrolling catacombs. All the
vsual goblins and drogons make
cameos as bad guys and a variety of
potions and spells are on offer to
despatch them. Eye Of The Beholder
is set for a December release, so
Mega-CD owners are advised to
stock up on eye of newt and spawn
of toad in the meantime.




@ NEW GAME

@ EBY JVC
<® MEGA-CD

MNew movie hime Cop is under-
going o transformation into a
trigger-tnendly arcode/adven-
ture courtesy of JVC. Playing
lead character Max Walker, you
pursue the frankly barmy Hans
Kliendast as he seeks to alter
the tuture by dabbling in the
past, and achieve world domi-
nation. Set across diverse times
scales, including Nuclear tesi
sites and Nazi Germany, the
gome takes its inspiration from
the Darkhorse comics of the
same name, and the movie, just
finished shooting and starring
the imimitable Jean Claude
VanDamme in the title role. The
Mega-CD is bound to use some
of the startling digital effects
that are part of a $30m budget

MYSTS OF TIME

Probably the best game the
@ NEW GAME Apple Mac has seen in

years is now heading for

@ BEY MARUEENI the Mega-CD some time in

the new year. Myst is a lav-
@ MEGA-CD ish mystery adventure set

on a series of isolated
islands, each with their own set of bizarre contraptions and long-
unearthed mysteries. As a mysterious traveller you pass through
striking locations rendered in fantastic graphics. All kinds of techni-
cal trickery are employed, but its the atmosphere and ingenuity of
the plot and gameplay that makes this one of the most significant
Mega-CD titles yet.




AGGLAIM RISE T0 Tt

Been into Dixons to by your copy of EA's
Urban Strike? Yeah? Get a specially-com-
missioned dog tag for your troubles?
Yeah? Want to know if you've won the
holiday for two in New York? You've come
to the right place, as MEAN MACHINES
SEGA are proud to present the winners of the EA/DIXONS/MEAN
MACHINES Urban Strike compo. Ok, without any further ado, here's the
lunky winners:

WINNER OF HOLIDAY TO NEW YORK

@ COMPO
@ EA/DIXONS

OGGASION

©® NEW GAME

& BY ACCLAIM
@ MEGADRIVE

After more moves
than West Ham's
Lee Chapman, Rise
Of The Robots has
finally found a
home — with
Acclaim. The long-

awaited beat ‘'em up starring a variety of rendered

robots slugging it out started life at developers Mirage,

Tag number: 107-2330-1

WINNERS OF EA URBAN STRIKE JACKETS
Tag numbers: 107-2330-2, 107-2330-3, 107-2330-4, mm-s

: prizes, send your ﬂh name
mﬂdﬁrﬁhmmmﬂ h:ilh W

h?rmnhuhmhm mmk.

E{?

&

Please do mﬂhmmmmw
prizes or delivery.

Gallic softies, infogrames, are proudly
brandishing their newly-acquired Sega
licence and are set to unleash The
Smurfs on the Megadrive, Mega-CD,
Master System and Game Gear. Set in
the teeny tiny world the Smurfs inhab-
it, the evil Gargamel has cast a spell
over the 22-level domain, mutating
the once-peaceful woodland creatures into vicious beasts. Initially controlling an
ordinary Smurf, the game also puts the player in charge of Brainy and Jokey as
. . e, they search for kidnapped friends
=N\ amidst the plotform-laden stages.
- ] Along the way, ducks, sledges
- | ond mine carts are n:ldnn and all
- | manner of bonus recovered from
| hiding places. A full preview will
| appear in the January issue.

¥ No, it can’t be. I¥'s a new Master

@ NEW GAME

@ BY INFOGRAMES
&® ALL FORMATS

VERF ARE YOU ALL COMINK FROM?

was rumoured to be snopped up by Ocean, and appar-
ently found a home with Time Warner. However, it was
the big lads behind MKIl who have snapped it up, and
the assorted conversions of Rise should hit your local
software emporium towards the end of November —
the possibility of a 32X version to follow.

With Animaniacs
scorng a
respectable B6%
this very issue,
Konami have
already started
work on o sequel
for release next year. However, whereas the Warner
Bros (and Sister) were the stgrs of the first game,
Kenami are planning to make mad mice, Pinkie and
The Brain, the stars of the next one as the player aids
them in their continuing quest to toke over the
world. More news as and when it becomes avaialble.

@ NEW GAME
@ BY KONAMI

@ MEGADRIVE




@® NEW GAME

@ BY SAMMY

@® MEGADRIVE

MNews from the States informs
us of Sammy's conversion of
Viewpoint to the Megadrive.
Originally a TO0OMB Neo Geo
arcade module, it was a
minor classic a few years back
due to its rock hard blaster
gameplay, excellent polygon
graphics (in an isometric
Zaxxon-style setting) and
groovy soundtrack. We even
had the board upstairs for o
while and had many hours of
fun. Sammy’s 16MEG conver-
sion promises to be quite
faithful, even in its early
stages of development. No
one has picked up this for
European release yet, but it
shouldn’t be too long.

POWER RANGERS
@ NEW GAME

@ EY SEGA
@® MEGADRIVE

NEWS

m JonNg

Velcome to anuzzer round of

gossip and hearsay.
Hahahaohahah...

Hardly ones to waste time,
Infogrames are about to
unveil two new Megadrive
titles. The first is o sequel to
their Asterix game for the
Super NES, and the second is
an all-new adventure starring
Herge's number one hero,
TinTin. Both gallic heroes are
currently well into their devel-
opment time, and should
oppear early next year.
Another little birdy tells us that
Alone In The Dark could be
Mega-CD bound, too. Coo.
With a new company joining
the Sega licence club, now is
a fime to mourn two recent
coding deaths. First of all,
EA's Michael Jordan game
has been scrapped. Jordan
was due to battle all manner
of zombies with his trusty ball,
but EA have put the title on
what appears to be perma-
nent hold. Similarly, Sony may
have abandoned plans to
release their Mega-CD inter-
pretation of Kenneth
Branagh's Frankenstein
movie. Apparently it was
scrapped because... well,
because it was complete crap.
that explains it then.

On a more pleasant note, we
have reason to belive that
Interplay’s US coding team
are busy transferring the
sequel to Clay Fighter — €2:
Judgment Day — to the
Megadrive, and the game
boasts even more doughy
characters and oddball
moves. More soon. Also on
the beat ‘em up front, those
wacky chops ot Treasure are
working on a beat ‘em up
with an obscure Japanese
title, which involves lobbing
magic spells at your opponent
rather than knocking seven
bells out of them. Sounds like
typical Treasure fare, then!
Finally, we'll trek up to the
‘Pool where Psygnosis are
about to convert their forth-
coming Discworld game to
the Saturn. But only after
they've finished a PSX version.
Til next month,

Pip pip.

Forget the rest.

Red Zone leaves them all in the

dead zone. Struck down by the

mast incredible helicopter

shoot-em-up you've ever seen.

That's why Mean Machines chose

it as the best Mega Drive title at

this year's American Consumer

Electronics Show.

Nuff Z.
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$O YOuU
THINK
YOU ARE
HARD
ENOLIGH!

WELCOME TO KLUING FU, SHAQ STYLE. SHAQ FU FEATURES AMAZINGLY
FLUID, LIFELIKE ANIMATION FROM DELPHINE. AND A BRUTAL LINE-UP OF
ORIGINAL FIGHTERS. THEIR STUNNING SPECIAL MOVES INCLUDE MAGIC,
MORPHING, WEAPONS AND TELEPORTS, AND THERE ARE FANTASTIC
MULTI-SCREEN, $CROLLING LOCATIONS. FIGHT AS SHAQ IN STORY MODE. GO
HEAD TO HEAD IN DUEL MODE, OR CREATE YOUR OWN TOLIRNAMENT.

MEGHRA DRIVE
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PLAYERS

GAME TYPE
SHOOT ‘EM UP

PRICE  £49.99

(BY SEGA |
RELEASE NOVEMBER |

OPTIONS

CONTROL: JOY PAD
CONTINUES: 3
SKILL LEVELS: 1
RESPONSIVENESS: GOOD
GAME DIFFICULTY:
HARD

15T DAY SCORE
18,000

Based on the Lucostilm movie trilo-
gy, of course — and also a replico of
Sega’s Virtua Star Wars coin-op.

Penetrate Imperial defences 1o
destroy the Super Stor Destroyer and

Death Star, by destroying quotas of
TIE Fighters.

18 MM SEGA

Chapter Vil: A New Hope

Thn days of the evil Nempire seem to be coming to an end. Once they
had the galaxy in their icy grasp with Sturm(koopa)troopers and
squadrons of deadly NES Fighters. But free gaming has survived the
onslaught, and from their secret bases, the Sega rebellion have
unleashed an incredible new weapon which will strike at the very heart
of the those wobbly cape-wearers: the 32X-Wing Fighter. With its high-
end polygon processing and superior sound and graphics, it's set to van-
quish to the Maric dynasty and secure the eternal liberty of gaming.
Precious plans of the unit are entrusted to Prince Yob and the crew of the
Corellian Corvette ‘Mean Machines’, but as it speeds to rebel HQ on
Emapiaq, it is intercepted by a mushroom class Star Destroyer. Quickly,
Princess Liza inserts the crucial review data in a
microchip fitted to Commander Merrett's under- W e . -
pants, which can only be revealed by opening the W ' ]\ Eﬁ
pages of the magazine...

morepoweriuixnan
youoouiamnossioly
imagsine
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TIE BOMBER

DEATH STAR

" TIE FIGHTER

STAR DESTROYER
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ARCADE

double strike

In common with the arcode version, Star
Wars 32X offers a choice between one or
two-player simultaneous play options.
Flying alene, you take the rebel’s main
assault craft, the four-laser X-wing fighter.
As a team, ‘Pilot and Gunner' puts you in
command of the less celebrated Y-Wing
craft. In previous Star Wars tradition this
is a slower craft with different strategic
employments, but in this game there is

no appreciable difference in handling.
Player one controls the central sight, and
also steers the Y-Wing, while player two
has a roving sight. Although both score
separately, they share the common
mission goal. The game compen-
sates for the extra firepower with
higher target totals and increased
enemy ferocity. It is not an easy
option, but it's darned good fun.

—_———
LEAET Y Heilting
Ll : Dne™™ .
v Tl i b
i Y Lasers

PILOT&GUNNER

! Y—llins
T
it A Unikls

d | mepps

L 2=t i e
CWTINET U W gt L L S e

Y e |

. it simg vt e e S il i

-----

* Plans of the enemy target are downloaded to
your HUD before stages commence.
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Like the other Sega VR games, you have multiple
viewing options, each suiting different stages. The
main view is from within the cockpit, in the first-person
perspective, with all the game info on the surrounding
panels. The other view is a ‘chase’ comera behind the
craft, which gives a wider range of vision. The comput-
er will alert you when enemies are on your tail with a
warning message. From the cockpit you are aware of:

H-SC0RE 17902 —

Jl

Yo AN ‘ / i3
WF{ED{I FﬂWEE}
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ENEMY SCANNER )

2 WMISSIONIProvTiIeES:
7 -_En:hﬂuglmudiﬂlunfmilﬁm

Y4A¥ ool with the backdrop of a time limit.

. After your ship is lost, your progress is
f " I|IE'IHII= Pk |L'Ilh“h w.‘h a “““m ﬁ
completion of the overall task.

Multiple missions
for the climax to
the Arcade game,

A spectacular, and with TIE Fighter '

rock hard flight into

the heart of the star

destroyer, depicted

as a huge sloping

tunnel of girders

and laser defences.

At its heart is the

reactor target.
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Star Wars 32X has music like
you have never heard on the

::lﬁn The celebrated
theme scored by John
mmmh-m
ning, but the
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of R2 D2 howling when you
take some serious doamage.

22 MM SEGA

The Star
Wars coin-
op was a
visual
feast but
was too
short and
easy for its
own good.
This 32X
version
combats
this by adding more stages
which — whilst generally
involving blasting TIE
Fighters — ensures the
game will last longer than
its coin-op cousin. Fans of
the arcade game will be
well made up with this con-
version as all the features
of the original are there.
The vpdate may be a little
jerkier and the action often
a little confusing, but this is
a stunning game to look at
and a frenetic blast to boot.
The icing on the cake,
though, is the two-player
dual control mode which is
ace. The perfect 32X debut.

It was only
a couple of
months
ago that
Steve and
| were
invited to
view the
first Virtua
Star Wars
in the
arcade,
and here it is on the
Megadrive, bold as brass
and a fraction of the price. |
will not pretend the coin-op
is my favourite game of all
time, in fact | would see it
as the least successful of the
Virtua games, but the
achievement of this conver-
sion surpasses the leap that
the Virtua Racing cart made
from previous Megadrive
games. This is a fully-
fledged polygon game, and
the graphics are not only
detailed and convincing,
but they move at incredible
speed. TIE Fighters really
do screech out the screen at
you, and the Death Star
leoms in all its menacing
glory. The sound also sets
new standard for 5ega
owners, who couldn’t ask
for better samples,
although the in-game music
is weedy compared to the
title track. My main concern
in anticipating the game
was longevity. Steve and |
finished the coin-op within
a single slush puppy. But be
clear that even the arcade
mode is ROCK HARD, for
one or both players, and
the extended version is too
difficult if anything. It's
extremely taxing getting to
grips with sections like the
Star Destroyer tunnel,
though progress is slowly
made. The biggest surprise
is just how much more fun it
is with a co-pilot: unmiss-
able. It's amazing to think
this is the first real Star
Wars game after five years
of the Megadrive, but it's
arrived with a bang.

Thousonds of
polygons go

GIIAPHI(S
together to produce

piece that is a trib- |
ute both to the film and the i

arcude gome. |

o
ol

Somples and
title music of clority
that Megadrive
owners will never

have experienced,

Incredibly atmospheric.

The in-game music is thinly lex- :
tured. J
—— _—

R

Impulsive, com-
pulsive, utterly
reflex-bosed ond
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demanding. The :

ultimate irigger experience. i
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Very, very ditficult, |
and it's the epitome :
of the gome you '

come back to ogmn |
and again lor a -
guick spin.

Nol many stages in the arcade

YETSION 1:|| lhr:I game.
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VEM

A £6000 arcade
cabinet hanslormed
into o £50 cort, ond
this is the first Shar
Wars title for the
Megodiive.

89
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A stunning debut for the 32X, |
with a great feel and atmos-
phere. A whopper with extra
relish for those who like their
aclion-to-go.
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URBAN STRIKE!
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If you needed any indication that Sega are going
for the gaming jugular with the 32X, Doom should
provide one. Gus produced these psychotic ram-
blings after being affected by the game set to cor-
rupt the Sonic generation...

Gui ready to go down into the darkest corridors since EMAP tow-

, 0s Sego are preparing one of the first treats for the 32X —
and once started, you may never see the light of day again. Doom,
winner of Game of the Yeor award ot the last ECTS, and certainly
the sexiest PC product ever, is due to hit the streets along with the
new unit — and ensure the 32X hits the ground running.

For those woeful enough to be unfamiliar with Doom, it's a state-of-
the-art interpretation of one of the oldest game concepts, the 3D
dungeon quest. Except, instead of messing about with magic spells
and talking dwarves, Doom hands you a gun (if you don't like that
one find some of your own) and a reason to live: killing. In Doom it's
either kill or be killed. Happily, it's a rather fun postime.

You play a lone cadet, unfortunate enough to be stranded on
Phobos, one of the moons of Mars and probably the unsafest place
in the universe. Each terror-tricken and labyrinthine level has a sin-
gle exit for you to locate, although the diversions of secret levels and
puzzles to solve are common to nearly every stage. You view the lev-

areas of the game.

case, Doom looks like being o
worthy fitle to launch the 32X,
and with its anarchic and frenzied
theme, is set to redefine console
gaming as potentially not ‘family
entertainment’.

PROJECT

PUBLISHER
SEGA
INITIATED

FEBRUARY 94

NOVEMBER '94

FORMAI
-3
DEVELOPERS

els in the first-person, gun poking out in frent of you. There are
stairs, dark areas, narrow bridges and open
areas. By each lurk a range of hideous mon-
sters, which increase in power and ferocity as
you progress to each of the three distinct

At the moment, 15 levels of the original
Doom were accessible to play, with the game
standing at 24MEG. It is unclear how many
maore of the PC version’s 27 levels will be
added, although there is talk of the

gome being hiked to 32MEG. In any

WELCOME TO YOUR DOOM

Sega have been quick off the mark with Doom, cramming o
prestige product, only released in March on its original format,
into a punishing nine month programming cycle. Progress in the
latter stages has been rapid, which is demonstrated by the
change between the version of Doom exhibited at September’s
ECTS. and the advanced copy shown to MEAN MACHINES ot
Sega. The former was disappointingly jerky and lacking in resolu
tion, but re-writing of routines, has upgroded the game to be
more than a match tor its PC progenitor.

The philosophy that dreamt up Doom is interesting in itself. It's
the work of a small Texas developer called Id software. The team
there had originally worked for a larger company called Apogee
and had produced a highly-successful 3D hunt ‘'n’ shoot with a
Colditz type setting called Wolfenstein (a Megadrive version wos
planned but scrapped by Imagineer).

However, the rather eene figures of John Romero and Sandy
Petersen had an idea which would cause more than the ripple of
outrage that Wolfenstein's animal shooting and full frontal bullet
wounds aroused. They developed the Doom idea to push both
player and machine to the limit. The game demands 32-bit pro
cessing because of its speed and smoothness while dealing with
complex bit-mapped textures used in dungeon graphics. For
players it's a kick up the backside, especially PC owners used do
a succession of dreary ‘interactive movies’ and slow-moving
adventures.

The 32X version compares well, easily matching the speed ot o
486 33Mhz PC, running on high detail. Sega point fo reports that
the latest Stateside versions can perform as well as a 50Mhz PC,
for which we are talking o good £1300, and that's before you
stick a sound card in the trolley mater

-



If anything stands out about Doom it's the amount of death that's involved. It's
both desirable and enjoyable to kill everything that moves, and the visuals have
unprecedented impact, especially at close range, with recoiling victims, ruptur-
ing bullets and blood-soaked corpses left as a mark of your progress. Ethically,
it does have an ‘aliens’ scenario, but most enemies are humanoid and detailed.
Doom was generally seen as an adult game on the PC, but the 32X brings into
a new market. One thing the programmers have
ring-fenced for inclusion is the full complement of
Doom weapons. Starting with a single pistol,
prospects look up as you stumble across shot-
guns, machine-guns, rockets and the ultimate
weapon: a chainsaw, with which to embark on o
sickening massacre. Sega marketing manager,
Mark Mazlovich eagerly brings attention to inclu-
sion of all five play modes, which covers all
ranges of gaming skill. The worst of the —
Nightmare mode has
I:IM assumed an SwilL Laviel
infamous r'pulﬂﬁm'hf B Im TOO YOUNG TO DIE

Doom players, basically Hey . NOT TOO AOUGH
as o reckless spree of mutilation | 7T NC LMY
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DOOM MERCHANTS

No liberties are being taken with a game many would see
needs no improvement. Some small changes to the graphics
have been implemented, with the aim of giving the vaniety and
immediacy demanded of a console game. One level uses
wooden textures and cobbled floors to create o mediaeval
effect. This is set to be a custom Doom, with a unique 32X char-
acter. Sega would be delighted if the game had the same effect
on 32X owners as it has on some PC players. Doom gossip 15
rife throughout PC mags, and the sequel is causing o stir in cir-
cles more used to getting excited over extended memory and
PC Drivers. Whatever they might be. There is even a lavish 300
page guide book® publishee, with strategies, insights and
reflections on the Doom ‘phenomenon’

* '‘Doom: Survivor's strategies and secrets’, Joe Mendoza, Sybex

A Doom bestiary: A; Demon. B; Cacodemon. C; imp. D; Former human. E;
Cyberdemon. F; Baron of Hell.
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SENSLESS VIOLENCE

One nice thing about the 32X version is you don’t have to worry about load-
ing, and you don't need to fiddle with soundcards. Many PC owners missed
out on the atmospheric aural effects, that accompany your actions
Explosions and ricochets os you'd expect, but sound is used to create sus-
pense and induce fear — often you can hear approaching monsters before
they appear. The pumping soundtrack also puts you right in the mood for
murder.
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“A refreshing new approach to the genre...
a great real driving game... we like it!”

“It's fast, furious and most
of all, fun!”
SEGA PRO

“U.S. Gold looks to get into

top gear with Power Drive"”
MEAN MACHINE

i

ol

“A unique blend of speed and strategy
make this a rally game to beat all others.
Definitely no stick-in-the-mud!"

Cail LN
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PLAYERS BY

RELEASE NOVEMBER

SEGA

PRICE £49.99

GAME TYPE RACING

PERCENT COMPLETE

n fter the technological triumph of Sega’s

egadrive conversion of Virtua Racing, it's
fitting that the 32X ‘Deluxe’ version should be
one of the first games to flex the newly gained
muscle of the 32X unit. This November, buyers
of the upgrode will be offered an extended ver-
sion of Virtua Racing, for less than the top-
heavy SVP cartridge retailing at £70.

Virtua Racing was first released ot the end of
1992, exhibiting the blistering power of o new
generation of Sega coin-op machiness. Unknown
at the time, Virtua Racing was the first step in
Sega’s arcode and
console strategy that
has led to Daytona,
Virtua Star Wars,
Virtua Fighter and
Virtua Cop in the
arcades, and the 32X
and Saturn machines
in the home, with their
staggeringly close con-
versions.

As you can see, the
Deluxe version recreates Virtua Racing on the
Megadrive to a new standard of authenticity.
Gone is the cross-hatching and jerkiness of the
Megadrive graphics. Thousands of extra polygons,
more colours and faster frame rate produce a
smoother, cleaner and more detoiled conversion.
Some of the landscaping features omitted from
the Megadrive are back in, and the four viewing
angles are more spectacular than ever, with poly-
gon hands included.

What you cannot see, are the fabulous
enhancements to sound — crisp samples (includ-
ing a barber’'s quartet celebrating your victory!)
and music of the quality of the coin-op. Happily,
Sega have included the extra features offered on
the previous home conversion — a two-player
split-screen mode, mirror tracks and multi-
angle replay awarded to finishers.

But, as Jimmy Cricket used to say to
his eternal shame, there’'s more: new
3 tracks to play on and new cars to
play on them with, which is what
the crew are doing now...

o
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VAR,

Virtua Racing

SPOILER TACTICS

Now you have not one but three cars to race, on
a rotating polygon selection screen. In addition to
the formula car is a stock car and, the mysterious
and outlandish-looking prototype car. All have
different max. speeds, but also quite different
handling. The stock car is particularly fun to take
cornering, as the end flies right out! The proto-
type seems to glide across the courses like some
kind of batmobile, and is just the ticket for those
who have the formula car under the thumb. The
choice of car also seems to affect the opposition
— other racers in stock cars seem much more
eager to have a racing rumble. It's now also pos-
sible to visibly damage parts of your car (eg. the
\frnmrfpa's aerofoil), which requires a pit stop.




PASTURES NEW

The most appealing new feature of Virtua
Racing is the new tracks. Two extra full-length
courses, called ‘Highland’ and 'Sand Park’.
Highland takes Virtua Racing into an urban set-
ting for the first time, the course flanked by
some huge polygon buildings, and incorporat-
ing a motorway and approach roads. Sand Park
is even more of a departure, with a series of
spectacular terrain features, including o tower-
ing drive-through a rock outcrop, and a tunnel
with a you've-got-to-be-joking bend in it.
There's even a choice of routes, where the road
temporarily splits in two. The processing power
of the 32X has been employed to add a little
imagination to Yirtua Racing's reperfoire.
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ccording to Sega newcomers Rocket

Science, the currency of the future isn't
dollars, pounds, or thirty gueeg notes, it's
camels. And as they've got the likes of Ron
Cubb (screen writer for moderate hits like
Alien, Total Recall and True Lies) and cod-
ing veteran Brion Moriaty (the geezer i -. * ool
behind the Zork series) working on this CD LOW EARTH ORBIT PMAY E , Pt =)=
look into o world of moonbases and other . -
such sci-fi gubbins, we're stuffed if we're
going to argue.

Loadstar is set in the 22nd century, with
the player pulling on the driving gloves of
ace smuggler, Tully Bodine, who has
accepted his most dodgy assignment yet —
smuggling the aforementioned humped
currency off the moon. However, the traffic
congestion within the moonbase’'s many
roads and tunnels makes rush hour in
London look like a Sunday jaunt to
Littlehampton. As you roar through the
FMV roadways, numerous hazards and
road blocks stand in your way, and the
police are in hot pursuit..

aFEE Ba=w
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With Loadstar, the guys at Rocket Science are the lotest team to
attempt to create an interactive movie for the Mega-CD. Amongst its
cast of relative unknowns, one face is immediately recognisable: that
of Ned Beatty as the spluttering Sheriff Wompler. Ok, so he's not as
well known as, say, Tom Cruise or Chris Evans, but if you've seen any of
the Superman films you'll recngniﬁe him — he plays Lex Luthor's bum-
bling sidekick, Ofis. Loadstar opens with an impressive intro fo set the
| scene with Tully welcomed on to the Moonbase by his oddball and decid-
r edly dodgy mates as he enters a seedy bar, the interaction then continues
as the plot unfolds ond the game continues




LUNTHAFLOWS

Tully’s reactions need to be razor-sharp on this haul from hell. The lunar
surface is criss-crossed by literally thousands of Magalev tracks, and
where there are tracks there's trouble. As Tully, the player has the unen-
viable task of navigating the spaghetti-like junctions to avoid the usual
assortment of hauling hazards, rival truckers, traffic accidents, debris,
and dead-ends. As if this wasn’t enough, the cops are onto your case
and intend to liberally pepper the truck with plasma blasts to bring your
smuggling days to an untimely end.
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Based on an original design from
the 1980's Birmingham
International Airport passenger fer-
rying sensation, our hero's Magalev
rig is powered by magnetic force.
Resting on a delicate balance of
magnetism, hits from the cops and
- debris have the knock-on effect of

"~ % reducing the clearance between the

1188 trock and truck leading to some
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Forced to run the gountlet ot break-neck speed, Tully is required to
keep a hand on the wheel and another on the trigger. As with many
Mega-CD interactive flicks, the player controls the crosshairs which
act as both route changer and weapon targeting device for the
Magalev. Speed is of the essence as a missed turning, or more
importantly a missed cop spells doom.




PLAYERS

Yﬂu may be surprised to learn that haring along
country roads in the middle of the night at reck-
less speeds in driving rain is not illegal, ot least not
if you're a rally driver, which forms the basis of US
Gold’s new driving game Powerdrive. In a change
from the outrageous formula cars of most race
games, you get to push turbo charged Mini
Coopers, Renault Clios and Fiat's dinky
Cinquecento.

Set on o series of time-trialled coun-

try roads, your main opposition is

the clock, with some demanding

time limits set for qualification to the

later stages. The layouts pose their

own problem, almost constant chi-

cones, bends and hairpins.

Mastering the control of various r1:|||'g.|r

vehicles also makes its own

demands, as each is designed to

handle in a realistic inertial manner.

The courses vary in scenery detail,

from bumpy forest tracks to flot

desert dustbowls, and both linear and lap courses
are set. In line with creating the atmosphere of the
sport, spectators line the route, cones get in the way | B 88 **
and yes, you do get stuck on the verge and have to
reverse out sometimes. Weather is another chang-
ing aspect, driving rain posing a minor inconve-
nience and falling snow causing real control prob-
lems on the frozen forest tracks, which have to be
sorted out in the bodyshop more often than not.
US Gold still have things to do on Powerdrive, and
in its favour is the lack of competition in the rally
gome stakes, except perhaps from Sega’s own dis-
mal Double Clutch. With an early new year release
on the cards, MEAN MACHINES will be following
this one with interest.

Dotted among the high speed thrashing tracks are those designed to test your refined
driving skills. There is still a time limit for these ‘Kickstart’ style courses, but a pass flag

must be issued before you can continue:

i-liiiilitlliiruii

You must stop over the line
and wait for the adjudico-

ik ki t Tesco's
tor's flag. Like parking a .

reverse your car into the
designated box.

» -‘l'""llll'- illnr—-,,'

[:’-.

Negotiate the cone-lined
spiral and stop on the
marked area.

DRIVEN BY YOU

What would a Powerdrive be without power-
ups? Helpful icons litter the track and its to
your advantage if you can pick them as you
pass. The clock icon stop the lap timer for o
short period, the ‘N’ icon provides a power-
ful (though hard to control) burst of speed,
and money is added to your winnings for
spending on repairs between roces, as dam-
age is accumulated in percentage terms.
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Mot content with a cameo appearance as a bad

.

guy in Sunsoft's Aero The Acrobat, Zero (The

Kamikaze Squirrel) has wangled a starring role
in the latest platform extravaganzao from Sunsoft.
Having given up evil after failing miserably to
bomb Aero out of existence, Zero has returned
to his forest homeland only to find it menaced by
an evil lumberjack called Jacques Le Sheets who

plans to turn it into matchsticks!

Having been forced to land on a nearby beach

after his plane was shot by an unknown sniper,

Zero must moke his way trough the game’s seven
stages, picking off the many baddies who inhabit
the island’s mountains, rivers and factories. Killing
these baddies is effected using Zero's famed diving

skills which allow him to swoop down an any

unsuspecting targets, and if this tactic fails he also
has a handy stash of throwing stars to lob about.
At the time of writing (about 12:30 on a

Wednesday), Zero hodn't been given a release

date, but we'll keep you posted.
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HE SWOOPS HE
SCORES

In addition to his swooping skills, Zero also has o
rather nifty dive move at his disposal. Pressing the
C button sends our hero into a jow-cracking dive
which, initially, seems rather pointless. However,
scattered around the play orea are a series of signs
marked ‘Super Dive Tests.' Whenever Zero sees one
of these it means he must perform a breath-taking
dive which combines the oforementioned plummet
move with a carefully-timed swoop — sending our
hero past any hazards in an amazing U-shaped
turn|



el 0 B el ol Rt UK

H L EC BAL

9||: &l:il.
:'-::-::- 4

CTARTS NNVEMRER 18TH AT FINEMAS EVERYWHERE
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he jagged poly-
gon visuals of last
year's racing hit F1
maoke o reappear-
ance in Time
Warner’'s new profes-
sional motorbike
sim, Kawasaki ‘
Superbikes. Not ‘;’

that surprising . I —

when you under-

stand that both A e
games are the -

work of developers o
Lankhor.

In common with F1,

Kawasaki 5B teatures a first- E
person perspective for single

player racing, with a split-screen

option for pairs, or duelling with a single
computer racer. There is also the same
“Turbo’ option that accelerates the poly-
gon graphics to reckless speeds, and is
strictly for pro rocers.

However, this isn't just going to turn out
to be F1 with two wheels missing. The
screen update and number of polygons
are greater than any previous Megadrive
racer (bar the SVP-boosted Virtua Racing),
allowing complex structures and tunnels
to be added to the track design. Also the
handling of the bike has been tweaked to
match the world-tamous Japanese
machines — Team Kowasoki add their
endorsement.

With 15 global tracks, including the
imimitable Suzuka B Hours tournament,
fitting into a constructors championship,
fifteen other racers, pit-stops and quali-
fiers, nothing of any value to speed freaks
is being omitted. The developers original-
ly toyed with the idea of Full Motion
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TURNED OUT NICE AGAIN .

Weather plays o significant part in Kaowasaki 5B,
with you often ‘meteorologically challenged’ in your l

races. Rain, of course, makes for treacherous dri- .
ving conditions and tyres should be chosen accord-
ingly. However, weather canditions may change in
the course of a race, so watch for changes in the
sky. The final gome will also feature bike damage,
where minor collisions gradually reduce handling,
top speed and acceleration unless repaired.
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COMPATIBLE WITH THE SEGA MOUSE

ROTATE AND ZOOM IN ON ANY BALL

MEGA DFRIvE

THE GAME THEY SAID COULDN'T BE DONE

© 1994 Archer Maclean. ® |994 Virgin Interactive Entertainment {Europe) Ltd. Virgin is a regntered trademark of Virgin Enterprises Lud.
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PLAVERS| | BY US GOLO
\ PRICE TBA
GAME TYPE SPORT
PERCENT COMPLETE

he Megadrive is no stranger to golf games,
being perhaps the ‘Brucie ‘' or ‘Tarby' of the
celebrity console world. Sega owners have
numerous rounds, from Jack Niklaus to PGA Tour
to choose from. But US Gold aim to steal a march
on them all with their Mega-CD specific World
Cup Golf.
The game hos been developed for no less than
five CD-ROM formats, using digitised renderings
of the exotic Hyatt Dorado golf course in Puerto
Rico. Using silicon graphics workstations and a
3D modelling package, the development team
have managed to recreate every palm and prob-
ably every rabbit-dropping on the course.
The immense omount of data needed for the SALVYATORE
images explains why the game is restricted to the Cieer
CD format. The game also boasts a massive 64 = L
player tournament option, more players than
would fit into the average living room! The com-
prehensiveness continues with menus for fifteen
different tournament options, and the creation
and saving of custom players.
Our perusal of World Cup Golf was somewhat
curtailed by the large amount of programming
still to be done, but the structure of the game is
definitely there. Particularly, the main sprite is to
be totally restyled, so don’t be alarmed at how he
offects the perspective in these shots, Just relax,
close your eyes and think of warm sandy golf
links. World
Cup Golf is
reviewed next S A L S
month in o e~ (L S TER LS
MEAN
MACHINES. SALUATORE
L

¥ Gavin failed to B el
' 'i ' i L ELFE § =

rest of the course

hadn’t been cut.

DFRENG  PEaCL

UHR R HLT

A Aoocooah! Boy do | need this. | wos
really bursting...

GOING
CLUBBIN’

Actual play is effected by a series
of windows and menus, keeping
the action on the screen, without
flicking to sub-menus. Everything
from stance to spin is adjustable,
you can even check the lie of the
SALVATORE j :wri!::-;:;nrpurhnuiiuﬂihu
THoLz 1w - green) by using o Mysteron-
PAR '3 1 esque floating contour. The final
SHOTI ' version will have a ‘live’ flight
L N window to capture your soaring
balls!
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FROM THE CREATOR OF MICRO MACHINES"...

FULL TILT FROM NOVEMBER 25
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his

month
is truly Top
of the Tips
with some
outstand-
ing hints
and cheats landing
on the MEAN
MACHINES doormat
to wow and amaze
you. And as if this
wasn’t enough, there
are two player’s
guides, Time
Warner’s Red Zone
and Accolade’s Zero
Tolerance.
No time for chat
though, as there’s tip-
ping to be doing!
Don’t forget to send
in your essential tips
to the essential tips
pages here at: A TIP-
STER IN LOVE, MEAN
MACHINES SEGA,
PRIORY COURT, 30-
32 FARRINGDON
LANE, LONDON,
EC1R 3AU. Hoorah!

d some really

. Mowgali's travels.
] blhu entering these

miﬂdy tiger with full lives and continues, a
two previous codes (ie. A, C, A, C, A, C, A,
A, C, A, B, B) should do the trick.
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EPOGH CODES

Priding himself as being something of a strategist, Craig Withers origi-
nating from Cumbernauld, has pieced together the codes up to Epoch
MNine. They are as follows,
EPOCH CODE

SZADBYFIWMY

RXYCPUCXCBC

UXFDUYCXHTS

ORNDHTXKQTE

HIOBHBNYRHO

XANBRUAFLII

BTBAHOSHLIL

BLOAZFBGHBI

TEST HODES (9 0r==/
Moy 0 an oo wag ae t ol

Moy Wovemanaper T an VP&
1 Hit Kills _#1

1l Hit Kills P&

MIIRE . . -

What's more, for a hidden game of Sinistar,
simply enter the code JOOLS

FREEPLAY - Unlimited credits
BACKGROUND ADJUST - Choose from any location

BATTLE PLAN ADJUST - Choose from any opponent

SOAK TEST - Watch your favourite 12 fighters slog it out in a
demo mode with a twist. The fwist being you can delight in them
rtrfnrmng either Fotalities, Babalities, or Friendships at your
eisure

OOH, NASTY! -

A rather an unusual feature that allows you to perform a whole
new Finishing Move enfitled a "Fergality”. Pick Royden as your
character, and in the last round use only kicks. When the Finish
Him/Her appears, press BACK, BACK, BACK, and BLOCK to morph
the loser into a digitised image of Fergus McGovern, the
Managing Director of Probe.

S1IRKINEG
CAMPAIGN GODES

A sterling effort on the part of Gary Rudland from Felthain,
Middlesex, for completing this ‘copter-athon in only two days
and bunging me the codes for all the campaigns.

CAMPAIGN 1 - HAWAII
CAMPAIGN 2 - BAJA OILS RIGS  CR7CSLB7CHX
CAMPAIGN 3 - FIGHT ON FC 20T Aﬁz
CAMPAIGN 4 - MEXICO 9C

CAMPAIGN 8 - LAS VEGAS GPVSYNGIYNX
CAMPAIGN 9 - FIGHT ON FOOT AS 8
CAMPAIGN 10 - UNDERGROUND W7SKLP7CDPT

CAMPAIGN 5 - SAN FRA rs:a? 59
CAMPAIGN 7 - NEW YORK L67KGRPFGR3

BILLIONS OF POINTS!

Here's a quickie for the pinballing blue hedgehog, courtesy of James
Perry from $Sevenooks. After defeating a boss character, hold down A,
B, and C, ahd witness your score shoot

through the roofl
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LEVEL CODES

The unstoppable tips animal Paul Shotton from Stoke-on-Trent
strikes again with the definitive guide to the visually stunning Star
Wars spin-off. A huge pat on the back for such good work.

BEGBARS CANYON ASTERBID HIELD OEATH STAR
If you're finding the EASY - BOSSK EASY - DERLIN EASY - KLATTU
going tough against NORMAL - BOTHN NORMAL - MAZZIC NORMAL — JHOFF
the likes of Cammy HARD - BORDOK HARD - TARKIN HARD - IZRINA
ond Co., here's a
tidy, if not sneaky ASTERDID IMPERIAL WALKERS  DEATH SURFACE
tippet to the top and EASY — ENGRET EASY - MOLTOK EASY - IRENEZ
the final fight with NORMAL - HERGLIC NORMAL - JULPA NORMAL - ITHOR
Bison. Graham HARD - SKYHX HARD — MOTHMA, HARD - KARRDE
Kates from
Chorleywood, Herts. CANYON RUN STORM TROOPERS CANNON
Go through the nor- EASY — RALRAA EASY - MORAG EASY — LIANNA
mal selection NORMAL - LEENI NORMAL —~ MORRT NORMAL - UNWAK
process of choosing HARD - DEFEL HARD - GLAYYO HARD - YONZELL
your character, but before beginning the bout, make sure o sec-
ond joypad is pluggad in. Once the fight has started and you know STAR DESTROYER TRANSPORT POWER RALLY
who the opponent is, grab the second joypad and hit START. Now EASY - FRIJA EASY - TANTISS " EASY — PAKKA
using the second joypad, select the character you were previously p NORMAL - THRAWN NORMAL - !".-I'I.UFT;I..Il:.‘r NORMAL - ORLOCK
ﬁﬂ:ing and finish them off. When the map screen pops up, the s HARD - JEDGAR HARD - OTTELZA HARD - O55U5

ated opponent will have shaded to grey and the next combat- _

ant ready to do battle. Repeat the process until you face Bison, but ®  TATODINE ATTACK YAVIN TRINING IRENGH RUN
be warned the cheat doesn't work on him. ' EASY - LARRA EASY — OSWAFL EASY - NORVAC

NORMAL - LWYLL NORMAL - RASKAR NORMAL - NKLLON

e SR i HARD - MADINE HARD — RISH# HARD - ¢

FOUR EXTRA LIVES

For those of you having a hard time with the Fuel Depot on Level 7,
Darren Godfrey of Witney, Oxfordshire, 5rap5 in to help out. Enter
the level [ﬂudu TMHPGCFDYRL) and
fly up to just above the fuel drums.
Hang a right, going past another
Helipad until you come across four
pyramids. Take out the two Gatling
guns and then hit the pyramids where
you will uncover the four extremely
helpful extra lives. Cripes!
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CYBERJOBE'S
COMINAT YA!

HE'S GONNA MOW YOU AWAY.

THE
[AWNMOWER MAN




John Trudell’'s Number One fan, David Dent
from MNorth Shields, Tyne and Wear has been
playing non-stop to bring us the complete

solution for all three acts.

N Y
J o

a1

Storoge Catch man power box
storoge Catch man power box
Bruno Get code

Grads Get code

Band Get code

Bruno Catch Luigi punch
Alex Get code

BONUS TRAPS

Dancer
Bruno

Handyman

14

T

Bruno
Grods
Band
Alex
Grads
Basement
Bruno
Band
Basement
Band
Alex
Storage
Basement
Storage
Alex

It is possible to trap Eddie (when he goes in Alex's room) with the
fireplace trap. This does add to your total. Even though Eddie has
told you to trap the handyman wherever possible, do not trap him

Band
Storage
Bruno’'s room

This is the main act. Try to catch as many people as possible,
but check on each of the rooms so as not to miss any important
information.

Get trap

Get trap

Catch man lamp

Catch man window

Dis-arm coffin — arm bands, catch mummy

Get trap

Dis-arm - re-arm basket, catch mummy
Get trap

Catch man elevator

Dis-arm - re-arm coge, catch mummy
Get trap

Get trap

Catch Eddie conveyor

Catch Eddie phone

Dis-arm - re-arm chair, catch mummy

as he shows you how to use new traps.

EIRT Rl

Concentrate on this list and nobody else.

e

Catch woman power box
Catch Eddie column
Catch Eddie conveyor
Catch Eddie chair

Catch man elevator
Catch Eddie bands
Cotch man phone trap
Catch Eddie cage
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ROAD AVENGER

[EVEL SELEGT AND DEmO MODE

Not a particularly stunning Mega-CD offering, but thanks to Anim
Abbtar for the tips.

STAGE SELECT — Press up to select OPTIONS and go into screen
where you press A six times.

DEMO MODE - As above, but press A five times and press B.

(P TIONS HMHODE
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For some extra special codes Simon Barberton from Countesthorpe,
Leicestershire, is here to offer some assistance.

RLLRUDDR - One life -

ULDLDUUL - Reveals all items .

LULRLLDR - Shoes

RBUUUBBIJ - Shoes, sweets, feathers

JJLBJRIL - Music select

LLBRDBDL - Shoes and sweets

DIBRBDB) - Three lives
DILEBDJIJLDLDBIBBE - Reveals all on each level

BLDUBUBU - Shoes, sweets, feathers, and three lives.

= GAME GEAR

PUIT 'N° PUTTER

SEGRET DPTIONS SGREEN

A tidy little Options Screen is available to those having a few prob-
lems from Stephen Brady in Cramlington, Northunmberland. Quite
simply hold button 2 and START while turning on your Game Gear.
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e were quite literally

blown away by Zero
Tolerance a couple of months
ago. But with a difficulty level
set on ‘Rock ‘Ard’, some assis-
tance will be required to wade
through the alien corpses and
save the planet from the
invading forces. Luckily Paul is
here to lead you by the hand
through some of the more dif-
ficult confrontations. But don't
forget to keep your eyes and
ears open, as you never know
what'’s lurking round the next
corner!

STEP-BY-STEP AEROBICS

Right, before embarking on the gun-fest
it is absolutely essential to get tooled up.
Remember the motto: Guns are fun, but
tools are cool! Don't throw away useful
items such as fire extinguishers unless
you are completely certain you won't
need them to progress. It is an absolute
| necessity to exterminate all of the aliens

on every floor and in every nook and
cranny. If you don’t manage to do this,
the boss won't appear at the end of the
section.

SPAGE STATION

The first part of your quest to rid the world
of invading alien forces. The going's not
too tough, but beware of ambushes.

X

T KN

DOCKING BAY 1 - bap8vting

Grab the shotguns at the start, but
avoid the rooms to the left and right
as they contain loads of bad guys.
Hang round the doors to pick off
enemy atacks.

DOCKING BAY 2 -

The corner rooms are chocker with
alien forces. Nip round the back of

where you started to stock up on shot-
guns and medipaks.

A relatively easy stroll, but keep your
guard when approaching corners.

1- Plb*uvPv
Grab that flamethrower immediately
as this is the first encounter with the
crabs. These fellas scuttle along both
the floor and the ceilings, pick them
off as soon as you spot them. A wall
of flames is the trick.

NGINEERING 2 - Tr-d/vP!4
Mot initially accessible. You have to
grab the lift from Engineering 4 to
mop up the aliens. Watch out for the
corridors in the outer rooms.

Oh dear! The time of low ammeo is
nigh. Try to conserve supplies as much
as possible. The aliens are on the
increase, so a lot of running about to
find weapons is often the case.

4-EGra’Crony

At last a stockpile of guns! Waltz down
the first corridor, and then hang a sharp
left U-turn into one of many bonus
rooms. Use the wall of flames trick
again for the crabs.

- WI8°Craly
Things are starting to get foggy. What's
more the maze-like construction of the
level means a lot of doubling back and
retracing of steps. Use the map all the
time to prevent ambush.

GREENHOUSE 2 - ar8"vikFs
Nab the shotguns in the alcoves
straight off, but watch your back as
snipers take pot shots. The night vision
goggles are a lifesaver in the central
maze section. The bottom left room is
packed with pulse lasers, very handy.




GREENHOUSE 3 - LH]*-v]FX

A whole new game begins in this the
first of the ‘search and destroy’ mis-
sions. You must get hold of the bio-
scanner to flush out the crabs. Caution
is advised in the ‘crab run’ top right
hand room. Keep searching previous
locations for strays.

BRIDGE 2 - dFtL™-vKgX

A long and narrow bug wasting ses-
sion. Prepare to enter the reactors.

REACTOR 1 - OP3"-v0ik

Absolutely crawling with crabs. The
rooms flanking the entrance contain
Medipaks, use them wisely. Head to
the centre for the final battle on the
Space Station.

L

REACTOR 2 - OP3™-vlpV

The big boss! Try to pick him off
through the doors, and don’t allow
yourself to be cornered. He takes tons
of hits. Once completed it's on to the
High Rise where the aliens have
sought refuge.

HIGH RISE

A whole new breed of alien inhabit this
abandoned building. They take more
hits, are quicker, and more accurate.
The levels are larger, so keep an eye
on the alien death meter to ensure
each level is secure.

- -

It's quite a view, but beneath you are
floors packed with deadly foes. Try to
shoot from a distance with the pulse
laser as these guys are fast. The torch
is useful when searching the enclosed
rooms that are pitch black. I'm afraid
it's a case of running the gauntlet up
the right hand corridor. Persistence is
the key.

You will notice the stairwell connects
most of the top floors, but remember
you're on a mission and each floor
must be secured. The rooms are filled
with what appear to be soldiers, but
who are in fact aliens, watch them
morph. Yuk! Check the comers of the
larger rooms for Medipaks.

FLOOR 163 - cofXuvDvE

Grab the bullet-proof vest from the
lower left hand room, and sit and wait
for the aliens to reveal themselves
from the corners. Take your time.

An easy level and an opportunity to
stock up on supplies that will be run-

ning low.

FLOOR 161 - YvhyGbxke

Cough, coughl It's smoky down here, |
wonder why? Fire! But a fire extin-
guicher is the least of your worries as
it's time to meet the hell hounds. The
hounds will sprint towards you and
leap, you only have one chance to
shoot them as they leap. A bio-scanner
is ot hand to ensure success.

-2

FLOOR 160 - ThxzutBst

It's puzzle time. Clear the floor, but
mind the alien troopers that pile out of
the room to the right. Take the stairs to
Floor 158.

FLODR 158 - clxz-tBk2

More and more hell hounds to tackle.
Head to the top right for the stairs to
159.

HOOR 158 - WrBz-tBkY

The open-plan arrangement means
there’s little cover. The bottom left and
right corners hold pulse lasers. Then it's
round the back for the stairwell to the
other half of Floor 160.
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FLODR 157 - Trx5-/Bhk
A steady pace is required to tackle the

onslaught of the dogs. Use all available
cover.

i.

FLOOR 156 - 08208KgK

An easy level, but don't forget to pick
up the flashlight on the way out.

FLOOR 133 - HBXSVEXFE

The biggest problem is the room in the
top left as it is packed! Use of the auto-
matic doors should help you to pick off
offenders.

FLOOR 159 - MLDzB8Brk

Again o case of seeking out all of the
hounds. Not too much of a problem
with the shotguns lying around.

FLOOR 153 - 7rxz-BxgV

Quch it's dark in here, time to locate
those night vision goggles. Show the
aliens you mean business with the
rocket louncher hidden in the top
right.

FLOOR 132 - bbga-vxg7

The last opportunity to replenish
ammo supplies before the confronta-
tion with the alien boss. Be accurate,
don’t waste ammo.

) MM SEGA
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FLOOR 131 - HgXGPOFS

The boss’s lair. In a straight grid for-
mation, moke sure you're quick off the
mark. Seme ammo is located behind
the entrance. Good luck!

THE BASEMENT

Now you've gone and done it! In your
attempt to flush the aliens from the High
Rise, they've scarpered underground.
Well, it's up to you to sort it out,
Complications abound as you realise this
is one heck of a maze.

SUB BASEMENT 1 - ari/48xnj

The only help you have is the map, use
it. Find the fire extinguisher before try-
ing to tackle the fire, use it sparingly
though. The long corridor on the right
is empty. Exit to the top left.

mmmm-nm
Those pesky aliens have lit fires

to confuse you. Check the fire on the
map before snuffing it. Take a left at
the large junction prior to even consid-
ering going for the exit.
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SUB BASEMENT 3 - DvibKSBEf
Another new breed of aliens live here.
Identify their distinctive call, spin round
and let them have it! The flamethrow-
ers available mean only one thing,
crabsl

SUB BASEMENT 4 - ORhd!IxG8

The alien boss has been doing o spot of
decorating down here with some
attractive alien wall-paper. Oh, and
he's removed all of the doors, so
there's nowhere to hide. Supplies will
be running very dry, but if you head for
the box-roem in the centre, you'll find

The mazes will be driving you mad,
having to constantly double back on
yourself. The exit is to the bottom left.

SUB BASENENT 6 - LUDbF/BOG
If at all possible try to keep tabs on the
route you've taken. Also watch the

enemy death counter so you can
progress to the next level,

Tune in next month fot the
final instalment of the
adventure that will take you
all the way to the biggest
and baddest boss and back!
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Blasting back the boundaries of the gaming
experience, SOULSTAR captivates up to two
players with oul-of-this-world 3D graphics, a
multi-morphing combal crait and last and furious
gameplay. Fly, drive and shoot your way through
more than twenty incredible missions in a
progressive, space shoot-'em-up thal beas all
the others!

takes you on a roller coasier ride of supreme
blasting action."

“Soulstar cerlainly looks like a conlender for

Mega-CD game of the year."
MEGA POWER

Available on:
Mega-CD

CMEGR~CID >




SITUATION RED |

We follow up our review of Zyrinx’s exquisite blaster-puz-
zler Red Zone with a blow-by-blow account of all mis-
sions. Standing out as one of the most varied, rewarding
and sheer bloody rock hard warfare games on the
Megadrive, we hope this Red Zone briefing is both
enlightening and entertaining. NB. The guide represents
the easiest way to complete the game — avoiding all
unnecessary engagement.
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- MISSION FOUR

| Gmhhllbygﬂmqwm You may take a
5 pounding, so return to the bunker to get
~ the repair. Now go back to the power
station and head north. Switch to HELL-
- FIRES. Before you enter the fenced flight-
 path to the docked submarine, you must
. eliminate the missile battery on the coast
~in front of it, and the three to the north of
it, whose fire covers it (F).
N\ Apprﬂud'! them from the
- south east and fire immedi-
- ately your sight locks on. DO
- NOT EHTER THE FLIGHT-
~ PATH IF YOUR TAIL IS DAM-
.~ AGED as you need total
control. The submarine has
no defences, so ignore it
¥  until the missile batteries
: gl 7 behind it are neutralised with
rockets. After the U-Bouium up, exit by the track to the west,
but beware the booby traps. Approach each overhead strut, but
do not go underneath until it folls (G). Ignore the explosions
urmnd you, they cannot harm you. Head directly to base on
exiting the escape route.

MISSION FIVE

f
A headache and no mis- }
take! Fly north and slightly

east, so you reach the tar-

get island at the gap in the

fence. Change to - &

STINGERS. Turn left and fol-

low the circular path, eliminat-

ing helicopters as soon as the sight locks on (H). After number
four, turn right, destroy the batteries and right again for one
final (use cannons). Now land. Select Rocco.

In the first corridor collect the explosives. Set them beside the
fence enclosing the toxic waste — be quick as proximity to this

drains your energy (l). Get
out before they detonate, as
waste engulfs the room. Now
proceed, torching all guards
until you get o the ones
behind sandbags. Return to the

. Tap the joypad, and
. the :hopw will land again,
'~ allowing you to select Shades.
Use his grenades on the two
rllmining guards, and plant
explosives on the conveyor. Exit prontol!

Now there is little time. Follow the course of the explosions
and carry on north to the missile site. The targets are not the
radar (as the intelligence
Mot confusingly omerts),
but the missiles them- K :
"Im e e oo | |

] - |
wvally, and you literally |
have seconds to use multi-
ple rockets to send them
to oblivion. This may take
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WISSION SIX

A relief ofter five. Replenish and
head south to the contact. You will
be osked to escort him overland.
Follow the jeep directly from behind,
HELLFIRES armed (K]. Use your chop-

per as a shield from any enemy fire. There shouldn’t be too much

hassle before the jeep reaches the prison. You must disengage
the nearby generator bunker to let enter, but before that, retrace
your flight and get the nearby ammunition.
Select Mirage for the generator mis-
sion. Jump the first gap, and use a

knife on the guard. Jump the second

gap and pull the lever. Return to the

s central platform and go down. Shoot
' one of the contacts until the barrier is

e broken (L). Leaove explosive next to
the metallic
e —— tube.
Now go up M
and cross the mesh bridge, doing the
same in chambers to the right and left,
A pathway to the final generator (M) is
now open. Plant explosives and leave.
The prison gates should now be opened.
Select Rocco for the mission. You should
consult all prisoners, kill all guards and
pull all switches before unlocking the
President’s chains. Push his bed towards
the exit. One bridge is missing (N)—
pull the lever in the bottom right hand
cell to restore it. Well done.

MISSION SEVEN

Pressure. The jeep heods northwards,

relying on you for cover. Use rockets

first, and then hellfires as the fire

thickens. Do not be tempted to aban-

don the jeep to finish off one attacker, it

can outrun the tanks, just keep up. After the party move to the
boat (O), the procedure is reversed — use hellfires first, then
rockets and cannon as boats attack from all sides. Bear in mind
they are trying to ram your craft — one collision is enough.

MISSION EHGHT

From your landing position, fly east
following the track of the road for
minimal disturbance. Turn left at the
junction and take out the tanks on the
right hand side of the road and to
the right of the bunker (P). Now you
can land safely. select Rocco. Use a
rocket between the sandbags on the
first guard in the corner and pull the
lever. The rest is easy, though do
stop to play the Asteroids machine!
(Q). When you enter the final room,
torch the first guard from the door-
way, and make your way to the left-
most terminal on the long desk (R).
Enter 'IVAN' as ID, and ‘DEATH’ as
code.

MISSION NINE

Fly straight down the drive to encounter
the convoy, select STINGERS. It's
essential to remove the choppers first
(S). Then destroy the tank escort with
CANNON — rockets run the risk of
destroying the target vehicles. To make
life easier, do not shoot the two
unarmed jeeps — the convoy will con-
tinue to move but pose no threat until
you shoot them, so let it get closer to
the Supergun before you eliminate
them (T). b
You will need to refuel now, so go to
the one halfway down the map, just
east of the road. It's lightly defended
and has the bonus of o nearby field of
radar to total (U). Now lift the shells
from the trucks (Down and C together)
and carry them over the loading tube
beside the
supergun
w and g
release (V). '
Once all are looded, land and
operate the gun. You actually only
need one hit — the important far-
get is lvan’s base to the West (W).

MISSION TEN

Fly to the base. Select Shades. The first part

of the base has two porallel conveyors to

negotiate (X). It is treacherous, frustrating

and relies only partly on skill. Be patient.

Remember these principles: Run sideways to

avoid barrels; only jump in o clear vertical

area; only try to pass a claw when you have

o free area; don't try to pass the clows when

they are level. One method is to wait until

both claws have come to the end of their

tracks and are moving away from you.

Follow them up the conveyor slowly, waiting

for a decent gap to skip past.

Once past, operate the switch in the next
room, jump

{ towards the

i crate and

L hold C. You are hoisted across

'J the lava pit (Y). To get back on
the crate, always jump towards
it from the right, never from top
or bottom. When you get to the
second conveyor, pull the

switch, take the underground
passage and repeat the procedure.

On the second platform o bridge

has appeared. Operate the

lava drain in the next room

(Z). Go back and cross the

floor to reach the locked

door in the bottom centre of

the chamber. Plant explo-

sives, dispose of the ante-

chamber guards, then face

Ivan in a tricky climax of

reflexes. Good work, soldier.
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MEGADRIVE EXTRAS puase s GRADUATE MEGADRIVE DEALS 'wechoR*
e & BUTTON JOYPAD e sHow

#ITH ALTOFIRE & FOR A PIXEL PERFELT PILTUHE

SPEED®AD B Ol . & = =

. [ i CHO A SCART TELEWVISION

& BUTTOM .
JOVEAD WITH MOTION
AUTOFIRE 1299 MEGADRIVE 1 WITH SIX GAMES
.98 SAITEK AMD 2 SEGA CONTROL PADS , . BR.OO0

MEGAMASTER
S68 X BUTTON
JOYETICHE WITH

T | QUICKJOY SG
PROPAD 2

| & BUTTON JDYPAD AUTOFIRE &
| WITH ALITOFIRE & SLOW MCTION
SLOW MOTION 16.99

| 1499

SAVE FREEWHEEL
TURBD 2 AAPID FIRE £ STEEHING WHEEL
MEGADRIVE JOYPAD PLUGS INTO JOYPAD

WITH AUTOFRE &
BLOAY MOTIOMN
r.o8

ASCHPAD 8 BUTTON
JUYFAL FUS
MEGADRNE WITH
L 0% MOTION
ETURBD FIRE

14 89

PLIAT. SLNTS MOST
DRIVIMNG GAMES. |
TS |

FEGHTER STICK MD-4&,
ARCADE STYLE
JOYETICK WITH
ALITOFIRE TUIRBD
FIRE & SLOW MOTION
L

GAME GEAR DEALS

GAME GEAR PLUS CARRY CASE
WITH SOMIC 2 & FOUR FREE GAMES.
COLUMMS, CUHAMPIONSHIF TENNES
PEMALTY KICK AMD PAN AMERICAN
HUALD HALLY. WITH CAMRY BALs
BELOW. GENUINE UK VERSION

MO MAIMS ADAPTOR) ............... 05 00
GAME GEAR + CASE WITH LION KING AND SUPER MOMACD GLP......90.99
GAME QGEAR + CASE WITH SOMNIC 1 & FOUR FREE GAMES ................
GAME GEAR + CASE WITH COLUNMMNS AND SUPER MONACD G.P. ...
MAINE ADAPTOR FOR GAME GEAR ... B899
BLACK CARRY BAG FOR GAME GEAR, CAMERAS GEMERAL CAARRY CASE

SAVE
£37

PADDED WITH GAME AND ACCESSORY COMPARTMENTS. BARGAIN _. .58

LOGEC 3 GAME GEAR DELULE PRAOTECTOR CARRY CASE 11.88

LOGES ¥ RECHARGABLE BATTERY PACK

FITS INTO BATTERY COMPARTMENT, LASTS 2.5 HOURS

MAING ADAPTOR REQLIERED .08

SEGA CAR ADAPTOR FOR GAME GEAR (PLUGE INTO CIGAR LIGHTER) 14,88
BUY A SCART TVMONITOR FOR A PIXEL PERFECT PICTURE

ALL OUR SCART TV's COME WITH & FREE SCART LEAD
(PLEASE STATE AMIGA, BT, COaA2 MEGADRIVE 1 OR 2, SNES, 300 OR JAGLAR
BONY KVM1400 14” FET TELEVIS:ON MOMITOR
REMOTE CONTROL. &0 CHAKMEL TUNBIGE, REAR SCART
Pl ATEHONE SOCKET, 3 POSTION TILT & LOOP AERLAL

SONY 14" TV | GFEY ) 110
BONY 14" TV [WHITE) 164,05
BONY 14° TW « FASTEXT 2

SHARP 147 TVREIONITOR (nof shown)

WITH RERDITE CONTROL, SCART INSUT, DN SCREEMN
CHSPLAY 40 CHAMMEL PROGHAMWABLE REMOY
SLEEF TIMER 17485

SCARAT LEAD - MEGADRIVE TO SCART TV (STATE MEGADRIVE 1 OR I) .59

MEGADRIVE 2 WITH SIX GAMES
AND 2 SEGA CONTROL PADS |, .106.00
Six GAMES - REVENGE OF SHINOBI, GODLDEN AXE STHEETS OF HAGE
SUPER MOMNACD GRAND PRIX. SUPER THUNDERBLADE AND ALIEN STORM

MEGADRIVE 1 WITH SONEC 3 AND 2 SEGA CONTROL PADS . - JBE.00
MEGADRIVE 2 WITH SONSC 2 AND 2 SEGA CONTROL PADS ... . ... . 106100
MEGADRIVE 3 WITH S0OMIC 3 AND 2 SEGA CONTROL PADS 132040
MEGADRIVE 2 WITH LION KNG AMND SEGA CONTROL FAl .......... .-108.B0
MEQADRIVE 2 WITH VIATUA RACENG AMD SEGA COMNTROL PAD .. 11800

I ASE STATE MEGDRIVE 1 OH MECAL
MEGADRIVE 14 ? ARE THE SAME N TECHMICAL SPECIFICATION
MEGADRIVE 218 SMALLER. BUT LACKS A STERED HEADPHONE SDCNET

*+s VERY SPECIAL PLUS PACKS #++

PLLUIS BIX GAME PACK (DMLY WHEN YOU BUY ANY MEGADRIVE 14.%9
CONTAINS REVEMNGE OF SHINDBI, GOLDEN AXE, 5TREETS OF RAGE, SUPEA
MAOHACC GRAND PRIX SUPER THUBDERBLADE, ALIEN STORL

PLUG SBOMIC 2 (SPECIAL PRICE WHEN ¥OU BUY ANY MEGADRIVE 14,90

ALL MEGA CD AND MULTIMEGA

PACKS INCLUDE 8 GAMES
AOAD AVENGER, SOL FEACE
COBRA COMMAND, COLLBNS
SUPER MONACDO G.P, STREETS OF RAGE
GOLDEN AXE, REVENGE OF SHINOBI

& MBS - &

Il

o

MEGA CD 1 WITH TOMCAT ALLEY AND B GAMES (A5 ApOvE 179.84
MEGA CD 1 WITH FIFA SOCCER AND B GAMES (a5 ARDVE 164, 88
MEGA G0 1 COMMECTS TO MEGADRIVE 1 OR 2 TO PLAY GO GAMES OF MUSIC CDS
MEGA CD 2 WITH TOMCAT ALLEY AND B GAMES (A5 aBOVE 179.88
MEGA CD 2 WITH FIFA SOCCER AND B GAMES (A5 ABOVE) 1684.89
ARESA CD ..';.'-:_"'lh'_:. TS TO MEQADHIVE 1 OR 2 TO PLAY CD GAMES DR MUSIC CING

H-E“' ™ MULTIMEGA IS & ShALL, POSTABLE COMNSOLE

“HLTTHE WITH A COMBINED MEGADBRIVE AND MEGA &0

DEALEM COMPLETE WITH MAINS ADAPTOR, IT PLAYS

MEGADRNE CARTRIDGEES, MEGA JD°5 OR MUSIC CUYS

MULTIMEGA WITH TOMCAT ALLEY
AMND B GAMES (A5 AROVE) 290.99
MULTIMEGA WITH FIFA SOCCER
AND B GAMES (45 ABOVE) 468
T MEW SEGA 32X EXPANSION MODULE
- FOR MEGADRIVE (DUE MOW) 120,00

SLOTS INTO THE CARTRIDGE PORT ON TOR OF THE
MEGADRIVE 1 OR 2, ALLOWING
UISE OF NEW, BMPROVED 32 BIT
SOFTWARE, LOOK OUT FOR.
DETAILS OF 312X GAMES

CUDDLY TOYS

3k il

BUGE BUNNY (SDCM TALL

S0MEC THE HEDUEHOG (380M TALL 1059
SYLVESTER {3008 TALL) 1409
SYLVESTER BDCCER (X3CA TALL 1608
TRILS CUDDLY TOY (350N TALL) 10

SPECIAL RESERVE
HEAVY discounts

: edetue

o =y 3
Jima  Nedrgiaed 1l

HUGE range
FREE - 16 page colour catalogue - just phone

0279 600204

HUGE rangs of hardware, sofware, books, peripherals and mads for
PC. CD Rom, Amiga, CO32, Sega, Nintenda, Alar, Apple, Sony, Philips
and JD0. All official UK products, all pt HEAVILY discounted prices
Order by posi. or by phone or come 16 one ol the Special Reser

oren 1oam o tpm CLUEB SHOPS 7 0ars 4 wan

43 Broomfield Ad - CHELMSFORD

Peihdisf Thal Do SO

The Maltings SAWBRIDGEWORTH -2 ir= rain sanen

Over 200,000 people have joined Special Reserve
WE ONLY SELL GENUINE UK PRODUCTS

AMIGA (D32 CRITICAL ZONE PACK 230.00
WITH MICROCOSM, CANNON FODDER, LIBERATION,

PROJECT X, ULTIMATE BODY BLOWS, OSCAR AND DIGGERS
SUPER NES + MARIO ALL STARS ... ...82.00
GAMEBOY + CASE + WARIO + KIRBY ... ...62.99

PANASONIC 30O + TOTAL ECLIPSE ... ...385.99

r----- 0§ F & F R X & b & 8 L b 5§ i L I ¥ I _ --1

WE OMLY SUPPLY MEMBERS BUT ¥OU CAN ORDER AS YOU JOIN
| Membarns receive our 48-page Colour Club Magazine bi-monthly
| Each msue reviews a sslechon from our axtensive range and mciudes
I af least £30 worth of coupons for additional savings on 1o0p products
| Membaem are undes no obligation 10 buy anything

\MEMBERSHIP FEES UK B WORLD
| SIX MONTHS TRIAL 4.00 &.00 T1.00
| ONE YEAR 700  9.00. 1100

| omif TEAR PRICE ISCLEDES SIT [S90F% OF PHE SPICLAL BESERVE MAGATINE WITH T80 OF I5 OOUPDME

| Credit Card Sales 0279 600204 10am to 8pm Daily

Al prices inchsse VAT and 2-3 Wi vy Carman G RO UK mgindard
Software and periphacals are senl by =081, hargwane by YWhile Arrow
Allow ane or hwd days for processing and despiich of siock items
An orgdér condirmatin/taspatch pivicn VAT recadpt will follow
Hardware (bems (Dafery Of maing) are oy suUppsasd o the LK, mainiand
Crprsaas oders must be paid by credil card (no hardware gold oversans )
Owerspas surchange £2 00 per software ilerm of 25% o olher ilams
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OPTIONS

CONTROL: JOY PAD
CONTINUES:EARNED IN GAME
SKILL LEVELS: 3
RESPONSIVENESS: GOOD
GAME DIFFICULTY:

HARD
————

.

15T DAY SCORE

] SOLVE MONKEY PUZZLE |

i B e L e T e B

Elements from past plotiorm gomes |
embellished with superb Disney art- |

00
oooO

Traverse the platiorm levels, doing
battle with the evil hordes of Scar
ond defeating end-of-level bosses.

|
i ¥

|

Hi

ing - The Lion King. Just like Aladdin before it,
the film has done huge business in America, is gninn
to do incredibly well in the UK — and has been
translated over to the Megadrive in the form of a

platform game.

"~ You adopt the mantle of Simba the lion cub,
whose parents are killed by the jealous, power-
crazed feline known as Scar. It's your task to patrol
the eight-way-scrolling platform levels eating bugs,
battling the local wildlife ond generally trying to
reach a certain peoint of the game map thot takes you
en to the next, more difficult stage. Punctuating the
are two bonus sections based on the
Imn:l:uhnul antics of

oy

Pumba eating ‘em up.
The second stage is a
scrolling level with
Timon eating nice bugs
and avoiding the nasty

flies and beetles.

But that's not all
there is to this game.
MNo sir. Read on...

Lol SR R LS (PR

YOUNG SIMBA

You start the game in guise of young Simba, a play-
ful cub who does battle with the evil

denizens of his kingdom. He's mas-
tered the mystical art of the Super
Mario foot stomp, which works on just
about everything. Apart from porcu-
pines. To deal with those
bothersome mammals,
Simba overturns them
by either rolling or
roaring at them.
One foot stomp
later and they're
history.




3
&

"STAMPEDE!

The fourth level of The Lion King is o
graphically stunning 3D stompede sec-
tion. Basically, the evil Scar has trapped
Simba in a canyon and scared the life
out of some nearby bison. In the ensu-
ing stampede, it's up to you to guide
Simba between the rampaging oxen
whilst leaping heroically over the rather
inconveniently placed boulders you usu-
ally find in canyons. Anyway, it's great
— definitely the high point of the game
for sheer graphical brilliance.

LION KING

The last four levels cast you as the adult version
of Simba, who possesses a wealth of combat
techniques, ranging from two different paw
sloshes, o standing defensive slash - and best of
all, a superbly animated throw that dispatches
hyenas and jaguars in one fell swoop.
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' LOGIC PUZZLES
TOO!

The second level of The Lion King proves to be quite
difficult. Simba finds himself being tossed around the
jungle trees by a bunch of mathematically-minded
monkeys. Yes, it's logic puzzle time! You need to get
to the end of the level by roaring at specific monkeys
in order to make them throw you in differing direc-
tions. It's really quite difficult actually, unless you're
Commander Data out of Star Trek. Still, it adds to the
challenge factor, which can’t be bad.




JUMPING THEM
WHEN THEY’RE
TIRED

Bigger opponents in the game — hyenas and jaguars, for exam-
ple — require special treatment. Young Simba has to tire them
out (so they stop for a moment and pant a bit) before leaping
on their heads. Adult Simba uses this opportunity to throw them
off the screen, but can use his prodigious pow slashing abilities
to sort them out in one-on-one combat.

i i . = .

f

able lrom the lilm.
Extra variety courlesy of the sub-
games, 160.

‘r‘,’-ﬁ-“m‘— ¥ L

GRAPHICS

Stunning. Varied
in colour and back-
drops, with scenes

instantly recognis-

Digitised speech

taken from the film,
and Megadiive

recreations of its

mony funes. Elton

John for your Megadrive? Yup. J

" PLAYABILITY

30 easy lo pick wp.
Simba is one of

Familiar stult

the mos! contral-

lable sprites 1o

date, with extra controls added o

his path to adulthood.

e

.‘ LASTABILITY

From the ele- '
phant graveyard |
onwards, things start |

to get suitably i
tough.

e r—--—-—-—--J

VEM

| tash.

| 24AMEG is going lo
| be costly, but there's
| alotin here for your

. —

OVERAI.I.

1113

187

HlU

.: . ployable.

The most varied Disney licence
to date. Flowed, but incredible
to look ot and more than

o
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OPTIONS

CONTROL: JOY PAD
CONTINUES: PASSWORD
SKILL LEVELS: 3
RESPONSIVENESS: OKAY
GAME DIFFICULTY:
MEDIUM

e —————

15T DAY SCORE
27,000

p——
* ORIGIN

Wolverine is the lupine member of

Marvel Comics’ X-Men consort. This |

game leatures all his major adver-
saries from the comic books.

Go on an orgy of destruction ond |

mayhem, throughaut the explorative.
beat "em up levels.

e e e S . S e P S .

|
!

olverine is the spirit of the
hunter. The mysterious opero-
tive who came to the attention of
Canadian military authorities had
no history, no background and
some incredible powers that made

=AM ERAND X

human. The
‘Weapon X' of
Canada’s secret | Wolverine has starred for years
project, Major in Marvel Comic’s ‘Uncanny X-
Men’ series, though originally he
appeared in an adventure of the

Logan’s abilities were further
enhanced in by lifesaving surgery after o

Incredible Hulk. His slow aging
(linked to his mutant healing

hunting accident, when an experimental

Adamantium alloy skeleton was grafted

onto his body, sometime in the Mid-1960s. power) has seen him active
across a large time scale.
Currently his associates are

His built-in armoury has left him the
Gambit, Storm and Cyclops.

proudest and most remote of the X-Men

team. So, when he receives a warning from
Professor Xavier and offers of help from his
associates, he is loathe to accept. They fear
he may be walking inte a trap engineered by Shinobi Shaw, a
deadly ninjoa enemy capable of morphing and penetrating

solid objects. But Wolverine’s animal spirit drives him into this
confrontation alone.

N N rr A BN M E S
IHIRDWINGIDBHARES
Wolverine has been given a bundle of combat moves with
which to confront the enemy, and better progress is made by
stringing a wicked flurry of blows together. Depending on
where you hit your target, different amounts of damage are
inflicted. Sample the range of bone-breaking tactics:

JUMPING CLAW SWIPE DOUBLE SWIPE LOW CLAW SWIPE

CLAW SPIN SPINNING CLAW SWIPE

g‘f-\--_‘l L {ra'*
o N T




BEFLYOOUNE
SAVVY

Wolverine's extraordinary healing ability

allows him to recover energy rapidly. His
percentage bar allows him to take a fair

licking before expiring, and if that wasn't
enough, there are first oid kits carelessly
lying around every level.

S LILILICICILE
Al 2L L LK

PACH
NI NS

Eleven of Wolverine's least-
favourite associates appear
throughout the game in a bid to
serve the wolfman as spare ribs.
Files on each toe, with stats and
biographical background may be
accessed from the options screen.




Acclaim
have done
well to
recreafte
Wolverine's
character
just as he is
in comic
form —a
savage
piece of
goods.
There's a commendable
range of bloodthirsty slashes
available, and no shortage

= 44 B / r)e)l |
Wolverine is doggedly pursued by
Elsie-Dee (LCD), a nasty little cyborg
formed as a little girl. If she catches
Wolverine on a level, she’ll detonate in
his arms (effectively putting a time limit
on proceedings). Monitor her progress
in the bottom right of the screen.

il » 4 5 -l ¥ -, . »
> J.r)_'.'.i.\’ LEVERIDK
Escaping the first labyrinthine
level of the lab involves some
nifty lever and lift-work. A
series of hoists must be trig-
gered to reach out of the way
exits. Some doors are electrical-
ly charged and should be
approached with caution.

them. The first level in par-
ticular is a cracker. However,
some areas of the game are
patchy in comparison.
Graphically there's a lot to
commend in both backdrops
and animation, though the
enemy characters don’t
come across as distinctly as
the excellent Wolverine
sprite. Wolverine's real suc-
cess is gelling platform and
beat ‘em up, and putting a
fair amount of pressure on
the player into the bargain.
A better Marvel translation
than the likes of US Gold's
Hullk.

—
ri'_..-"

Too often
Marvel’s
heroes
become
ensnared
in crap
video
games.
Thus,
Acclaim’s
Wolverine
isa
breath of fresh air after
such dire releases as
Maximum Carnage and
Superman. The Wolverine
sprite is extremely close to
his comic book cousin , and
features all the moves the
lupine hero uses. Although
the action is set within the
expected platform-laden
domain, it cleverly mixes
the puzzle and beat ‘em vp
genres to create a game
both deeper and more
playable than its rivals.
Acclaim have really come
up with the goods with
Wolverine, and Marvel fans
should team vp with the
claw-swiping hero as soon
as they can.

dade)i/f
Joil=

Part of his frosty
reception in the icy
wastes, Wolverine
faces attack from the
air in helicopter form.
Disabling the
machine in parts
brings it crashing to
the ground.

]
219 1,1
The grip afforded by
his clows allows
Wolverine to climb
sheer rock faces and
tree bark, by swiping
at them in mid-air.
Also, a double spin
allows him to travel
higher and farther
than a normal jump.
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of victims to feel the force of §
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Brilliom |
Wolverine sprite, :| '
crisp backgrounds | L
and stylish stery- |
hoard inserts. !

Some of the enemies look poxy, |
and a few of the boss characlers |
are indistind.

L AL B A T P I B g 4 TR

~ SOUND

Ominous, moody |
music, which con |
sof the poce on
some levels.

Weok beat ‘em
up FX generally. Some weak music f
in ploces.

e Tl L e L

PLAYABILITY

Plays in quite o
mean lashion. The
range of moves
lets you freestyle
your woy ooross
the levels.

Certain levels play better than
others.

LASTABILITY

Highly enjoyoble to |
play, ond sometimes
a vicious onslought
to endure, ;
The password sys- '
tem relieves you of most of the
pressure of completing the game.

T - - iy

Compares well to Ig
the previous X-Men |
games, and hos o
character oll of its
oW,

OVERALL

e

Almost as sharp ond tough as
on Adomantivm daow,
Wolverine is worthy of any
lyconthrope, or comic fan’s
time and money.
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Ii’s Saturday meorning. Since 7:30 Joe 90 has had his brain
implanted with the ability to gut fish and consequently saved
the world, and assorted crap Disney programmes are on. If you
are up this early, it is also apparent that you have either wet
the bed or are kind of watching it whilst dozing...

Come 10:30, though, Pat Sharp, that bird off Blue Peter
and would-be Philip Schofield, Andy Crane, introduce the
highlight of the morning (until ‘The Littlest Hobo' that is):
Animaniacs. An umbrella title for the cartoon’s many
stars, Animaniacs is set within the Warner Bros film lot
where the main heroes —a troublesome trio known
as the Warner Bros (and Warner Sister) — con-
stantly evade copture whilst tinkering with histo-

B ry, films or... well, anything that can be wrangled
[ GAME TYPE into the plot, really. Each episode features a num-
PLATFORM ber of co-stars, all of whom make similar comeo
| s e - appearances in Konami's new platform fest...

A

—
PRICE  £39.95

I L!
_m

CONTINUES: PASSWORD As in the cartoon, the Warner Bros (and Warner Sister) are
SKILL LEVELS:3 _ inseparable, and Konami's coders have ensured the game fol-
RESPONSIVENESS: C00-EL ! lows suit. The five movie sets are made up of scrolling platform-.
GAME DIFFICULTY: laden stages, each of which contain a series of hazards and puzzles.

(n—",‘”‘""“' _. Hlil]l:ﬂl g

'RELEASE  NOVEMBER

OPTIONS
CONTROL: JOY PAD

AVERAGE However, in order to the various problems, the player uses
' ' . the C butten to switch the three characters ready to put their
A e O special skills to use. And, in the time-honoured MEAN MACHINES way
1ST DAY SCORE we're going to introduce you to the Warner Bros (and Warner Sister), and
Reach the Sky Way. | unveil their many skills.

" The leader of the - The Warner Sister.
three, and a master of The soppiest female since

using two paddle-balls (o Natalie off Eastenders.
table tennis bat withan ~ We all knew that girls
elasticated ball, ask yer ~ can’t climb trees or fight,

Mums) at once - which is  but Dot’s main weapon is
of absolute- a blown kiss

s e

Plattorm/puztler based on Saturday
morning carloons.

" o ly no use h:hid*h;::
GAME BREAKDOWN bt _ m"“m'“;
at 3

.

and pulling
objects,
though.

Colledt five props with which 1o open
o shop, believe it or not...
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WETNTEST . ST

o MODE
i 3LE IN THE Whilst can-can
dancing Hippos
_ 1 ~ lidmnﬂnmlmdl ?5'""{;& rock the foun-
’ &> Py jumping, and a walker e dations,
_ y - robot. And that's without Wakko, YaKko
"

kg b merermen e 0 o oo BT
.Hl'l'hilfﬂ-rﬂ iy *em Low. Hang "em Hi hﬂ“ﬂﬂl’ﬂhl’-

o

- felt hat... rels, a losoo-
_ et . - - swirling security guard,
MAAENTILIRE OF DI [Ea 1% ﬂ?’ﬁﬁu nlﬂ m o
| ‘r-!..-- ; hunibar's pheiak
2. SPACE ' Their quest ends when
: : : they battle the level boss
based on .
YaKko's fgy a sheriff's badge.
favourite sci-
fi epic,
our
heroes

ride rock-
ets, avoid
lasers and

battle against | "
all the usual : . - 10 SEREAN OR hot 10 SCREAR
men in rubber - Sl oodnaski Pare 38"

suits in search
of a heroic
droid’s hel-

4. TO SCREAM OR NOT TO SCREAM
Wakko's old Draughts partner, Death, introduces this level

as the Warner kin search for a horror legend’s hockey
mask. Amidst the grisly ghouls, though, awaits a heart-
warming reconciliation between a boy and his dog.
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Most of the cartoon heroes
from Animaniacs appear dur-

ing the gome at some point, so

here’s a guide for all you
Yakko fans as to who's who
and where you'll meet them.

Appears every level using

lasoos, riding crocs or whatever

it takes to corner the Warner
Bros (and Warner Sister).

Without his Goodfeathers

cronies Bobby, Pesto and Squit,

but can often be found hog-
ging moving platforms, mean-
ing our heroes can't

him. Mot without a little

nine persuasion, anyway...

Buttons is a loyal hound, whilst

Mindy is his young female
companion. Throughout the
gome, the duo are constantly
separated, leaving the player
to reunite them. A lot.

Two mice. One with the brain
the size of a planet, the other
completely dim. Both bent on
world domination, and both
found mooching around the
game's first boss screen.

Mad scientist, and suitably
reduced to a tiny cameo
appearance.

Another minor cameo star —
found looking tearful during
the warm up level.

Rita is a sultry cat whilst Runt
is a love-struck pooch con-
stantly shunned by his feline
pal. Runt makes his first_
appearance in the warm-up
level (blocking an exit natu-
rally), whilst Rita appears
much later.

qll i:F II-'Ir
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Smoll but well
onimaled sprites, |
and bockdrops and |
characters straight
oul of the cortoon.

i T e T P e ey el L

The title tune is
recreated in oll its |
glory, ond o series |
of cutchy tunes ond |
manic effects '
accompany the levels.

L T G W

| PI.AYABII.ITY

Palished
Kenami fare —
ond as playoble os |
we would exped.
Switching between
the three characters is simple
Erlnugh, ond the contrals are lh- _

TR

I.IS'I'ABII.ITT

The levels are
large, and gel quile
tricky later in the
game.
¥ The puzles
aren't thet herd, and o password
system means you'll whizz
through it bairly quickly.

VFM
A pretty much |
standard price for an

above averoge plat-
former.

OVERALL

l..-F W T

Coptures the manic feel of the

cartoon perfectly, and is every |
bit os playable s past Konomi |
platformers. One of the better |

licences we've seen,



SAVE 15%'s AT GAMEPLAY THIS CHRISTMAS!!!

MASTER SYSTE

£16.50

MEGADRIVE
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Megadrive & Flashback ................... £11500
Magadrive & Mega Games 182........ £145.909
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BEGA MULTIMEGA PORTABLE MEGA CD AND
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PORTABLE CD PLAYER, SPECIAL DFFER
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'RELEASE  JANUARY
| ~ OPTIONS
CONTROL: JOY PAD
| CONTINUES:
i BATTERY SAVE (4 PLACES)
SKILL LEVELS: 1
' RESPONSIVENESS: GOOD
| co amnn: s
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Soleil is in the mould of
orcade odventures rorely seenon |
the Megadrive, but resembling the
Zeldo series on Nintenda. '

e

Defend the town of Soleil from the |
re-emergence of the creatures of |
darkness, with the oid of your ani- |

mal friends and trusty sword. |
e

= .--.-..-..-.J

70 MM SEGA

o back. Back beyond the history books, back

even beyond the hozy toles that bards put
into ale-house songs. In the unrecorded times, af
the dewning of the light and the creation of
Soleil, the land belonged to other forces. Too
hideous to prepekly conceive, good people know
them only as ‘monstérs’. They were incompre-
hensibly evil and'ghaelic, and legion across the
benighted earth. Then tame the genesis of all
things, and the first thing was the light. And
evil evaporated in the light, so that good
generations of folk like you would be
born, and be happy in the world
they named after light: Soleil.

But monsters were not com-
pletely destroyed. They found
crevasses, nooks and cob-
webbed crannies, in under-
ground caverns, sombre forests
and the fearful recesses of men’s
minds. Within the many shodes of
blackness came the glint of yellow
eyes, looking for any sign of
fading in the light. That fad-
ing has come, and you are
the hero with thedask of its
restoration,

“'4;('-: L i L

| S

PETS MEAN PRIZES

Animal magic is an inherent part of Soleil.
Soon you discover how 1o communicate with
all other life-forms, although this inconvenient-
ly leaves you incomprehensible to humans.
Many of these may be hired or persuaded to
join you in your quest. The animals go to a lit-
tle cell on your inventory screen. You may trail
any two of your menagerie around behind
you, using their powers — eg. the penguin
makes your sword freeze things, the squirrel
makes your sword rebound off walls. Some
animals, like the cat, do not increase your
powers, but have a single use.




RUN TO THE SUN

You start your quest in Soleil town, in the modest confines of
your home. Having just reached the age of manhood
(nobody reveals how this is decided), you ore presented with
your father’s battle sword. The sword is your basic defence
against enemies, but also lets you collect Malins, a currency
that may be traded for lessons (eg. how to lift rocks), info or
items. Backtracking lets you use new powers in previously

explored areas.
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There
never has
been a
Zelda-style
game for
the
Megadrive
unless you
count the
isometric
gem,
Land-
stalker. Soleil is even closer
to the ideal than that, and ]
I've loved just about every
minute of it. It's a massive, 'i
absorbing game with some N
wonderful graphics and |
animation. S0 much thought
has gone into the creation
of Soleil, you get a great '
satisfaction working out the i
teasers set for you. The plot |
takes a while to get rolling, 3
and for the first couple of
~ hours, you may not think -
~ your playing anything spe- ﬁ
cial, but as you get into the
characters and gameplay, 4
you won't look back. But -
P _ slackers should be warned t
T s T . . of some obligatory head-
RO ' = scratching on the puzzles,
and some equally tricky
arcade sections. However,
there are enough neat
rewards along the way to ¥
keep any hero heartened.
Made all the more desir-
able by its unique position
on the Megadrive.
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SOLAR PERPLEXUS

Soleil is a puzzle game on many different levels. There's the over
all mystery of the revival of the monsters, ond finding the right
objects and animals. Also, within each location, lateral thinking
needs to be opplied. One area hos a howling wind which threat-
ens to sweep you into the water, but the saome wind may be
turned to your advantage. Blocks are moved to activate switches,
and different types have varying properties. Some areas are con-
structed as mazes, and some bosses, like the Shuffler, require
logic to vanguish, '
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For me,
Zelda was
(and still
is) the pin-
nacle of
program-
ming on
the SNES.
The
unique
style of
both RPG,
action, puzzler, and adven-
ture set over an epic of a
storyline was something to
really get your teeth stuck

into. And it is only right that

Megadrive owners should
have their fair share of the
fun. Even though Soleil
bears meore than a passing
resemblance to Zelda, the
game is by no means a
clone. | was particularly
impressed by the fluid
movement of the main
sprite, making both explor-
ing and fighting simple and
clean. But the training ses-
sions, admittedly a smart
idea to get the ball rolling,
are a bit of a hindrance as
they do tend to drag when
all you want to do is get
stuck into the monsters and
puzzles. This aside, Soleil is
an extremely unique prod-
vct on the the Megadrive
and an absolutely essential
purchase for anyone even
vaguely into the weird and
mystical world of RPGs.

W

--------

At this point you are Slimy, the hnr monster. llmm

GRAPHICS

Fobulous use of
tolour, and the
tontral charocter
locks lovely.

Amarting variety
ond attention to detoil, like the
fogtprints left in the sand.

SOUND

The music
cthonges constanily
1o suit the location.

¥ The sound effects
ore really nol more
thon averoge.

PLAYABILITY

A great mixture
of adventuring
ond arcode game-
play, that has no
peer on the for-

maot. A feeling of depth to the
whole gome,
Tukes o while to grow on you.

LASTABILITY

Soleil is a big
gome, and it's o cer-
tainty you'll play
through to the end. |
Happily, it's not o
waolkover, either.

VFM

This game is
unlike anything else
in your Megadrive
collection, which is

recommendation
encugh. I

OVERAI.I.

This yeor's lavish arcade
adventure that frankly
demands purchasing.
Universal gameplay appeal
and highly ottractive presen-
tation.
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MX120 MEGASTICK Il
fior Sega (B bif), Atan, Commadore
Amatrad and compatiia s
Wermon also avaslable

for Siega Mega Drive

LETHAL WEAPON

MXE11 MEGAPAD V

for Supar NES' Super Famecon

(& bith. VYersiors Fvmiabls fre

Sega GemensWaga
Diriwm, Muga D Ul
Magn CO {18 betj

Saga B b} and

BN PCAET AT

386! 486 & 10
coampatibies

hliceo-switch

models also awalabie

: MXT32 MEGAGRIP VI
- H - for IBM PCOT/RTIEREERE | 100%
commpatibies. Mcro-switch maded agsn
avndable. Yersiors available for Soga
Mpga Driva/Sega @ bet| and
AvAmsiradd Commodore
and compatibles

MX342

MEGAMASTER SG6
for Sega Ganesmega Drive, Megs Orve I
Maga CO (16 bith and Sega (8 bt), For Supséer
MES version sae

rain o

More guts... More power... More fun. Get to grips with these new game controllers from SAITEK, world leader in
intelligent games. Serious stuff! 4 designs, 14 models. Auto-fire, turbo speed/volume control, slow motion, turbo
fire buttons, multi-directional control pads, and more. For the ultimate S lt k"
power in your games get SAITEK. Check'em out at your games shop today! a l e

PUT THE POWER IN YOUR HANDS.

Caonlemporry Games pic, Hounskow TWS 0P8, LIk

IMPLY SOFTWA

59/61 FLIXTON ROAD
URMSTON

. 213A Belsize Road, London NWE, (Nr Kilburn Pk Tutm-
Imports: Saturn * Sony Playstation * 32 x Add on

MANCHESTER M41 SAN
TEL: 061 747 1919
HOURS: 9am - 9 MON - FRI
9am - Bprn TI.IIII:’IA\"

MEGADRIVE GAMES MEGADRIVE GAMES QTHER TITLES
SOMC WUTANT L FOOTBALL  HALNTRG TOE AW & EARL 2 pri e e
GIOILS & GHOSTS  SKITOHM CASTLEVANA COMERAL CHADS mmT 3 :_:‘:
SPEED BALL ATHGHTER ETERMAL CHAMPIONS OTTFANTS -
KLAX POWERMOMGER VETUAL PREALL W2 ANDLE VITUA RACKG 49
ACLIATIC GAMES JOE MADDEN 5 DRACULA ROBOCTF 3 INCREDBLE HLLE .
MARI) LEMELIY HOCKEY RYAN GIGGS ROLD |REAN STRRE e
TOMBIES SIMSBLE SOCCER ML 95 (198
FLINTSTIMES GUNSTAR |EROES DR RCBOTNES
20v20 BASIRALL ADDAMS FAMLY  INT. RUGHY mmﬁiu:asmm mm
SOMKC 2 SUPER WRESTLEMAMA MORTAL KOMBAT  ROCKET KNGHT ADY "
£24.99 £34.99 CRAGON SONL & KWUCHLES
WICRD) MACHBES MEASS PaRx = 41 WORLD CUP UG G4 EATHM(EM W WORLD HERCES
DESERT STRKE JAMES POM T DEAGDNS BEVEMGE PR G.THOLLYWODD  BLBSY 2 POWER RANGERS
WAL RO 1] B TERRANA BUBRA & 5TH MICKETMANIA BCI0- TEES TME
G I COWBAT CakS PETE SAMPEAL WKTER (L TMPCS
GO0 GLBHP BALLE SYLVESTER/TWEETY SSIT WTE SNOCHER. LOWASS
WEA SHOWDOWN  ROBOCOP/TERMMGATOR Poa ELIRD TOUE.  McOONALDS TLAMD  IMPSOMS VIRTUAL BART
BLL WALSH FOXITRALL

HARDW -'j'l.RE |'1:|'_'| ',l,-'. 0 ( [ L ' WE ALSO STOCK:
: PLEASE MAKE -H!qm_-:s.-_u“ ”AETE" SYSTEM
& BUTTON JOYRAD ... .. __..... . £9.4% CAME GEAR

MEGA DRAVE 1 w2 pads, ... .. ... £65.599 FAYABLE TO SUPER NINTENDO
SIMPLY SOFTWARE GAMEBOY

a : MEGA CD
st Hllﬁl l-I:H:I li ':ID P'? .A.HIE‘-
"".:{ ‘New Price:39.99 : . PER GAME RECORDED DELIVERY AMIGA CD32
L.f"-m- “ : | Rise of Robots The G ; OR £7.00 PER SYSTEM PHILIPS CDi

Pisase call befors piacing your orders INSURED PARCELFORCE u'r:*l‘.l:an

TEL: 071 372 4356 “.- o e aLse :??;‘:‘;ﬂf'
Chh il o e P L i 5

B i 2 B - o TG LIST,
&F L8 - Fiease ‘:qj‘ mhlﬂ-iI#lll voreys ETROS w MLCAGE fHIE
; : I 4T CAN HELE vOU

avanile to Meqoa Games s T L &
ey 1T A AT 3 o _!.._i:l::ir.!gﬁ_l'rn-u-p-p-m GAME Y OL MR .

38.99
49 99
54.00
29.99
44 99
40.99
49.99
35.99
44 99
49.99
37.89
48.99
3999
29.99
24 .99
38.00
2999
CALL
5499
48.99
54.89
44 99
39.99
38.99
308.99
39.99

34.99




*No DEeposSIT BUY

GET SERIOUSLY
RE=-AcL
FOR 6 VMIONTHS

Too Good to be True! Not a bit of it. Order the amazing Panasonic 3DO complete with a FREE Copy of the Cult Game Mega
Race and use it for 6 long months before you pay a penny. After 6 months you use our easy payment terms.So, why save up for
the most desirable games system on the planet when you could be using it for 6 months for nothing, Latest CD Technology: the
Panasonic 3DO plays State of The Art CD Games and audio CD Disks in Full Digital Stereo sound .

* 32 - BIT RISC BASED SYSTEM
* PROCESS & MILLION INSTRUCTIONS & 64 MILLION PIXELS | SEC
* DouBLE SPEED CD Drive + 3Ms RAM

Panasonic REAL 3DO CD GAMES SOFTWARE _
Escape from Monster Manor £39.99 The Horde £39.99
John Madden Football £39.99 Star Control |l £39.99 |-
Road Rash: Blood of the Couriers £44.99 Pa Taank £39.99

Shock Wave £44.99 Super Wing Commander £39.99
Twisted £39.99 Theme Park £44.99 g
MEEE Race £39.99 20th CEI'ItLIf:lF' Almanac £49.99 (Titles may vary as new games are launched.)

The Animals £49.99 Another World £39.99 £399 95
Dragons Lair £39.99 Sherlock Holmes £39.99 o

i
Ring for comprehensive software list. Software titles are subject to change g-f— O +’ O n
.. I ¥ r i I I_

_—_-_:'W"""‘-‘;hu-- -
-
. T gy

. WOSE B |'.':1' |- avment terms
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PRESTON

ALTRINCHAM

L9 e
FEL: 061 929 7433 TEL: 0532 454098
BURTON -UPON - TRENT MAIDENHEAD
Unit 30 Octagon e MNew Street & N A |
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Now PAy LATER.

TAME A
FOR 6 MONTHS

NO DEPOSIT, INSTANT CREDIT, NO STRINGS ATTACHED

VYoted the number | games Srstem The all new UK version ]aguar has at last arrived in Calculus Stores, complete with

the latest software direct from the States. Every Jaguar sold by Calculus comes with a FREE copy of Cybermorph. So,

don’t hesitate when you could be taming a Jaguar for 6 months for nothing.

* 64BIT * 16.8 MILLION COLOURS
* 16 BiT CD QUALITY SOUND
JAGUAR CARTRIDGE GAMES SOFTWARE

Crescent Galaxy £35.00 Wolfenstein
Raiden £35.00 Alien vs Predator
Dino Dudes £35.00 Club Drive
Tempest 2000 £49.00 Chequered Flag
FREE Cybermorph Kasumi Ninja £49.00 Doom

£229.99 Jaguar Controller £19.99

nd Option
A ] FULL N

£49.00

.£54.00

£49.00
T.B.A
T.B.A

3.cvG.94 MAIL ORDER FORM OR PHONE 0543 419999 FOR CREDIT DETAILS

CaLcuLus COMPUTER STORES, RINGWAY IND. EST., EASTERN AVENUE, LICHFIELD, STAFFS, WSI13 75F

Paruanacanic L199.95 g
£129.99

L 19.9%
iBo &5 sorTwa: JAGUAR CARTRIDGE SOFTWARE _— |

it Manor L19.99 I Tempest 2000 L4999
g :i: :: 2. Wolfenstein £49.00
:::::: 3. Alien V Predatos L3400
L4459 4 Tempaest 2000 L4999
1marsder

£19.99 Postcode.. .o
(49.99
£19.99

£39.99 | enclose my cheque for £
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L1999
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Expiry Date........ A (R
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ike the plot of one of those Hollywood flashback
movies, Mickey Mouse confronts his past in
Mickey Mania. However, although the plot and title
suggests some painful psycho-drama couch trip,
Sony’'s new star-vehicle platformer is an upbeat
exploration of some of the best Disney animated
shorts of Mickey Mouse (at least the ones where
that nitrate celluloid hasn’t deteriorated and
caught fire).

Something almost as bad hos happened.
Pegleg Pete has infiltrated the old film stock and
PLAYERS threatens the Mickey charocters in each one.

Ranging from the black and white pre-talkie
GAME TYPE shorts to the slick, computer-generated opuses of
PLATFORM today— new eyes, new ears (Mig
gone more cosmetic surgery than his eld pal
Mickey,J) the mouse must find gnd reséue each of
his human goals. 1 - o

PRICE £44.99

BY SONY IMAGESOFT

RELEASE NOVEMBER

OPTIONS

CONTROL: JOY PAD
CONTINUES: 2
SHILL LEVELS: 2
RESPONSIVENESS: GOOD
GAME DIFFICULTY:
MEDIUM

1ST DAY SCORE
LONESOME GHOSTS

ORIGIN

Originally planned os o celebration
of Mickey's bbth birthday, but deloys
brought about a reworking info the
Timeless Tales” theme.

GAME BREAKDOWN :

vy A
\ ARRESTING REAR

The tradition of Mickey platform
games has enthroned the bum
bounce as the main method of
attack. Landing on enemies still has
its uses in Mickey Mania, but marble-
throwing has emerged as a vital
weapon against Pete. However, there
is a finite supply of these black pro-
jectiles

Toke o trip to the future 1o rescue
the oceans and dolphin kind from
the threat of the resurgent Yorlex.




EAT MY SHORTS

Enjoy this trip, ‘cause it is a trip.
Let MEAN MACHINES be
Eameonn Andrews to the life
and times of Mickey Mouse:

The Mad ‘ A Sg

" —— — .—ﬂ----
Doctor is e -

not aversa
to the odd horror movie

. The trolley race is a
cliche — vampire bats and ’

diversion, which doesn’t

skeletons form the welcoming have to be completed, Going up! The non-
party of his intimidat- and requires fast reflex- express elevator
ing C:Ibll:.‘rdE. The es. The pace s main- takes you all the way
opposite of a wel- tained in the following te the final laborato-
- h"f“”h has downstairs dash on the ry confrontation.
Mickey swinging revolving tower. This You do the experi-
with flames licking ploce needs a full struc- menting.

at his ankles.

tural survey!

THE MOOSE HUNTERS |
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LONESOME GHOSTS

raft ride, Lonesome

After a brief underground

. Ghosts settles down into
- creep round a Haunted
House. Luminous appari-

tions can appear at any
moment, subtly armed with a large
plank of wood (probably with an nail
in the end). There are some cool piv-
oting platforms that require poise
ond balance to master.

(U947)

Another
ot the
larger
sactions,
starting with
a jaunt in a Giant’s
country garden. A lit-
tle bit of headwork is
required with regard
to horticulture.

ry is a free

The arachnoid diversion involves a con-
frontation with a big hairy spider, and
loads of little ones. The reward for victo-

run of the tea table. Jam

butties and lashings of ginger beer.

PRINCE AND THE PAUPER

In days when knights
were young and

dandy...Mickey dons o

final lair. There's a nifty
Errol Flynn chandelier-skip-
ping section for starters...

This level is crawling with
guards. Guards in the
library, guards in the
kitchen. Once you've side-
stepped the cross bows,
Mickey faces a rising water
level and a rubber ring.

And hence to the final carry-
on confrontation with the
obese Pete. As the snow falls
picturesquely outside the
window, mortal cartoon
combat goes on in the Great
Hall.

78 MM SEGA

doublet and enters Pete's ﬂ

Mickey has o case of the
Errol Flynn's. Or is it Errol has
a case of the Micjey Finns?

COMMENT

There's no
doubt
Mickey is
a feast of
outstand-
ing graph-
ics and
animation.
But | was
slightly
concerned
by the size
of the levels, many of which
zip past a bit too quickly in
their visuval glory. Unden-
iably a glorious homage to
the world’s most famous
cartoon star, but one that
will be far more relevant to
his younger fans.

e e

BPLOUL

And the waters shall rise
until they cover the
Hall...The ghost with the
outboard motor has you
over a barrel — as does
his creeping friends.

4 This isn"t
the only
game with
fantastic
visvals
I've seen
this
month,
and if it
were not
G 5 for ih?

ingenious
sub-sections and challenge
of Mickey Mania, it could
have been sidelined inte
the ‘dumb blonde’ category
of pretty and vacuous plat-
form games. As it is,
Travellers Tales have pro-
duced something slick and
commercial and destined to
uphold the ‘quality’ aspect
of Disney licenses, whilst
offering areas of real
gameplay enjoyment. The
graphics are, of course, uni-
formly wonderful, especially
the attention to detail and
imitation of the source
material. Linear in design,
the gameplay is quite
straightforward (with a nod
to puzzle elements) but with
some intense and clever
sections that refuse to roll
over and submit. The 3-D
chase bit is nicely done, if
too easy to beat, and the
rotating tower and bonus
level impress. This should
hit the spot with younger
players and the ‘family
entertainment’ circuit, and
so it should.
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GRAPHICS

[

Any complaints |
would be quite ]
inoppropriate, con-
sidering everything
is s Disney as |
Tinkerbell wings. A round of |
applause. i

L]
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The sound effects
are wonderhul, |
really creaky doors |
and spooky ghost
[ TET
The music is apt but frequently |
dull.

ii'l.ﬁfiiil;i'ﬁ

The look of the

pame carries you !

through, and

there's been an

effort to provide

surprises for you as you ge. _
Gameplay that is teo linear for

SOme. .

e
e S T war

P T N T 1 T

" LASTABILITY

Ihnnﬂu"f lewel
three onwards gives |
you a run for your
money.
¥ Some sections and '
puztles last about the length of a |
fruit salod or majo. |

R sl e L A A I

State of the ant
Disney platform
octian,
F Baar in mind
Sega’s Mickey and
Donald is now half the price...

OVERAI.l

p—
f

Mickey Manio manages to
span the market for kiddie
Mickey fons and reasonably
serious games players.
‘Something for everyone’, as
they say.




BEARSTED GAME ZONE

14 SANDY MOUNT, BEARSTED, MAIDSTONE, KENT ME14 4PJ (Mail Order Address Only)
FREEPHONE 0500 118097

EXAMPLE PRICES (NEW ! USED)
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MEGADRIVES i TR
FROM £79.95 Garermus.y

BUY AND SELL USEL

SEGA MEGADRIVE
2+ 2 PADS £79.99

SEGA CD2 + ROAD
AVENGER £179.99

INS'I'AN'I' WIH

JUST GET TEN QUES
FIRST TIME, PICKED'RRDM 2
SUBJECTS & YOU'LL'WIN Y&
CHOICE OF 3 COMP G

T 0891 300 124

PICI{ Tﬂl.lll SUBJECT

CONSOLE CONNECTIONS ﬁ 089 l 300 l 2 5

19 KENWYN STREET

TRURO -

CORNWAILL ko if you are under 18 or do not pay the phone bill, get permission before dialing. Calls cost

39p per minute cheap rate, 49p per minute at all other times. Max. length is seven and a

TR13BU half minutes. Max. cost £3.68. Non-instant win compos close 28/2/85. Each winner

TEL: 0872 261065 ' picked at random from draw. All winners notified by post after closing date. Rules win-
S 2 5 ners avallable from Shpn, 4 Walnut Tree Park, Wainut Tree Close, Guildford, Surrey, GU1

FAX: 0872 261067 56 Consoles 4TA. Instant win consists of Q's & A's picked at random from any subject.




PLAYERS
[ GAME TYPE

PLATFORM
4
PRICE TBA
BY mrmm*r

e —

> -
RELEASE IAHI.IHI‘I'

e ——

’
OPTIONS

CONTROL: JOY PAD
CONTINUES: PASSWORD
SKILL LEVELS: 1
RESPONSIVENESS: GOOD
GAME DIFFICULTY:
MEDIUM

—_———— e s ————— e ——

TR

4 1ST DAY SCORE
38,000 [

& ORIGIN

This ‘pick and Mick’ odveniure fea-
tures a new Interplay character, bul |
it's definitely o platform game of the

old schoel. |

= —_——_F

F'
GAME BREAKDOWN

GAME AIM

Make it 1o the exit guick time, by
using all your bodily dyshunctions. |

e

ccording to the ad:

“Your eyes take in
more information
than the most largest
telescope; Your brain
is quicker than the e
most powerful computer o S
— You're amazing”. i iy

they would like to

sweep under the carpet (or, mnrl
aptly, wipe under the desk) — \
produce enough gas to heat lhl r
whaole of Huddersfield each year; you mulr.-
enough meaty chunks to keep the proverbial
101 dalmations happy; there's enough wax
comes out those ears to take the hair off the
legs of the world’s entire complement of
supermodels — you're grotty.

These sad facts — that our bodies are
festering pits brimming with gloopy
residues and unnatural odours (well
Rad’s is anyway) are the basis of
Boogerman,. who has turned them
into a virtue, the superhero of scum,
no less. His powers are now employed
to stop the contamination of an
alternate dimension, which is

being corrupted by our human
waste.

R .
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s BY LMNBECLLE.

answer fo e \ L — —
the -
prayers of
the aver-
age Joe
Viz reader
(Foureyes
is his sur-
name, |
believe), being the must
utterly juvenile video game
ever created. Actually, I'm
quite juvenile, so although
there were no belly laughs,
| quite enjoyed being able
to fart with impunity
instead of clenching my
cheeks as normally hap-
pens. What matters is the
game behind the styling is
quite sound — a chirpy and
not-very-easy platform
romp, which likes to keep
you on your toes and pro-
vides a nice clutch of secret
levels and bosses. My one
concern is that things dont
change that much into the
game. The level graphics
change, but the game’s dis-
tinctive look doesn’t make
for a great deal of variety,
and the layouts are quite
linear. However,
Boogerman is saved by
excellent animation and FX
samples, and a sense of
humour which Lion King,
Mickey Mania et al lack.

T

L

the music has a kitschy sort of feel
that's just right.

- A nippy little | -
platform gome :
that's going to :
couse you o lew
gnawed fingers.
¥ Too many deaths from lolling
onto hidden enemies below.

Behind the
novelty
value of
the
Interplay
hero's
farts,
burps and
snot-relat-

ed japery, “M

there is

still a * J4MEG is heap
remarkably playable plat- big gome to play
about with.

former. All too often a nov-
elty idea such as this will
swamp a game, yet
Boogerman’s filty habits
actually fit into he gameplay
really well. Yes, it is another
platformer, but it is
extremely polished and
incredibly playable. Farting
at the assorted baddies or
flicking bogies is extremely
easy to pick up (but, hey,
you all knew that!), and a
constant stream of bad guys
and bosses keeps the action
ticking along. You're not
going to find anything radi-
cally new in Boogerman but,
like Ocean’s Mr Nutz, what
it sets out to do it does very
well. Platforming at its most
playable, and worth a go
just for the revelting sound
effects.
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Snot that funny, but it's o good
little platiormer. This is one
bogey that's well above par.
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: MEG
PLAYERS

GAME TYPE
PLATFORM

PricE. |

BY OCEAN

OPTIONS

CONTROL: JOY PAD
CONTINUES: INFINITE
SNILL LEVELS: 1
RESPONSIVENESS: COOL
GAME DIFFICULTY:
EASY/AVE

1ST DAY SCORE
REACH SECOND BOSS |

ORIGIN

One of Otean's Super NES platiorm
heroes, Nutt marks the Moncunion
giants” entry 1o the Sega market.

BEEE
BEECL
w000

ORIGINALITY: B [ [ 1]
CHALLENGE ™ BB 1[]

STRATEGY

GAME AIM

Here we go gathering nuts in..
erm, November. And bounting on
bad guys.

reat Squirrels of our time:
G1 Squirrel Nutkin: A member of
the infamous ‘Captain Beaky's
Band’ who created havoc on
the radio with the help of their
ring leader, Keith Michelle.
Now ‘hiding’ on the Costa Del
Sol.

2. Tufty: In the late 70s/ early
80s you couldn’t watch TV with-
out Tufty and his mates telling
you how to cross the road. Well if
Squirrels are so bloody good at
rood safety why are there so many
squashed on busy side streets?

3. Secret Squirrel: God awful

rtoon which is only marginally

er than Butﬁnk A mate of Touche

4. ‘Nice Dn! Squirrel’: A football chant
urging the buih]r‘ tailed creature ‘let’s have
another one.’ Loses a litile in the translation.

5. Mr Nutz: Unbelievably cute hero of Ocean’s
first Sega platformer wha is out to collect as many nuts
as possible so he can sod off and hibernate. Because of
his nutty diet his turds resemble Topic bars. Incidentally,

where do T.Q‘c bars come from?

i""‘# #“4‘ i‘
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v | wonder if his first names are Keith and
Peter? He'd be KP Nutz then. Boom boom.
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For a member of the race supposed to stock up with nuts for

hibernating, Mr Nutz has a rather care free attitude to his squir-

N )= b rel stockpile. As he lopes along the scrolling play area, numerous

%‘: . woodland mutations stand in his way, ready to sap the bushy-

tailed hero’s limited energy supply. However, a quick press of the

A button lets fly with one of his pecan arsenal, killing anything in
its path. If, however, Nutz' nut supply runs out, he can resort to
leaping on his foes (not recommended if they are adorned with

’ large spikes, though), or crouch down and fell them with a swish

5“":2. i ot his massive tail.
et
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= Mr Nuiz on
his way to

Alton Towers.
I reckon.
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LEVEL-HEADED

The play area Nutz explores resembles something from a
Grimm fairy tall, and is shown as a scrolling map at the start of
every stage. All the customary level ideas have been incorporat-
ed, with spooky forests containing all manner of oddball wood-
land nightmares, a series of claustophobic caverns housing
manic vegetation, and a goudy-locking giant's house — com-
plete with a huge tenant acting as a boss! Initially, the levels are
simple horizontally-scrolling affairs, but from the dark forest
onwards, they are expanded to scroll in all directions, with only
one of several paths guiding the searching squirrel to the exit.

MM SEGA 85
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LOOKIN® COOD

In terms of content, there isn't o great deal to seperate Mr Nutz
from the myriad of platformers all ready in existence. However,
the developers at Ocean’s French office have tried to make Nutz
excel in the graphical department, with the main sprite towering
over the likes of Simba, Sonic, and othersuch platform greats,
and equal attention given to the oncoming bad guys. For the
anorak GWs out there, you may be interested that each foe has
two death animations, with some splitting in half whilst others
are squashed flat. By far the most impressive effect, though, is
the grisly dismemberment of the game's first boss — the afore-
mentioned giant. As Nutz leaps on to the poor se-and-so’s head,
the giant's eyes pop out, his tongue falls out, and his cranium
eventually explodes. So much for the cutesy element, then...

™. 1 o
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~ GRAPHICS

Large, brighily-
coloured sprites.
Stunning back-
drops, ond o large
variety of well-
realised enemies. Cool.

"SOUND

Inoftensive tinkly |
music 10 aLcompany
the twee look.

A little skimpy
on the effect from.

Nothing we
haven't seen
befare, but as

PLAYABILITY
== |08

great you may care 1o think of.

-

" LASTABILITY

Loter levels get
very lough and add
even more features
1o the basic game.
A few more of the
original ideas should have
oppeared eorlier in the game.

VEM

A reasonable
price lor on BMEG
platformer of this
standord.

* OVERALL f

Not the most impressive game
in Ocean’s back catalogue, but
one of the more polished plat-
formers ond certainly worth
considering.
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GAME TYPE
BEAT EM UP

PRICE TBA

BY INTERPLAY

RELEASE

OPTIONS

CONTROL: JOY PAD
CONTINUES: INFINITE
SKILL LEVELS: 3
RESPONSIVENESS: SLUGGISH
GAME DIFFICULTY:
AVERAGE

JANUARY

1ST DAY SCORE
| BEAT QN EASY.

ORIGIN

Following Interplay’s tie-in with the
American equivalent to Play-Doh,
Clay Fighter oflers eight fighters
made oul of the stulf.

GAME BREAKDOWN

GAMEAIM

Beat people vp. But you knew that |
already. :

—_ Bsrregrr &y

Street
Fighters, Mortal Kombateers,
battling brothers, and assorted
permutations of the beat ‘em up theme.
This time, though, Interplay are promising
something different — as their freshly-con-
verted Clay Fighters are quite literally that! Converted from the
Super NES original, the Megadrive game contains all the
e high-resolution sprites and backdrops which made it so
W EEF _ mRRA T special, and recreates all the special moves and hidden

i

T, ot % {ad i - JAER ‘_; bﬂﬁi::fh all such beat ‘em ups, Clay Fighter is a one-on-one
.II‘L'L" Lt Ay L extravaganza, with the player guiding their Play-Doh pugilist
to victory against the other seven. Each three-round battle is
set within a time-limit, and the basic aim is to use each fight-
er's punches and kicks to whittle away the opponent’s ener-
gy, ¢ mon, you know the score by now...

L =

———
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Eight bizarre fighters have gathered together to knock the stuffing out of each other. However, anyone
expecting normal fighters such as Liu Kang or Ryu has go another think coming. See what we mean...

BAD MR FROSTY
The Mr Frosty of countless kid-
die sing-songs is far from kind

and friendly. His
snow-based
body
means
he can
divide
his body
into
deadly lit-
tle projec-
tiles.

HELGA
A formidable Viking warrior,
and one whose bulk mokes
her a tad slow




|

!

4 Who is this piece of ring? Someone
you get to meet much later.
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A beat ‘em up without special
moves would be like Zig without
Zag — and Clay Fighter's are as
bizarre as the Play-Doh pugilists
are to look at. Each entrant has
three specials, but, of the eight,
Blob is the most versatile, with
his morphing skills enabling him
to transtorm himself into o clus-
ter of boxing gloves, a large
shoe (to administer the kicking
to end all kickings), and a buzz-
saw disc. Similarly, Helga has a
number of weight-related jumps
and kicks at her disposal, whilst
Blue Suede Goo comes pre-
pared with bum music notes and
a greasy quiffl

90 MM SEGA

¥ Ickybod takes a swipe at Bonker's

this is o
very dis-
appeinting
conver-
sion.
Whilst the
Super NES
version of

Clay

Fighter

ervE was never

likely to become a classic of
the genre, it was a bit of o
novelty and a playable little
game to boot. This
Megadrive version, though,
loses out in terms of both
speed and animation, with
the players reacting slug-
gishly to the joypad, and
lurching from move to
move, Yes, Clay Fighter has
as many special moves as
the likes of Street Fighter
and its kin, but they never
seem that likely and any-
one with a GCSE in button
pressing should be able to
blag their way through to
the final boss. Faults like
these mean Clay Fighter
just cannot compete against
the likes of Capcom’s game,
and Interplay’s entry to the
beat ‘em up genre is sadly
just another contender
KO’d in the first round.

Clayfighter
was a neat
little game
on the
Super NES,
but some-
thing has
gone
wonky in
the con-
Gus version
process,
and before you start writing
to Yob accusing me of
putting down the .
Megadrive, I'm making the
comparison because | don’t
think this version of
Clayfighter is worthy of the
machine, A combat game
using rendered images of
clay models is a novel idea,
but Clayfighter has lost
most of its clarity, with fuzzy
characters and poor back-
drops, and much of the ani-
mation seems to have gone
out of the window too. But
the game’s main problem is
mechanics and computer
intelligence. The computer
is & dire opponent, and in
many cases repetitive
moves allow you to steam
through the game in an
insipid manner, Despite the
imaginative range of
attacks, it often seems ran-
domly decided who comes
out best in an encounter —
there's no clear contact. The
nicest thing to comment on
is the speech samples -
load of them and extremely
clear. This all wouldn’t be
half so disappeinting if we
hadn’t seen the likes of
SSFIl or MKl in the last few
issues. But alas we have.

Absolutely stun-
ming sprites with
loads of detail and
colowr.

Basic animalion,
and o tendency to jerk around.

SOUND

Top-noich
specch introduces
cach fight, and o
nice enough fune
opens the proceed-
ings.

PLAYABILITY

A potentiolly
CHgIessing beot
‘em up s redoced
to the ranks of a
mediooe button-
beater

LASTABILITY

Eight fighters ond
o lowrmament mode,
Loal '|.|u-|'-l;||.'|1 OV

Limited enjoyment
due 1o hit and miss
sprile detection,

VEM

Not the greatest
boat ‘em up on the
market it has 1o be
said,

OVERALL

Graphicolly stunning, but fun-
domental Hlows stop this being
the classic it deserves 1o be. It
could have been o contender....
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MEGADRIVE REVIEW.

1-4| |16

PLAYERS _
—_— Cnnsidnring Rugby came about when a dis-

GAME TYPE gruntled soccer player picked up the ball and
SPORTS legged it towards the goal, it's surprising that
Will Carling’s favourite sport isnt called
‘Cheating Sod.’ But no, ill was duly hﬂg.ﬂf ull::lri'
the place where the spoilsport gra e
PRICE £44.95 {nnl:'ll probably got his head kicked in straight
after), which should also make us grateful the
BY EA fateful game wasn't played in that Welsh town
which ends in Gochgochgoch.
Still, whatever its origins, EA hulvl deemed
Rugb ular enough to immortalise as a
RELEASE DECEMBER Migguvdlr:"iﬂﬁ game. All the scrums, conversions
and passing of the real thing have been ported

OPTIONS over, but you'll have
. to supply your own
CONTROL: JOY PAD :
CONTINUES: N/A dirty songs for the

SKILL LEVELS: TEAMDEPENDENT bath after each

match. Here's one to
RESPONSIVENESS: GOOD
GAME DIFFICULTY: get you started: Four

and twenty sailors
S came down from

Inverness (SNIP)...

15T DAY SCORE
BEAT FRANCE

ORIGIN

Britain's second fovourite sport. And
only the second conversion of it for
the Megadrive.

GAME BREAKDOWN

‘Hey!’, you're probably thinking, ‘that’s just FIFA with an odd-
shaped ball.’ Very astute I'm sure. Actually, whilst Rugby does
indeed use the same game engine as FIFA, Rugby has been writ-
ten by EA's in-house development team in Slough,
who have taken the opportunity to adapt
the existing 3D routines and improve them.
For instance, whilst FIFA only ever has
some eight players on the screen at any one
time, Rugby’'s many scraps and passing rou-
tines mean that both teams con be seen
; onscreen at once — in the region of thirty
GAME Alm sprites! — but with no evident slowdown.
' Similarly, Rugby is graphically more refined
) - Huhuhuh:!uhn! - than EA’s classic kickaround, with neater
G Ty 2 . sprites and more animation frames, includ-
ing fumbles, jump cotches, and fending off
opponents.
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The joypad’s three buttons are used to cram as
many moves as possible into the conversion.
Whilst kicking and passing are effected using
the A and B buttons respectively, players in pos-
session of the ball con also extend an arm to
deter oncoming defenders by holding both but-
tons together. However, if the opposition are in
possession, the button configuration is altered
slightly to allow for tackles and blocks — with
the C button giving the player o handy burst of
speed. Scrums and bundles run along the same
lines, with B used to hook the ball away towards

Every time the ball is scrambled across the line
for a try, the player is given five points.
However, this can be upped by two more cour-
tesy of the conversion kick that follows. For a
conversion the ball is ploced several metres
away from the goal posts, and the player must
punt it through the top bit of the goal 'H'. In
the real thing, this proves extremely difficult,
and EA have managed to make the game's
conversions every bit as tricky. A power bar
appears as the player lines up for the kick, and
press C gradually fills the bar as the shot
power increases. As the bar is filled, though, o
small marker representing the accuracy of the
kick is reduced and when the C button is
pressed, o pointer whizzes towards the marker.
Pressing C again stops the pointer and initiates
the kick, and the closer the pointer stops to the
marker, the straighter the kick.

| eogue 5 1ond ings

a flanking player.

Possession Record
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Morocco

| used to
hate
Rugby as |
could
never see
the appeal
of grab-
bing
: someone’s
ankles
STEVE oyt e
a muddy
boot in the face. Still, EA's
Rugby WC features all the
skill ard accuracy of the
sport, but doesn’t involve
extensive dentist work after
every game — so that's fine
by me. For a game with so
many moves, EA’s Rugby is
a dream to play. The joy-
pad buttons effect different
moves when the player is in
possession of the ball or
chasing it, and the range of
tackles, shoves and drop
kicks are simply awesome.
As such, after some initial
confusion with scrums and
gaining possession, | was
quicker off the wing than
the meat in a KFC bargain
bucket. Cynics will probably
dismiss Rugby as a FIFA rip-
off, but for me this is the
more playable game.
Absolute control is offered
over the players, and this
creates one of the best sims
to appear under the EA ;
Sports banner yet.

" -
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GRAPHICS

Rugby boasts a full complement of international sides, ranking

stumbling
from the likes of Japan and Paraguay to the more recognisable

8 Superh anima-
with ten-

New Zealand and England squads. In terms of options, Rugby
is up with the best with a variety of tour-

naments, tachic
screens, and player
information. The
latter is particularly
useful as it allows

the player to double

as a manager and
replace wingers or
defenders crocked

by particularly heavy

tackles.

| ronce

‘_i agm Informoiion Futl TEO e

Fash i

e ——

i &

i l'\ll"""”rr..\-

packs

g
.l_-'ﬂ—*g-.l.l:h.u
appzodLus IO

[ ¢ = I

Zea land

. N. Tuckey

14

F i fniwi &
i N dds T

94 MM SEGA

nis, the EA
Sporis
label is
again liv-
ing up to
its motio
with a
spot-on
conversion
(geddit) of a game its fans
love with a passion. Rugby
is so close that non-devo-
tees may find it a little
bewildering getting to grips
with the controls and the
messy on-screen action of
mauls, rucks and scrum-
mages (thankfully it comes
with an excellent manual).
But that's what Rugby is —
a chaotic sport of pile-ons
and stoppages, with
moments of drama when
scrum halfs make a great
pass and a plucky back
runs the pitch length to
glory. Visuvally and aurally,
EA have done tremendous
work, the players looking
superb as individuals, and
also working convincingly
as teams. The front-end of
the game is as detailed and
accessible as any before it,
although the replay seems
to record only a short seg-
ment of preceding play.
Otherwise, you cannot
grumble about teams or
tourneys (oh, alright then —
where’s the Five Nations?).
Ferociously fun, but be pre-
pared to put in more effort
than FIFA before getting
results.

tion on the ployer
sprites, ond all

maoves you'd hope

10 S8 In O DDnver=

sion. Stunning and with no slow-
dowin wholsoever,

Satishying “ools’
and grunts, and all
the expeced cowd

roars and intro dit-

fied.

Quict moments during games ore
a little off-putting. Needs more
‘vomph’ occosionally.

PLAYABILITY

to mosier.

tcrums and bundles olten a
litthe hit ond miss.

Controls are
simple o pick up,
bt combinations

LASTABILITY

Encugh leams and
lounmaments fo pul
Will Carling off his

Quorn bolognese for |

o month or two.

VEM

The Megodrive
doesn’'l hove o
decent Rugby gome,
1o this should find o
mice miche in the
sports sim markel. The answer 1o
a lot of QRA pleas...

OVERALL

91

A superb simulation which
coptures the rough’n"tumble
noture of the real thing per-
fectly. Another bonzer EA con-
version.




FA. PREMIE
LEAGUE
YEARBOOK.

FROM ALL GOOD NEWSAGENTS.
FROM SEPTEMBER 15TH.




PLAYERS

GAME TYPE
PLATFORM [

PRICE TBA

BY TIME WARNER

n this mixed up crazy world civilisations come and go. We've had

the Greeks, the Romans. Who knows, maybe we’re next on the
Great Check-List of ex-civilisations? Such mortal worries certainly
aren’t the concern of Monobe, Time Warner's latest gaming hero,
as his futuristic techne civilisation upped and jumped ship long ogo.

Swept by plagues, floods, and other assorted life-extinguishing

occurrences, Menobe’s world bears few reminders of the once
grand and prosperous cities of centuries gone by. But finally, after
decades of feudal life, the past has caught up, bringing with it

CONTROL: JOY PAD
CONTINUES: PASSWORD
| SKILL LEVELS: 3
RESPONSIVENESS: AVERAGE
GAME DIFFICULTY:

NOVEMBER

1ST DAY SCORE
Reach the Scored Generator mystical |

A platform-exploration adventure
from the school of Delphine’s
Flashback. Also reminiscent if X-Men

on ﬂe-gmlrin!.

Seek oul the couse of the troubles

plaguing Monobe's land with the

help of the great swit of the Jani-
lors.

. 96 MM SEGA

Initially |
was unim-
pressed by
what
Generations
Lost had to
offer. The
stylistic simi-
larities with
previously
established
titles -
colour palette of Flashback
and the movement of X-
Men - niggled me in the
originality stakes, and
Monobe looks pretty poor.
But once the game gets
going it is apparent that
there is far more to this
than meets the eye. The
storyline, at times painfully
slow -burning, is remark-
ably engrossing and well-
crafted, even reaching
addictive status for some of
the stages. In addition the
puzzle element has been
economically used to ensure
progress is reasonably
slow-paced - at times bor-
dering on blimmin’ frustrat-
ing. Quite frankly,
Generations Lost has some
nice features, but in today’s
gaming climate | can’t see
it keeping up with the very
fierce competition.

bizarre electrical storms and mutant
beings. As the chosen one,
Monobe must seek out the source
of these events in a platform
adventure through his history.

Bonuses alone won't guarantee our King-To-
Be the answers to his questions. But thankfully
on his adventures, he encounters the occa-
sional antique with enough juice left in it to
m give him a boost to his suit, more scope to
his rope, added string for his swing, or
plain ‘ol store his current position.




4 avlm)

As with any good quality suit of the Jani-tors, a
full range of accessories are available to help
young Monobe on his quest. Deposited in the
electronic safes of the elders, only Monobe has
the power to grab the goodies for his own needs.
That is once he's found the sometimes hidden lock.
Let's take a sneak peek at what's on offer in the
future collection of the House of Keptan.
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TRANSNODAL
ENTERPRISE

Why walk when you can transnode? With a spot
m of multi-dimensional molecular-splitting
magic Monobe can zap himself from loca-
tion to location to piece together the clues.
Once strapped in, a flick to the inventory
screen shows the destinations accessible
depending on Monobe's current security status.

T e ey = |
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BOUT MY

It's a lonely life for poor Monobe.
It seems that everybody either
wants to hit him with lead pipes
or throw bombs at his head. So
it's good to see the occasional
person giving a helping hand.
From the outset, Monobe is
given helpful advice from the
village elder on the various
sectors and their inhabitants.
During the quest additional info
is at hand from other village
characters who have strayed
beyond the villoge gotes into the §
wilderness. 5

o

. |

While
Generations
Lost could
be labelled
interesting,
and for the
most part
rewarding,
‘action-
packed’
hardly
applies. A
post-apocalyptic setting has
been used before to conve-
niently explain why there
aren’t many enemy sprites
around. In the early levels
at least, the main game-
play hazards come from the
inanimate backgrounds,
and progress is mostly a
matter of watching your
step and remembering the
layout. That's not to deni-
grate the good ideas liber-
ally sprinkled throughout —
the puzzles, and the Erad
power hoist work well, and
the graphics are consistent
and well toned (however
the ‘joke’ titles "Jani-tor,
Karhpantar etc. are plain
naff). But these generations
are likely to be lost in the
flood of other more ener-
getic platform games this
Christmas.

Same very nifty
design work on the
levels ond icons.

frmm——
GRAPHICS |
The Monobe

sprife 15 very

engainly and unappealing.

Interesting
tuturistic tunes and
FX, convincing ani-

SOUND
mal ond iribal sam-

ples

More FX of the same quality
would hove been nice.

{ PLAYABILITY
makes this surpris- 78
ingly addictive.

The control system mars the
gameplay with untimely deaths.

A plot full of
explaration and
problem solving

—

" LASTABILITY

The large and
ohen complex levels
promise o reason= |
able life spon. :

There's o little too '
much latitude on ‘eosy’.

Too many other
products are more
deserving of the
cash.

_ovm[l__‘_”

Eu-n.‘u-. = e

By no means a bod game, but
lacks the same attractions ol
other platform releases during
the build-up 1o Christmas.
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PLAYERS

GAME TYPE
SNOOKER |

PRICE TBA

OPTIONS

CONTROL: JOY PAD
CONTINUES: N/A
SKILL LEVELS: 3
RESPONSIVENESS: EXCELLENT
GAME DIFFICULTY:
AVERAGE

IO (RELEASE novemser

1ST DAY SCORE
Beot Tom.'

' ORIGIN

A conversion of Virgin's extremely
successiul Amiga game.

Bs John Virgo says: pot as many
balls as you con. Simple, really.

100 MM SEGA

| 'BY VIRGIN

ETEVE

i

Rl -1

k

irgin’s long-awaited conversion of Jimmy
White's is billed as the most realistic
snooker simulation ever. Via the many icons
shown above or to the side of the play areq,
the player can add spin to a shot, chalk the
cue, and use a targeting line for those diffi-
cult shots. So what sets JWWS from the likes
of side pocket and that crap Mindscape one
of a few months back? Easy, you can view
Jimmy’s table from any angle: from high
above, close enough to the baize to cause
chin burns, and from on top of the cue ball.
As ever, the basic aim is to pot the balls
in order whilst scoring more points than your
opponent. However, Virgin's game has cho-
sen to ignore the smoky atmosphere associ-
ated with snooker halls, ignored the burly
blokes who appear to prefer using cues fo
KO equally burly blokes, and you can supply
your own drinks without paying £14 for a
can of Coke - although these omissions are
probably for the best. There isn't a Jimmy
White community service sub-game in there,
either. Funny that,

DAVROS 8

DAVRDS 2]
i o oDe B .

R R Lo

" POCKET BILLIARDS

In addition to the basic one or two-player games, JWWS
offers a number of extras to extend its lasting power. The
one-player game features four computer-controlled players
(the imaginatively-named Tom, Dick, and harry. Oh, and
someone called Jimmy), and if these aren’t up to your newly-
acquired standards, Virgin have thrown in a number of trick
shots for the player to tinker with or atempt. These feature
ominous names like ‘| did this once’ and ‘The most impossi-
ble shot in the world.’ Just so you know what your up
against! Finally, programmer, Archer Maclean, has also
taken the chance to add o few extras over the Amigo origi-
nal,’ including more ball animations if you take ages to line
up a shot, a faster pan mode, and smoother screen update.

@ 4




GOING FOR A
JIMMY...

Getting all those balls into the table’s six
pocket is made easier thanks to the game's
extensive icon system. Let's try that again
shall we...

g

1. Line up behind the white
and use the rotate icon to scan
tor the easiest-looking shot.

Ah, that'll do...

2. Summon the targeting line
and position it on the ball ot the
rough angle you reckon will
send it rocketing into the pocket.
Flash sods may want to pan
away from the screen now in
order to judge the angle from a better van-
tage point.

3. Having tinkered with the angle

to annoy your mates beyond

belief, suck your bottom lip

through your teeth, tut a lot, and chalk your
cue in anticipation. Repeat until they turn red
and swear a lot.

4. Depending on whether the

-
g white ball in resting against a
cushion or another ball, you can
alter where the cue strikes it. Adding “top’ to
the ball means the white will follow through,
whilst ‘bottom’ sends the ball spinning back.
You can work out left and right for your-
selves.
e L

5. The moment of truth. The cue

icon reveals o larger pic of the

wooden pointy thing which is

drawn back further to add more power.

6. By now, your mates will have

killed your pets and reverted to

paganism whilst awaiting their

turn. Put them out of their misery

by finally clicking en the white ball

icon. Alternatively, return to 3 and repeat. By
rights the ball should go in...

COMMEN

This man
Archer is

emissary
for com-
puter

snooker,

all, the
Alex
Higgins’
talent of

video gaming if you look at
his past form. Two years of
effort have created a cork-

ing translation of snooker

that improves on the origi-

nal and critically praised
floppy versions. 5o many
limp billiords/pool in the

past made me think it was
impossible to translate the
game effectively, but JW's is

a delight because of its
authenticity to the game
and flexibility, as well as
being a damned good

excercise in programming.
And for once it's the actual
table sport we want — and

not some

STEVE

height

great
— and it's only a

4MEG cart! Every aspect of

snooker has been recreat-

ed, with the table and balls
viewed from any angle, and
all manner of realistic shots

on hand. The s icon
system is a doddle to pick
up, and allows the user to
alter the angle of the cue,

add spin and be generally
very flash with very little

effort. Basically, if you have

any preconceptions about

snooker games being bor-
ing, prepare to drop them,

JWWS is a stunning and
original Megadrive game,
and one which will outlast
even the most ardent of
platformers. Excellent.

the perfect

He is after

i
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Snooker’'s dull o |
lack of, right. :
]
|
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Wrong. JWWS's
toble con be viewed
from any angle,
ond the screen update is nigh-on
perfed.

I
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All the effects of
the real rhmg are
here. |

Hmmm, not a lot i
you could add

i o =

65

admittedly. So they didn't bother. |
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Comprehensive, |
but incredibly easy |
to learn. As easy
as picking up o
tve and playing
the real thing.

“LASTABILITY

Like the real '
thing, practice brings |
genvine skill, open- |
ing up o whole new |
ball game — literal- '
Iy.

|

1

y
_—

Less than buying

a real table from
Brgos, and without !
|

the hassle of setting |
up every lime (or

waoiting af the collection point for i
the box). ]

OVERALL

------

A difterent kind of game for
the Megadrive, but a welcome |
departure from the norm. _
JWWS brings simulations into |
the 90s, and is destined to be
the benchmark other sims are
measured by.

e
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CONTROL: JOY PAD
CONTINUES: 3
SKILL LEVELS: 1
RESPONSIVENESS: AVERAGE
GAME DIFFICULTY:
AVERAGE

i

1ST DAY SCORE
Locate and eject oll of the grenades |

St S T,
ORIGIN
Taken from the Star Trek inspired TV

series, the game features Flashback-
esque platform oction with on RPG
twist.

Socure the peoce of the Federation
by helping Sisko to stop the Bajoran
terratists and find their suppliers of

s,

MM SEGA

TARDATE:WOLF 46871.6.

The fate of the galaxy rests
in the hands of the inhabi-
tants of an outpost space sta-
tion known as Deep Space
Nine. Once a stronghold of
the Cardassian people, it was
abondoned to Star Fleet con-
trol. But with the recent
miraculous appearance of a
wormhaole, the station has
become the hottest commodi-
ty in the galaxy. For this is no
ordinary wormhole, but one

that links the two sides of the galaxy
reducing a journey normally taking
65 years at maximum warp, to a

matter of seconds.

At the head of this pelitical
timebomb sits Benjomin Sisko.
Previously First Officer on the
USS Saratoga, he witnessed
to destruction of the ship and
the death of his wife ot the
hands of the Borg. Hoping to
be posted to a quiet backwater

of the golaxy, Sisko’s plans took

a nose dive, finding himself at

the centre of a political crisis of

epic proportions. Saboteurs have
infiltrated the delicate peace of the
station, and Sisko has to put an end to

their plans.

COMMENT

Deep Space
'Nine, the TV
eries,
asn’t as

p‘n UL reason to do

a hatchet
job by releasing this shoddy
piece of software. | am
quite amazed this product
actually saw the light of
day. The graphics are
unquestionably residing on
the below-average-to-poor
boarder line, making it an
even more painful prospect
to run everywhere and
gather information. On the
subject of RPG, Deep Space
Nine makes the fatal mis-
take of forcing the player to
cover distance to prolong
the game life. Quite simply,
the game isn't big enough
to earn the title of an RPG.
A few years ago this might
have been passable, but
I'm afraid by teday’s stan-
dards, it's nothing short of
bargain bucket material.

TAIS ~

#
DEECPRP SPA
/ '

+ ALL PICS
© PARAMOUNT

A “What do you mean, you can’t hear the sea?”

TO BOLDLY GO...

Sisko's investigations take him through many

" a familiar location from the TV series. The
station is central fo the action and character
interaction, but Sisko jumps ship to investi-
gate wrong-doings on Bajora, inside the
wormhole, ond on-board a Cardassian war-
ship. Like an intergalactic jigsaw puzzle, os
the pieces fit together, the picture becomes
clearer and leads investigations deeper into
the fabric of the Federation.




Now, how could a soap
opera set on a space sta-
tion not make a perfectly
good video game? With
Deep 5pace Nine,
Neovotrade show their pen-
chant for innovation and
mixing game styles (see
the Exo-Squad review) but
again it doesn’t really suc-
ceed. At the start of the
game it's annoying to have

to wander aimlessly around the station
searching for the right location. Surely as
Sisko you would know your way around
beforehand. There are lots of sloppy fea-
tures, like crewmembers repeating the same
phrases, and there’s little pretence of prop-
er interaction with the characters you meet.
The action sequences are slightly better, a
poor man’s Rolling Thunder/Flashback. D59
fries to be everything to everyone, and fails.

Essential to the smooth running of
any space vessel is the central com-
puter. In the course of his adven-
tures, Sisko can log into the network
to materialise platforms in the cargo
bay, control the power on the USS
Saratoga, and eliminate the

IT'S LIFE JIM

All of the familiar faces are here. From Ogo, to Quark, .
to O'Brien, Sisko must interact with them to solve the
mystery. It's not all friendly chit-chat though, as Sisko
frequently has to deal with devious Cardassians, dis-
gruntled by Star Fleet's control of the quadrant. What's
more, the player has at times to control Bashir and Kira
who are more suited to certain mis-

gy
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4 Essential software is hidden in the

 depths of the damaged Saratoga.
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& The backdrops
are laithivl to the
set design of the TV
SETIDS,

¥ Sisko's onimo-

tion lacks sufficient fromes, giving
the impression of jerkiness .

1

’—l--—_-—m"
GRAPHICS

W.

4. The theme: tune
and FX have been
suteessfully trans-
lated 1o the game.

¥ In-game music
tends 1o drone .

r—-—-—-_
PLAYABILITY

4 The Sisko sprite

moves guite quick-
ly from location te

locotion.

¥ The linearity of

just chatting to people gets very
boring.

\

~ LASTABILITY

& There are o fair
few missions to com-
plete becoming pro-
gressively harder

and harder.

¥ That is if you con stop yowning
at the same old thing.re

A Deep Spoce Mine
tans might be inter-
ested in this pur-
those. '

¥ For averyone else
there ore wiser invesiments.

' OVERALL

-59

With drab visuals and unin-

spiring gameplay, this is yet
another half-hearted attempt
at o TV license.

39
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GAME TYPE :
____ PUNEASS
IPRICE = £4499

BY  CODEMASTERS

IRELEASE  NOVEMBER

OPTIONS

CONTROL: JOY PAD
CONTINUES: NONE
SKILL LEVELS: 3
RESPONSIVENESS: GOOD
GAME DIFFICULTY:
VARIABLE

ORIGIN

First appearing s o plank full of
nails and a lew marbles, the modem
pinball table hit the streets in 1932,

GAME AIM

Using a high-tensile spring, eject o
ball-bearing onto on gloss encosed
inclined rable, liberally covered with
lights ond bumpers. Once in play
use flippers lo amass

ritish rockers The Who
wrote a rock musical
extravaganza about them.
The State of New York
banned them for 34 years.
What are they, you may ask?
Pinball tables, of course! And
they are set to take the
Megadrive by storm during
the Yuletide period with the
latest offering from the men in
white coats at Codemasters,
Psycho Pinball.

Boasting a tonne of highly
complex mathematical equa-
tions for the ball and its reac-
tions to the playfield, Psycho
Pinball promises to be the most
realistic pinball sim to date. So
without much more ado, allow
me to introduce your host, part-
time pinball, and resident
armadille, Psycho!

) =
|- v | j % L]
ELALLIE UL
ty. As I'm In a radical break from your e
sure any everyday pinball game, the
pinball player will tell you, LEChiES f:n;n ;In;demusierﬁ
it's the feel and history of ave included bonus stages 3 : s s
the game, not just the visu- more fitting to a platformer L-U U |_:_ I.I_ U_'Jl_l_b_
als and sounds, that makes than a flipper-fest. Accessible
them want to play. And | from the 3 single tables, the ']_[[ L: LL:'T\"
have to say that hE:I ilr:*?sf;‘rlms into the lov- - -
Codemasters have some- able little character, Psycho, el
R .- occc v col P miicior onds v o
this very essence on a con- from carriage fo carriage on @ ..,y ey “Abyss, and Trick or
sole. The feel is genvine runaway Wikd West frain, or Treat. Each table takes its pick
and solid, but more impor- Hing o 100k I £ WINNS oSy from the juiciest traditions of
tantly have overcome pinball style - ramps, tubes,
the age d m of slow ball-locks (tee-hee), bumpers,
scrolling to make this the jockpots — and blends them
most console pin- with the style of the playing
ball e | have seen. Yet field. For the multi-table mode,
as with all pinball sims it the Fairground acts as a gate-
comes apart at the seams in way to all the other tables, but
the number of tables only once you've unlocked the
department. And hence It is portal to the new table.
banished to the "hugely
impressive, but not so huge’
realm of console simula-
tions.




Bally
Midway,
Gottlieb,
Data East
— you get
my drift?
These
name
should get
any pin-
ball fan
salivating, and the same
sort of person will have a
ball with Psycho Pinball.
Codemasters have pro-
duced four storming tables,
which look and play terrifi-
cally and capture the most
important element of all —
feel. | feel Paul's being a bit
unfair about longevity, no
other console pinball game
offers more variety than
Psycho, and anyway, the
point for real fans is amass-
ing higher scores. The lay-
outs are ace, both in num-
ber of features and how
bonuses are constructed,
and the game uses an
effective dot matrix display
for lots of little sub-games.
Graphics are absolutely
superb, with faultless
scrolling and a crispness to
the layouts that prevents
confusion when the game is
rocketing. The range of
speeds and difficulty levels
is wide. Psycho makes
mincemeat of Dragon’s
Revenge, Crue Ball or Sonic
Spinball, it even tops
Dragon’s Fury. In short, it's
flippin’ magic!

Williams,

Smoother than
your smooth-talk-
ing bar steword,
the scrolling has to

be seen 1o be

believed. Otherwise solid ond
simple grophics faithful to the
priginal designs.

Excellent FX
reflecting the plinks
and plonks of a real
table.

Music on somela-

bles tends 1o drone. |

PLAYABILITY

100% addictivi-
ty. A steong will is
required to pul
this down. And o

perfect difficulty
gouge. \

LASTABILITY

The arcode bonus ]
lewels are tricky ond |
will require a lof of
proclise sessions.
Needs 1o have
maore tables and more variotion
an the playfields.

IS

VEM

MEGs costs bucks,

but @ h!!"l']l price log
lor only 4 tables.

A truly superb pinball sim in
its own right, but as ever with
pinball games, let down by
the lack of variety.
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|PLAYERS

——————————

GAME TYPE
ADVENTURE

PRICE TBA
BY SEGA

RELEASE NOVEMBER
OPTIONS

CONTROL: JOY PAD
CONTINUES: UNLIMITED
SKILL LEVELS: 1
RESPONSIVENESS: GOOD
GAME DIFFICULTY:
TOUGH

15T DAY SCORE
Reach the Sky Way.

ORIGIN

The sequel to last year's smash hit
on the Megadrive involving a dol-
phin and his mission to save the
world.

GAME BREAKDOWN

-
[
L

L]
C
GAME AIM

Toke a trip 1o the future lo rescoe
the oceans and dolphin kind from
the threat ol the resurgent Yortex.

ORIGINALITY B[ |[

106 MM SEGA

MEGADRIVE REVIE

Hn swims, he sings, he flies through the air (?!),
and he was the star of one of last year's biggest
console hits. Ladies and gentlemen, introducing
Ecco the Dolphin in his all new bottle-nosed,
marine-exploring, time-travelling, Vortex-bashing
adventures. Ecco certainly caused a tidal wave of
attention last year with his aguatic antics, and is

now set to rule the
higl": seqas once
again.
Following
the defeat of
the Vortex
Queen last
episode, Ecco
made his
escape to Earth
in a pod. The
matter was set-
tled, or so he
thought, as
unbeknown to
our starry-
browed chum, the

Bre

FLIPPERING
HECK

Flippers alone maketh not a

speedy dolphin. But thanks

to the Atlanteans and their
teleport rings, Ecco can travel

Queen had got a foothold on the pod and scammed BT R R Rl auc E e b

a free ride back to the deep blue yonder. Rumours

spread of the Queen’s return, and in jumps Ecco to
save the day. A task that will take him to the end of
the Earth and Time itself. Hold onto your dorsals as

these spectacular 3-D sections Ecco must peg
it through the rings, above and below water,
while avoiding sea-bed hazards. But miss

more than five rings and it's back to the start.

we dive into the 16MEG voyage to the bottom of the
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SOLE MUSIC

It may sound like o Geiger counter
turned loose on Five Mile Island
above the water, but beneath the
waves, dolphin language is the
song of the oceans. Apart from o
means to communicate with other
marine life, Ecco's song can also
be used as a weapon, a key to
open gateways, and a force to
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Atmospheric and I
beautifully cratted, |
capluring sub oqua |

life. Impressive 3-D
sections.

Nat a greal deal of variation in
the badkdrops.

[27: P01 8

"™ the original Ecco. And | 4 Soothing New
. instead of resting on their | Agetechno that |
_ laurels, Novotrade have | gathers pace when |
. gone all out to produce the |  the adtion picks up. |
best Ecco product to date. . '
. The task is vast as well as
varied and incorporates
stacks of great new story-
lines and h“:r.lum - i:;“ . -
voyage to re - A
. ously inspiring the design- " PLAYABILITY
~ er's creative juices. But |
beware ye of faint joypad, The notural con- |
as the mh’ “ﬁh\' is | trol system com- i
rock hard at times and | bined wnlh.Thn
requires thoght and | i el
. liant :nﬂ outing for dol-  Bddeadicn.
phin-kind.

" LASTABILITY

The game envi-
ronment is obsolute-
Iy massive and the
chullenge pushes the |
player 1o the limit. A
winner on this frant.

~ a bit of a trial for your aver-
age marine mammal, but in
the shape of a bird Ecco
mﬂvmmpmlhpml.

Double the origi- r
nal Ecco with plenty |
ol new reats makes |
E it warth the cash.

The future... Dolphins have made a
fair bit of progress since the days of

o i i oqaoivme Thass guys end Kk QVERMJ.

-9

=g

A tontastic sequel, building on
the original's revelutionary
guomeplay ond exploiting a
whole new massive odventure.
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CONTROL: JOY PAD
1 CONTINUES:EARNED

| 1 SKILL LEVELS: 3

5 . RESPONSIVENESS: GOOD

GAME DIFFICULTY:

ﬁ.h ¢"'mon, it's Sonic, THE BLOODY
§ ' BLUE HEDGEHOG for gowd's sake...

BEEE]
| [mimim
BEECC

sraresy " MEECC

onam W)

Deteat the proverbial bod egg,
Robatnik ond Knuckles 1o retrieve
the Choos Emeralds.

108 MM SEGA

heeky Mr Knuckles, not sat-

isfied with whipping up o
right royal stink on the
Megadrive, has finally man-
aged to get his pink profile on
the Game Gear. Sick to the
back teeth of Sonic returning
the Chaos Emeralds to the birds
and bunnies, Robotnik has
conned Knuckles into flattening
the hedgehog once and for all
— so much for being a good
guy in Sonic And Knuckles...

Although loosely based on
the madcap antics of Sonic 3,
this is purely on o thematic
level. The Acts have been re-
designed, re-baddified, re-
bonus-boxed, re-eveythinged in
fact. What's more the character
sprites have been given a quick
dose of quick-grow potion and
a splash more animation fo
make them the biggest and the
smoothest to hit the Gear.
Blimey.

TR'I'IIIE HEDGEHOG

PLE TROUBL

A Sonic rides boreback on the
Nightmare Express.

TWIN TURBO

| Spines or fur, the choice is yours. Being such ace mates, there's no
hard feelings when it comes to picking the best guy for the job. But
Sonic does have a new trick up his sleeve with a new turbo sprint
device installed in his boots, allowing him to scale new obstacles
and loops. To counter this new power, Tails’ twin turbo-ed derriére
comes in very handy for bonus box collecting in those hard-to-reach
places.

-|. 3




any format’'s year, for that
matter, but Sonic seems to
be going through the same
mid-life crisis here that
Sonic and Knuckles repre-
sents on the Megadrive.
There just doesn't seem to
be much more to do on the
machine that hasn’t done
before, and though this is
the prettiest Sonic 8-bit
game without doubt, much
of the gameplay is BLAND,
an adjective | never
thought I'd use on the
Maestro. If you want Sonic
at his Game Gear best at
the mo, get Spinball, and
as for a career relaunch —
well if Joanna Lumley can
do it, so can you, kid!

Fll get you my pretty!

Vit b i o A
tiptloptlhg? Bt fey8 i i pale
T i 17 I LTS APRT BT T
s il g n b s e s gl
S T R R T TIET |
Eilapibigabapids julaja i st
il Pl sl TR i

] TR Y A
N W it

PINK
PIMPERNEL

Originally the keeper of the
Choos Emeralds on Mobius,
Knuckles teamed up with
Robotnik after catching Sonic
red-handed as he was trying
to repossess the precious
treasures. Conned by
Robotnik into believing Sonic
was the bad guy, Knuckles
now sits at the end of levels
waiting to throw our boys into
a pit of lava.

Let's go surfin’ mow, everybody’s

learnin’ how.

(1=
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BONUS

Find yourself a TV set with a gem
on it and you too can enter the
bonus zone. Not quite the spher-
ically scrolling action of the
Megadrive, but still a huge chal-
lenge as you bounce from pillar
to pillar and smash through walls
to grab the goodies.

ly have
lled out
:ﬂ of the
stops in
the visual
depart-
ment to
make
Sonic in

. /
PAUL T

backdrops and characters
the best to grace the Game
Gear. No longer do we
have the scrawny-looking
character sprites losing
themselves in the foliage.
Quite honestly these fellas
wouldn’t look out of place
on the Megadrive! But the
increase in size has obvi-
ously compromised the
gameplay, as enemies are
far and few between.
Unfertunately this results in
the game being reduced to
collecting rings and spin-
smashing through walls.
Nothing new, I'm afraid,
but fans of Sega’s blue hero
should be more than con-
tent.

Sonic hangs tough against the
mighty Hunfer.

| Sega r-nl-_

N A The sprites are
. outstandingly large
" and super fluid 1o
Y bool. Nol o mén-
tion the lamtastic
backgrounds.
" Shame there aren’'t more bad-
dies to bash.

lection of bouncy
tunes lo egg the

boys along.
N ¥ Mothing new
though.

A worthy mem-
Y ber of the Sonic
" clon - speedy con-
; trols, stacks of col-
" lectobles — great
8 fun.
¥ Linle real challenge.

The diffecent play-§5°
| ing styles of Sonic
~ and Tails allow for
* exploration ond on

extended lifespan. : -
" Dilficulty setting needs jo be
§ tougher.

. & great looking
pmdud that will
push the Gear to its
limit.
¥ But will be too
easy lo complete.

Graphically far superior to the
two previous Sonic Game Gear
versions, but sadly lacking sur-
prises and gomeplay innovo-
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R S i L i FEST A
¥ MEGA-CD REVH

'rhe maost intelligent and evil minds
in the galaxy have conspired to
create Red Eye: a mechanised natural
r—jl‘._RﬁL—.i',J?_T satellite with a hollow core, able to
move about the galaxy annihilating
' l| plonets by means of its incredible
0 |881 1854 WIS LTS power source, Octopus. To your
NEEMSED BY SEGA ENTEN PRISES LTD alarm, Red Eye has entered the solar
system of the Mother Planet and is on
a clearly defined course towards it.
Being a peaceful world, your
guard was well and truly down. The
defensive fleet is crippled by a sur-
GAME TYPE prise attack, and only the Geo Force
SHOOT ‘EM UP | fighters have a chance of striking at
1 — : the heart of Octopus and destroying
Red Eye.

BATTLE STATIONS!

The battle takes
BY  NAmco |

FIIE - sively closer to h::ﬂErl A
LEASE NOVEMBER | meter in top right of the screen
—_— | informs you of the remaining
f ar—rp————. | ] &
OPTIONS ] distance. The areas are:

e

PRICE  TBA

CONTROL: JOY PAD n =

CONTINUES: 3 HOME FLEET
SKILL LEVELS: 2 s .
RESPONSIVENESS: GOOD mpﬁﬁ“m' "nn'd‘m"-::""
GAME DIFFICULTY: ! battle cruisers.

s ~ COMMEN

; Wah-hey,
15T DAY SCORE f : w:m:k ?:1

300,000 ' — some :
- head- A Like at the size of that pair...of
e . phones, sit scenery fowers.

ORIGIN | g LG e

Converted from Nameco's owm | « , k E::.: L
Waiblode coin-op of 1991 h'!' Namo = r . ]
Home Tek, Storblade has o Star w this is one
Wars-esque plot. r heck of o

pﬂ UL sensory

T overload. .
R e, g : - .
GAME BREAKDOWN E The visuvals are stunning, A This is a deck of sitting ducks, if

packing the screen with

graphics. But the downfall of
this genre is, as ever, the

J . ' i technically impressive

pre-programmed flight
path. Interaction with the
surroundings is pitifully min-
imal, resulting in a point-
and-shoot affair that after
the first few goes becomes
samey. A good, but ulti-

5
. 3
B4 E E
5 . g O mately short-lived, effort.

— ' i ide i Steep walled ravines protect A dense construction in space
GAME AIM the entrance to Red Eye's forms the last extra-terrestrial

command centre. defence of Red Efﬂ'

s i

CANYONS MAZE DEFENCES

Eradicate the threal from !
mechanised planet Red Eye by pilol- |
ing yout lone ship thiough ils i
delences. |

§

.

e
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GRAPHICS

Maore thon an
|u|:|+:|:|uu1f.l slah al
the grondiose space

battle visvals of the
arcade,

Limited colours, wire-frame
compromises ond o smoll portion
ol the screen used.

SOUND

Excellent explosions

and effects, and the

LD waca] trock s
COMMENT §

The commands of =

Not withstanding Namco's your colleagues are often repeated
careful and comprehensive and have no context to the action.
conversion, the main prob-

lem is changing the game

from an arcade to home

- a b y format. Starblade is both PLA'ABIL'"

- f visually and aurally
VECIO RY IS “IHE : m o o s impl"l'i'iiivﬂi E.:""“f““i'flf hnL:: :i.ﬁgﬂ X 8 6
: . : : creating a ‘Star Wars
Converted quite faith- atmosphere. | also think T.N h'“'"; :"
. it's more exciting as a poly- wpnigaies
gon game than Silpheed, *I'liu c.nnI:::E:.wln-r movement
which is really just pretty Galaxians. What's other than the cursor. It's shallow
more, the trip to Red Eye is action-packed - gomeplay.
across every kilometre. But the snag is that
it's always the same trip. What's great for

the odd 50p in the arcade does become a LASTnnlllﬁ

dubious investment at £50. Of course, chas-

ing high scores and even completing the High scores to
game gives it lasting interest, but Starblade chase. The epilogue ’o

doesn’t offer great depth. after Red Eye is
tough.

The route and the
enemies are always the same.

{;un'l a ﬁfﬂ*FFrH“ E'.m:' J Quickly becomes repetitive.

tive, with a frigger sight.

order for the Hﬂﬂﬂ‘cp to

screen, some of the filled-in : g i VEM
n ships have become

wire-frame imoges. — fl"qumﬂy e Starblode at home
Q) : . doesn’l compare
men "h'"ﬂh favourobly with o
: ﬂhﬂh’ bear little cheap thrill on the

hhn“ to what's aoi toin-op.
going on),

OVERALL

RN An extrovogance for shoot ‘em
core is quite resilient to attack —= . _ up fans, but by no means o
and launches a barrage of pro- . : : bod game. Just one not natu-
tective fire. : rally svited fo o console.

"ﬁ }P““* 4 The sweep through the cruiser
- ‘

formation is really quite neat.




he inhabitants of Isla Nubar

certainly have caused a stir
with the peoples of the world.
And the World's eyes are set to
focus one more on the small

| can see
that Sego
were hop-
ing for a
tast-paced
blaster
which
starred the
brilliant
reptile
STE VE creations
from the
film, but what has emerged
is a sad, shuffling OAP of a
blaster. It fails to succeed
as either a platformer or a
shoot ‘em up, with the
action ambling along, and
the dinosaurs and merce-
naries offering little hassle.

tropical isle following the video
release of Jurassic Park. To add HAPTnn A"A“K _ _
fuel to the fire Sega have taken Average sums this up nice-

the story one step further, with Being a stickler for tradition, Raptor ly, but the film on sell-thru
mad scientists out to unleash has kept his clow and teeth attacks, | | instead.
the oversized repﬁleg on the but this time fﬂ'und.. Dr Grant's
unsuspecting world. armoury has the welcome bonus of
In a distinctly different style weapons that actually kill (as
to the slow-moving eriginal, uppn?sed to the stun business of
Rampage Edition pits Dr Grant past).
or a Raptor against the merce- Just look
naries left to ensure potential at the
saboteurs are eliminated. As Dr array of |
Grant, the player can use what- pick ‘em
ever weaponry comes to hand, up dino-
whilst the Raptor has only its toasters.

Dino Dini's

507

With o name resembling a Pizza base/ Sorbet manufacturer,
Dine Dini and his Geal are warming up on the Megadrive addictive. Control over the
touchline. For the uninitiated, Dino is the guy who created the ball is tricky at firstas
Amiga classic, Kick Off all those years back. Since then he has con- there's no ‘glue ball’, but it
tinued his plans for footy domination with Kick Off Il (which soon becomes second
became the incredibly lome Super Kick Off for the Megadrive), but nature — as does mastering
seemed to disappear when those young whippersnappers Sensi aftertouch. With plenty of
and FIFA appeared. options and gameplay in
Having been deposed from his numero uno spot for nearly o spades, Goal comes heavily
year, Dino has returned with Goal, another conversion from the recommended.
Amiga. Using Kick Off's bird’s-eye view, and boasting all the rules
and tactics from the real thing, Dino's newie also features a unique =
zoom mode (Zoom-o-vision?) which closes up on the action when
things get exciting.

Goal is the
game US
Gold’'s
Super Kick
OH should
have
been. With
his Amiga
Kick Off
experience
behind
him, Dineo
Dini has created an incredi-
bly fast kick around which
more than matches 5ensi in
the playability stakes. Goal
speeds along at a stunning
pace, yet proves eminently
controllable, and extremely

112 MM SEGA



COMMENT

Hmm, this

iIs a very
sorry
excuse for
a plat-
former. It
doesn’t
start of
well, with
clumsy
graphics
and bland
backdrops giving an indica-
tion of the bleak gameplay.
Whilst Rampage Edition is o
faster-moving game than
the original, it's all so dull
top play with very little
variety. Granted, the dino-
riding bit was a laugh, but
even this cannot save the
game from obscurity. Don‘t
believe the hype, and give
this a miss.

R - J. TANSEN
sy

=
-

ISLAND

Based more on th
than the film, son
the locations may

appear fo be a little
untamihiar. Both the

Aviary and the Ra

sechions were unfortu-

nately left out of t

Spielberg vision, but add
variahon to Grant’s confrontations with the dinos. Mare familiar
sections include a piggy-back ride on the Ostrich-like Gallimus,

and the mayhem

e book
e of

pids

he

at the stormy docks.
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i
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"GRAPHICS 67

Dvih in EVEry resped. 1

 SOUND 56

Awlul effects, and very lithe in the woy
O L l

W
PLAYABILITY 70

tasy enough to gel to grips with i

"LASTABILITY 45

1othing interesting o kegp you play
ng. though |

—y ==S

- VEM 45

You re poking aren t you? Forget it |

'OVERALL 59
A good idea, bul poorly
g I‘fl'll;'l'l'l_"'l_'l

All the expected footy features
have been included, with the
required number of leagues,
cups, kit options and corners. In
terms of graphics, Goal looks
very similar to Kick Off, but the
sprites look better and the afore-
mentioned zoom mode makes an

Fab hlRE B i A LA KR
: o

enormous difference. The latter

con be brought into play at any
time, with the action focused on
after kick off and switched vio @
simple press of the Start button.

Dino Dini really has outdone himself with

this speedy, but elegant kick about.
Graphically on a par with Sensi, the

scrolling is silky smooth and turbe-charged.
But what really sold me was the challenge
presented by the ball control. Often footie

games have the feeling that your not

always in control, but tackles this problem
superbly, if initially, infuriatingly. To top if
off the loads of teams and player editor
options make this a hot cup contender.

Buy this and you'll be left hanging
out fo dry! ;

GRAPHICS 64

Nice room oplion, and puny but |

nicely animated sprites,

- R,

- SOUND

All the veval whistles and roars.
Mowt special. [

“PLAYABILITY 90

Fast and fun — just how o socoer

e ——————————

"LASTABILITY 90

The Cup takes some winning, and
the two-player ensures Imqerlrl‘[.

VEM 87

Soccer gomes are ten o penny, bet |

this is one of the besi.

'OVERALL 88

The lastest ooty gome ovail-
able for the Megadrive, and as
addictive os Sensi.
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GAME TYPE  SHOOTING

comments

m palefaces are in are entire-

} heap big trouble. Um ::iu::iﬂud,

| bonditos and heap bad : ut ; =

I robbers have taken over ;:m“ sa
um settlements. Help
cames from white moun- EiHP;:IhEh
tains in form of man in ::: n:;;i

- white hat, shiny stars on -
his cowhide boots. GUS ::Ll.r::hrzl

Um dapper palface

| arrive to scalp um bandits
and robbers using his
pointy bang stick.
However, if he enter red-
face territory we moke him

with its paultry range of
static screens and enemies
appearing singly. The
sequel is pacier, with more
scenic and play variety.
What | would have liked to
have seen is more interac-
tion with the scenery. If you
" liked the first and have a
Justifier (you really must

. play it with the gun) this is
actually up your Main
Street.

and his enemies pay with CFr
a haircut even um Robbie
Williams of um Take That

would baulk at...

A Bad Boys (Western) Inc. with
missing. .

-
8 1 II0CENT
REUIC T I

m
I | ']
= e
F

GRAPHICS

Attractive but murky digitised
tharacters ond backdrops.

69

SOUND 51

Digitised speech for bod guys, but

The gang- B HH E STI E Ks music and elfects are limited.

ster set-

ting may Initially, our unseen hero is

have nr‘med?with a trusty six-shooter, PLAYABILITY 61

changed , however, shooting particular Well, you just point the cursor or

::' :W::I baddies mueqlﬁ a glnwing_ Justifier and press the fire button

gl Sems power-up which temporarily

indians enhances the player’s firepower-

cannot incdluding a Gattling gun and LASTABILITY a7

disguise connon which doesn’t require Pointing the cursor and pressing
5 rE VE IE"'“"'“I much accuracy. fire is as interesting as it sounds.

nforcers

I's dismal gameplay.
Whilst picking off the

assorted bad guys and VEM 38

Too similar to the dull first game to

Y0U'RE DERD

bosses is initially entertain-
ing, Lethal Il is shallower
than a kiddie's paddling
pool, and even playing it
with a Justifier isn't enough
to keep anyone interested.
The coin-op at least had
fancy animated graphics.
Without them this is the first
real Kenami Klunker.

114 MM SEGA

The arrival of the assorted
bandits and roughnecks fol-
lows a set order, but their
sheer number in later stages
ensures Lethal Enforcers Il isn;t
just shooting fish in o barrel,
Each level is rounded off by o
boss of some kind you requires
dozens of hits, whilst later
stages see the addition of indi-
ans firing arrows.

make it worth buying.

OVERALL 58

Limited in variety and game-
play, try one of Konami's plat-
formers instead.
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PLAYERS

A PASS

de -—%&—-—! Complaints regard-
ing the inflexibility of
BY EA | the first game’s con-

trol system have

been addressed, and
HEI.HSI NOVEMBER | | Eirivapihuinynisinfut

players has been

ing i . found cer-
refined. Passing is
now more integral to the action, Gus tain :"lﬂ;
and long crosses can be met : hl'l;lﬂl'l s
with a knock on header, :l:.-ﬂir:-m ay, =I“: - we say,
whils a bouncing ball can Thevght su,wnnd .

be volleyed — all very

instinctively. areas: passing, set-pieces

and goalies have been
pleasingly updated. Add to
that a lovely new front end,
much more comprehensive
tournaments and playoffs,
better graphics and much
better sound, and EA have
improved that which didn’t
seem to need improving.

FIFA is one of those games that needs
no introduction. It remained at the
top of the Megadrive sales chart
longer than Wet Wet Wet. However
it had a few annoying points which
only became apparent after pro-
longed play.

Taking such gripes inte account,
FIFA ‘95 is an enhanced version with
smoother graphics, a neater passing
system, and more player control. Now
you can engineer cool diving headers
and neat one-twos without

wondering exactly how you ' r}__“,__,_.__,__,_w,,_,‘ Sk
did it. And with the huge RAP
range of teams, maybe West EEPT T | gy . - el G Hlts ;
Ham can lift a trophy at last... p———r L AREEEE X il - i Wostor sprites snd botosh enton

o LR LA T E TS e 147 : tion.

(SouND @5

Brilliant chanting and wowd FX.

I |W:r FIFA, The EA sound boys did good. i
me: I'ma i e
sucker for S
::':‘f';:';n . 1 | _ " PLAYABILITY 93
game’s : :-- G _.I g S ; ; e ‘.ﬁ_ s | 3 | Even mere playoble than the first
) perspec- LA T e — Sy N . S i
tive offers. AR T T e et | R Np— A
‘ e R e - T _'1-; S S - e et e = S e
~Hed Y Eor this St 1 S s — | s " LASTABILITY 92
el vpdate, EA | REBE —wn B arTe P A ’=
erVE have lis- S e e ST el DAt T PR R IRH] | More hicking oction than o skin-
tened to ettt A RSN L U e [ S DR
their detractors and tarted TN,
up the control system whilst ."rw 91

adding a wide range of
teams from every league
imaginable. Headers, vol-

| Lloods of teams, dorens of options, |

ond supreme playability.

leys ii.'md, most Impurlu:ﬂr; EA have included teams from virtually every o s ' ‘ i ___ .
PAESING Gre Now secon league on the planet. Thus, In addition to [

nﬂh-;; to Fﬂ"ﬁ:;'r and the those old stalwarts Germany, ltaly and El | OVEMH- 92
goa are a @ more Tel's Ingerlocaoand, national sides from | 1 vou thouaht EIFA .
fallible — much more real- Brozil, Greece, Holland and Denmark are | gc:duu:Tu:nt. FIFAT:SI ::II I
istic. An excellent update, also on offer. Each side is given a series of | make you think again. |

ensuring FIFA ‘95 is the
best footy game available.

ratings for their performance in defence and S
injuries and players must be managed.
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STOCKPORT - CHESHIRE
GAME CENTRE OF THE NORTH WEST
HARDWARE AND SOFTWARE
WE BUY, SELL & ‘PX’" ALL GOODS

HOTLINES 061 476 6630 AND 061 476 6635
MAIL ORDER

72, Lower Hillgate, Stockport,
Cheshire SKI 3AL

‘_ i
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MDA CONSOLES

DISCOUNT NEW & USED MEGADRIVE SOFTWAHRE

Up to 530% off New Titles!
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Megadrive Games
from £9

Please call for list

(TR S N TR ER ]

S I (TS LS T ITES T E.N N
AT AR R AES ISR 3
[ [E S Sel & -

BN A% S RE T T W

Lall!

WE BLY SELL & SWAP :AMES

EXCHANGE your oid Megadrive for a

Jaguar, 300, 32X or Saturn - call for details

We will beat any Mail Order price on all
new & secondhand games in stock.
Imports a speciality.

We guarantee a fast and reliable service.
No Membership Fees.

Best deals on part exchange.

Ring our games Hot Line for a quote.

Call: 0532 613424 / 688936.
7 days 9am-9pm.
- Est. 15 years E

W

GAMES U-S-A-
STOCKISTS OF
SEGA * NINTENDO + JAGUAR + 3DO « CDi
TEL: 0708 473 113

MEGA DRIVE SPECIALS:

AL LA £35.99 MORTAL KOMBAT 2 MD {4095

BUBSY 2 g gn MORTAL KOMBAT 2 SNES £5].99

EARTHWORM JIM fCALL MAL DOG McGREL

ETERNAL CHAMPIONS £39.99 R A =359
: st PAMASONIC 3D comsole  £38%9 5949

JIUNGLE BOOK £ 30 G

MBA LIVE *05 £30 09 Cail for soffware prices

W SONIC & ENUCELES 39 S ard release dales

URBAN STRIKI £34,00

ZERO TOLERANCH £34.99 GAMES US.A,

VIRTUA RACING £53.99 143 High Street, Hornchurch,

FIFA “95 SOCCER £35.90 Essex KMI1 3Y D

SAFE SERVICE

Sick of waiting weeks for your games to arrive?
We will have your game on your doorstep within
3 days of receipt or order.

BUY & SELL
Bl SEGA & NINTENDO

Monday 12-8

i

: Console Exchange
Business hours

W' u1rw~1~':~ ' I’* : 25 Greig Street
CONESOE Yy FL 5|
I..'|l||"‘-x||.-_'- 'Il'l " [}4{}.“ 22 I I_u'lr.-'r' ]"\_lnr“taﬁﬁ
f“"‘f I‘* Other times V3 5PX
Sdturday 1U-6 o
Sunday 12-4 03744 95958 0463 221173
LARGE SELECTION OF GAMES AVAILABLE FOR ALL SEGA FORMATS BY
MAIL ORDER AT GREAT PRICES
MEGADRIVE 1+ STREET FIGHTER 2.....£119.99
. MEGADRIVE 2+ ALADDIN ...................... £119.99
MEGA CD 2+ ROAD AVENGER £229 90
ETEANAL CHAMPIONS......£4099 ALADDIN £40.99
STREET FIGHTER 2 £4909 NBA JAM £40.99
200L £2099 MORTAL KOMBAT £42 99
VIRTUA RACING £64.99
FOR A FULL PRICE LIST OR ORDER SEMD TO:
8 GAMES WORLD, 18 DANE ROAD, SEAFORD, E. SUSSEX BM25 1LL
FOR ORDERS PLEASE ADD 50p PER GAME, £2 FOR CONSOLES P.F
DELIVERY WITHIN 7 DAYS
]




MEGA SHOP GUIDE

_EVEHTWHEHE wnﬂnsnn
| R £ E i SR

OFFICIAL UK PAL STOCKIST]"

CALL NOW FOR YOUR
FREE COPY
OF OUR LATEST
SEGA CATALOGUE

wr special Prices inlud, Postage is FREE in the UK
virua Racing MDD £45.95 Pnzehighter CD £4295 §
super street Fighier .. ML, E45%  Jurrasic Park CD £32.95
Mortal Kombat 2 MDD 14295 Dune : CD £38.95

ingle Book M E4 95  Battlecoms ; CD L3595

' NBA Jam..... MDD £40.95 Sonic Chaos .............GG L1795 Ahfﬂ I's ﬁgdﬂtgr %#‘gﬂjfgrﬂ
treets of Rage 3. . MD .. 1995 Sonic 2.... : £19.95
v o o Club Drive Tempest 2000

Mail order only for your Sega, Nintendo, PC. Amiga & Atari.
T ( 208y 73X oy 20 DANIEL DEPARTMENT STORE
[‘{} 1 o )5 ] ?3{}{}6{} frics 120-125 PEASCOD STREET WINDSOR
TEL: 0753 862106

Ultra Software (MMS 25), Fulling Mill, Broughton, Banbury OX15 6AP

NEW AGE

C A G A M E S COMPUTER GAMES
Tal 12 TOOTING HIGH STREET

LONDON SW17 ORG

FOR ALL THE LATEST OFFICIAL & IMPORT GAMES.
SAVE £'S ON ALL YOUR SEGA GAMES

MEGADRIVE y

MASTER SYSTEM F
MEGA - CD

GAME GEAR

SUPER NINTENDO GAMEBOY NES
3D0 JAGUAR PC CD - ROM AMIGA CD32
HUGE RANGE OF SECONDHAND GAMES ALWAYS IN STOCK
OPEN: MON - SAT 10.00am TO 6.00pm

Sega Saturn, Sega 32X, 3DO,
Sony Play Station,
Jaguar and Nintendo

MANGA MERCHANDISE
INSTOCK

c e i S e 4 S el WORLDWIDE

FREE AKIRA CARDS
WITH EVERY ORDER

ENSURE YOU ORDER THE RIGHT ON FREE P&P AVAILABLE
MIECALIRIYE cL L R I w”HPE“EEmP

" MANGA - KISEKI - CRUSADER « ANIMANIA | j

i o9 ANIME PROJECTS + WESTERN CONNECTION |
o0 Q TELEPHONE OR WRITE TO US FOR A FREE CATALOGUE
T e TR T T MAVERICK MAIL. ORDER i

k. |

L IF YU HAVE A MEC.A C1)
3 WHICH AMSTRAD MONITOR PO BOX 7, RDOSS ON WYE, HEREFORDSHIRE. UK. HRS TYX.
TEL: 079% 663334 P& INCLUDED GELIVERY 1 WEEK TEL: 0888 T6TE55 FAX: 08989 T6B563
- — : = S —

you have to do is look for your local area heading.
)E CONTACT: Holly Eadie 071 713 5289



More
bouncy
than a dozen
inflatable castles.
Breezier than
Littlehampton sea front.
Wittier than every Croft
and Perry sitcom ever
(apart from perhaps
You Rang M’Lud). Yes,
Yob has returned to
answer more of your
inane questions and
generally suffer at the
hands of the cyst-swig-
ging anal announce-
ments who think their
funny. Just think, in a
few years time you lot
will be running our
banks, factories and
offices. What a horrible
thought...

If you want to write to
Yob about anything —
and that includes girl-
friend troubles (not that
you lot could ever get
one — perhaps you
could write to him
about that!) — send
your scrawls to:

THAT STAIN? NO
THAT’S SWEAT, MUM...
MEAN YOB,

MEAN MACHINES
SEGA, PRIORY COURT,

30-32 FARRINGDON
LANE, LONDON,

ECIR 3AU

your Mum give you the patch on
the chin atter she slogged you a
left hook, or did you cut yourself
shaving? The tin can you're
wearing looks like the boked
g bean can | threw out
= & ust the other day. You
i haven't been going
through the bins again,
have you? I'll have to
tell your Mummy! Oh,
4 and by the way, you
dribble too much.
Darren Lynch, Camden
Town, London
YOB:Camden Town,
‘ eh? | can just guess

4 i that every Saturday
I ~ at about four
[ﬁ ‘o’clock you can be
T/ ) found rooting

around in the

'{im

MARC SINGER

boxes behind
- where the veg
Dear Yob stalls were
Yob, Yob, MEAN looking for the
MACHINES is the best % other cabbages
mag ever. |'ve only been buying ' s0 you won't be
it for a couple of months now, so lonely.

but it is ﬂxﬁl!lﬂ-ﬂi. The only prob- . .
RETETTAE Y | olle ¢ MIGHAH
TN e N N IRONSIDE

Help video or a set of post-
cards?

Terry Jeffryes, Harlow, Essex
YOB:Hey, how about
covermounting a Sub-
Zero suit like the
guy in Steve’s
Q&A wanted!
Honestly, that
d-nmll such Si’m it's ple worked hard and long
unbelievable. You can just on their entries, with
guess that he wears one of absolutely nothing coming
those coats that folds into its of it.

own pocket, but with the hood  Someone Annoyed,

drawstring pulled so tight, Somewhere
that the trapped air makes his YOB:Have you tried writ-
head look all pointy. ing to Comet? No, didn"t

think so. | went to ask
Richard Leadbetter what

CYNTHIA ROTHROCK v o piccing tecks s

send to Jaz — the only
Dear Yob other guy who knows

Well, excuse me but... whatever what you're on about.

hoppened to the competition
held aeons ago in Issue 17 It was

oo coreteainion  WHUGK NORRIS

a poster or some sort of picture

which related to the Dear Yob

Gamesmaster section in Comet. | like reading those letters

If you won, you had the chance that get sent to you.

to win a console of your choice, Especially those ones that

or something like that. It was so cuss you down so low your

long ago, | can hardly remember  chin touches the ground, well
the exact details. It may not have  YOUl chin touches the 'Elm'-""d
been MEAN MACHINES' fault, anyway. As for that hairstyle,

but | believe we, your readers, ' k’?“""" you want to look like A What next, Mark Tilly, Streets of
have been fiddled! | feel it is o Guile from Streeffighter, but Roge Four Wddings ﬂ;hﬂ?

disgrace that thousands of peo- you don’t even come close. Did



s
S

A Just £10 covld b
Chester a new set

1. Why did Jaz leave for
America?

2. Was he your best friend?

3. What is your real name#?

4. | know a person who said that
Super 5t hter Il waos origi-
nally to be called Streetfighter Ill,
but it was too much like the origi-
nal. Is this true?

5. Is a Mortal Kombat movie
plonned?

6. What do you think of Mortal
Kombat 112

7. One last question. What do
you think of Steve?

Robbie Shand, Elgin, Moray
YOB:1. He got sick of irritating
gits like you writing in. 2. Let's
just say | liked him more than
I care for you. 3. Sir to you. 4,
Your mate work for Capcom
does he? Or maybe he's just
talking crap because he
knows a gullible sod like you

ﬁhﬂi'_-;H. they’ll have you.

will believe anything he says.
5. Yes. 6. More fun than pop-
ping balloons behind old peo-
ple with weak hearts. 7. He's
fine — we just wish he'd stop
lighting his farts.

GHRISTOPHER
LAMBERT

Dear Yob
| am writing to you from South
Africa, in cose you're too stupid
to realise where South Africa is. |
bet you hove the face of o
baboon’s bum and are so sad
and stupid you'd fail your blood
test. But enough of the stupid
insults. I'm writing to you
because the other day | went
inside one of the game shops
here, and saw they had a game
on a NES caolled Somario. It had
the same intro as Sonic except
Mario come out of the ring
instead of Sonic. The game had
Sonic's backgrounds and bad-
dies. Now, whaot | would like to
know is how Nintendo can do
this to Sega’s license? Keep up
the good work on the magazine.
J R C Laughton,
Pietermaritzburg, South Africa
YOB:Yeah, Jimmy Chin. And |
reckon it was a 987MEG cart,
and you saw it the day you
were out with your girlfriends
Claudia Schiffer and Meg
Ryan. | bet with your astound-
ing intellect it took you ages
to work out how to spell the
name of your home town.
Perhaps you ought to move to
Leeds where you'll find it
slightly easier. Not that

-GFNFJQ\IIONQ“

Lost
electrifying...

Generations Lost is the
ultimate quest. Six t'.‘lri”il'lj_:
levels of a mysterious
world to explore. Incredible
powers o discover.

And a spellbinding enigma
to solve. Generations Lost.
(et ready tor a serious

-.|m|.'|-. Ty t|1|.' SYSTEIM.




of Oxford? Quite right toe...

OOLPH
[UNGREN

Dear Yob

| have been a proud reader of
MEAN MACHIMNES for two years
now, and during those two years,
few magazines have come close
to your witty, celourtul, and infor-
mative magazine. Out of the
magazines | read, you keep the
price as low as possible and
maintain an average of 100
pages per issue. lt's a pity some
people don't appreciate this,
namely Digitiser. And before you
say, “Oh no, not another Digitiser
letter”, bear in mind this letter
involves your very own magozine.
On Wednesday 215t September,
not fit to go to school, and gener-
ally lounging around the house, |
happened to tune into Digihser
on Teletext. “Mean Machines
Dying” read the headline for their
‘news’ section. Curious, | read

on. The article was based on
sales figures for the last six
months. Sarcastically it read,
“Biggest loser, we're horrified to
report, 15 Mean Machines Sega
who has lost over a third of its

A Don’'t you trust us with originals, Sam Webster

readers in the past 6
months.” | found it
most sickening that
Digitiser gleaned
some pleasure from
it all. They just hap-
pened to forget you
were still the best-
selling Sega mag
Rather than a
damning reflection
on Mean Machines,
| thought it most
degrading on the
part of Digitiser. It
only served to
assert the quality
of your magozine,
which despite a
loss in readership,
still manoged to
whip the baboon-
like asses of every
Future magozine.
Digitiser backed a
real loser when
they teamed up
with Future pub-
lishing. From now
on, when vou
review a disos-
frous game,
instead of saying
“this game is
crap”, make your
point crystal
clear and state,
“This game is
complete
Digitiser!”
Christopher
Quigley, Co. Armagh, N. Ireland
YOB:But how can we compete
against something as influen-
tial as Digitiser? Blimey, it
would be like taking on Stevie
Wonder in a timed ‘Join-The-
Dots’ contest. Yes, they did
conveniently neglect to men-
tion that we're still the
biggest-selling mag, didnt
they. Perhaps it was because
they thought it would mess up
their story. And we can’t have
that getting in the way of their
‘scoops’ can we...

LOU HERRIGND

Dear Yob

| am the Master. You will obey
me! | hope you have been watch-
ing my adventures on UK Geold
every Sunday, for | have covered
this letter with a special hypnotic
spray, so now you will be forced
to read my words with interest
and admiration for my ewvil
genius. Anyway Yob, | must tell of
my recent problem. My TARDIS
developed a slight, er... ‘naviga-
tional error’, and materialised in

Bognor. | promptly enslaved this
sad mockery of a holiday resort,
and | am now using it as a power
base to take over the whole
world... past, present, and futurel
Ahahahaha! But it's not enough,
- these facile victories only leave
me hungry for more conquest!
Also, | travelled many years into
the past to try and get my black
gloves on Issue 0 of Mean
Machines. When |'d accom-
plished this, | went to the future
to see how your magazine was
getting on. Congratulations,
Mean Machines is still number
one in the year 2019. And the
Saturn is the only new ‘Super
Console’ to conquer over all the
others. As for all your readers...
listen to the Master! You will obey
me, subscribe to Mean Machines
for all eternity.
The Master, Gallifrey
YOB:Yes, | have been watch-
ing you every Sunday in UK
Gold’'s omnibus editions, and
what | want to know is where
do you buy all your ridiculous
disguises — and why Peter
Davison hasn’t put an end to
your evil ways by putting his
hand up your bum like he
used to in All Creatures Great
And ll'll:ll. As for taking over
.. well, it needed
someone to, you just ask Steve

mwmmmg

few miles away.

FRANK STALLONE

Dear Yob
| am writing to tell you that |
think it would be a brilliant idea if
released Equalizer: The Game.
Just think you could
take control of
Edward Woodward. |
love that man, he's
great! He makes the
sheep go boall Hove
you got any big door
posters of the
Equalizer? I'd pluck
a duck to shake his
hand and look into
his stern eyes. Just
the thought sends
shivers through my
body.

Adom M., Redditch
YOB: It was be a
dull as Redditch,
though. Every
episode McColl
takes on the

Mob/ street
gangs/ corrupt
police or whatev-
er, and he never
has to resort to

violence! Mind you at his age,
McCall should be sitting in a
chair with a blanket over his legs,
watching daytime telly, and emit-
ting the forts that o diet of tinned
meatballs does to a mon. And
he's married to Betty out of Some
Mother’'s Do "Ave "‘Em.

ROBERT ZDAR

Dear Yob

So you didn’t find my Captain
Picard joke funny, eh? Well, try
this poem | wrote about Digitiser.

The fools who work at Digitiser
Were trying to act hard,

Their ‘programme’ was Bab
So they travelled by cab
To Mean Machines’ backyard.

The man with a long chin insulted
Yob. i
He called him a hairy baboon,

So Yob come out,
And gave him a clout,
Then kicked his ass over the

maoon.

The rest of the morons from

_mmm._

Steve joined in
them all i m,

-:H.ﬂihlv ran home cacking their

pants!

A bit of an improvement over the
Picard thing, don't you think?
Well, until next time... Oh, by the
way, | know this bloke in the
United States Colonial Marine




A Your words of wisdom are so frue,
Stvart Narvey of Chelmsford.

A Iangief posing on a Scooby-Doo style
sandwich, by lan Odiltree of Maidenhead.

Corps, who can get you an

M4 1A Pulse Rifle and 30mm
pump action grenade launcher
for a very reasonable price. |
imagine it fell off the back of a
PowerLooder or something.
Paul Johnson, Skegness

YOB:We were planning to run

a series of Digitiser-style lo-
res illustrations and screen-
shots in this very issue, but
sadly someone nicked our
crayons,

RUTGER HAUER

Dear Yob

You think you're so smart writ-
ing ‘clever’ answers to people’s
letters when you don't like what
they've written. But | think you
just can't handle the truth about
yourself. You try to look so
mean, but | don't think you look
mean at all. | think you look
pathetic. You look like you've

been rammed face-first into o
brick wall, and you have to
wear that armour to cover up
the fact you're a weed. And
that plaster on your face, did
you cut yourselt shaving, are
you old enough to shave? Do
you get the feeling that nobody
likes you? We don'tl

The Yob Bashers

The nob bashers, more like.
I’'m surprised your hands
weren't too cramped to hold
the pen used to write this
drivel. Try getting out more.

Right, sod off
that’s yer lot.

Yob's back next month
with his tales of the
Justice Bill demo and
his impromptu shop-
ping spree in Dixons.

O |

RENTAL SERVICE

MEGADRIVE AND MEGA-CD GAMES
JUST £5 EACH FOR 14 DAYS

ALL THE TOP GAMES AND WE WILL SEND TO
¥YOU ANYWHERE IN THE U.K.

CALL OR WRITE FOR YOUR MEMBERSHIP
FORM AND GAMES LIST

) [ |

CD LIBRARY CLUB

26 MANOR HOUSE LANE

YARDLEY
021 742 9325 MON-SUN _[I\

oo

TORC

B26 1PG
COMPUTER + VIDEO GAMES
WE STOCK:-
* AMIGA * CD* * PC * CD-ROM * GAMEBOY *
SUPER NINTENDO * SEGA MEGADRIVE *
GAME GEAR * ATARI JAGUAR * 3DO =*

Arriving in December ‘94 - PSX & Saturn
Call us on 081-893 2100/081-844 2575
or fax us on 081-844 1944

9 Wilton Parade, High Street, Feltham,
Middlesex TW13 4BU

CHEATS > TIPS ¢ CHEATS ¥ TIPS ¥ CHEATS * TIPS
F¥KkNew Management, All Lines Updated Weekly*4ex

0891-318-400:NFORMATION LINE

0891-318-401:SONIC 3 FULL SOLUTION & CHEATS & TIPS
0891-318-402:GAME GEAR CHEAT LINE

0891-318-403:DESERT STRIKE & TERMIHATI?R 1 &2

0891-318-404: MORTAL COMBAT I p

0891-318-405:SONIC Il & I CHEATS, TIPS ECT

0891-318-407:NEW RELEASE LINE, CHEATS, TIPS & HELP
0891-318-408:MEGADRIVE CHEATLINE (LOADS OF GAMES)
0891-318-409:MASTER SYSTEM CHEATLINE (LOADS OF GAMES)
0891-318-410:CHAOS ENGINE (CODS TIPS & HELF)
0891-318-411:JUNGLE BOOK (TIPS & HELP)

0891-318-413:JUNGLE STRIKE, FULL SOLUTION :* CHEATS & TIPS
0891-318-415:MORTAL COMBAT II, CHEATS, GORE CODES, TIPS & MOVES
0891-318-416:URBAN STRIKE (CODES HELP & TIPS)

NO MUSIC, CHAT OR WAFFLE,
JUST STRAIGHT IN TO THE HELP,
PLEASE HAVE A PEN & PAPER READY.

All calls charged at 39p min cheap, 46p peak.

Home Grown Productions Ltd,
Po Box 193,
Hayes, Middlesex




| know the body is a complex thing, but why is

it farts come in a variety of aromas? Just what

chemical equation results in a sulphery/ eggy r Steve
. e 5"""‘

one, whilst others come out wet and smelling m ) fab magl Co ﬂ"

of damp washing? And do some sound

squeaky? After all, it’s all the same gas isn’t it?

Dave Franck, Schelle, Belgium

STEVE:1. It does, but the US AUSTI N m'
and jap machines use a faster
frame rate which makes them
faster. 2. The Super NES ver-

sion is marginally foster, due
to ihl machine’s slightly

:nwulh-r — Ihul, :nmﬂhlng .

Dear Steve
hasd fo go and B wos the Inive Please put me out of my misery.

o Will there be o sequel to the
absolutely brilliant Flashback?
Adam' Pask;*Peterborough
FORD ANGLIA  STEVE:Not in the immediate
— & future, I'm afraid.

to their ears in

and are looking to
formats for their next project.

FORD
CORTINA

answer my questions.
1. Where can | get a RAM car-
Jridge for saving information for
my Mega-CD gomes?
2. How much will it cost?

ﬁcn:?
1. On FIFA ‘95 have the players

| may not be able to answer these questions, got proper names? 3. | have Thunderhawk, but is

but | know my stuff when it comes to Sega-
related questions. So why not put me to the 3. How much will it cost?
test. After all, at least | keep my brain inside
my cranium — probably because | don't need BN XTI 2
to prove to people I've got one!

Send your letters to:

THE CHEESE PEOPLE OF BEVERLEY HILLS, Pnns.
Q&A, MEAN MACHINES SEGA,
PRIORY COURT, 30-32 FARRINGDON LANE,

LONDON, ECI1R 3AU

HUNTER
HILLMAN

Dear Steve

A few days ago | bought Mortal
Kombat Il on the Megadrive.
There's no doubt it's ml-
lent game, but | think it's tod
slow on the Megadrive.

Thlr'ﬂrif%m fnw ql..'ﬂhunl

2. Has the crowd on FIFA "95 got

e chonint Battlecorps still worth getting?

n my Mega-CD’s

Internal
""“"""-; M-mnrr there
is se

4. Will FIFA appear on the 32X# -~
Marron, Liverpool di-fr-..u.,i_ 7l

Ilu sound has been gene
worevamped. 3. £44.95. 4. It's
possibility, but EA are being
tight-lipped about their 32X

-
C L AP

concerning the game.

1. | read in @ magozine that the
game plays a lot faster on the US
and Japanese
Genesis. Why?
Doesn't it use the™
same engine as the

pTuy.'. a |nt faster. Bu’t
| always thought the
Megadrive was faster.
What's going on#

3. It also seems the Super NES
version has a presentation of
the fighters (picture and biogra-
phy). But the Megadrive hasn't.

Is the Super NES cart bigger than




EVERYTHING

YOU WANTED

TO KNOW
ABOUT THE
32X, BUT

WERE AFRAID

TO ASK...

A lot of our letters just

keep asking the same

old crap, so we've

decided to bundle

them together in order

to givea complete
guide to one subject

each issue. This month
we're concentrating on

Sega’s plug in Glade
mushroom Air
Freshener: the 32X.

We’'re good like that.

1. When will the 32X be
released?

‘PRINCE_JRO '
do with any of my games. Can
you tell me what it is?

Steven Walker, Kilbirnie, Ayrshire
STEVE:1. You can't yet. 2.
Nowt, because you can’t get

8
s

2. What is the difference
between the Sego Saturn and
the 32X?

3. How much will the 32X cost?
4. How much will the software
coste

5. Should | buy the 32X or wait
until the Saturn is released?®

6. Will the Saturn be able to run
32X games?

7. Is the Multi-Mega compaotible
with the 32X¢

8. Will there be o gome pock-
age with the 32X? What will it
be¢

9. Will Daytona USA, Rebel
Assault, Virtuo Star Wars, Alien,
Predator, Mortal Kombat 2,
Virtua Fighters, Virtua Soccer,

. It has nothing to 4 Hhmrr writing games in Fl: i

ing with Machine Code or
maybe C (a commonly-used
console language when port-
ing games). Any books on
learning to program will help.

Super Streetfighter Il Turbo, any
Sonic come out on the 32X?

10. Will Fahrenheit on the 32X
CD have YHS quality FMV?

11. Is it possible for the 32X to
speed up the access time on the
Mega-CD?

12. Will the custom sound chips
in the 32X produce the same
guality as the Mega-CD?

13. Since the 32X will have
more power and oll these cus-
tom chips, will the cartridges still
require huge and costly memo-
ries to produce good gomes?
14. How does the 32X compare
to the 3DO?2

15. How many colours will the
32X be oble to show on-screen?
16. Is it worth waiting for the
‘arcade perfect’ Mortal Kombat
2 on the 32X2

17. Will the 32X work with the
Mega-PC?

18. Do you think the Mego-CD
will be left in the dark once the
32X is launched? Will lots of
games still be made for it2

19. Does the 32X take ordinary
Megadrive games?

20. It | have a Japanese
Megadrive, will | need to buy a
Japanese 32X, even though I've
had my Megadrive converted to
take British games?

21. Will Virtua Racing Deluxe on
the 32X have more than 3

tracks?

22. Is the 32X better than the
Amiga CD32¢

23. Can the 32X do the same
things as the Saturn it connect-
ed to o Megadrive and Mega-
CDe?

24. Does the 32X require o sep-
arate power supply?

STEVE:1. December 4th. 2. A
CD drive and faster process-
ing speed. 3. £170 without a
game. 4. Between £40-£60
depending on cart size. 5.
The Saturn won't be here for
ages, so I'd recommend the
32X. 6. It hasn't been decid-
ed. 7. Yes. 8. Not initially. 9.
Only MKIl and a Sonic game
of some sort have been con-
firmed from those on your
list. 10. Apparently. 11. No.
12. No. 13. nope, Star Wars
Arcade is a mere 2AMEG, for
example. 14. As good as, but
with more playable gomes.
15. 32000. 16. Yup. 17. No.
18. It won't be given a mas-
sive new lease of life, but
there are some neat games
for the two planned. 19. No.
20. No. 21. Yes, it has five.
22. Is Linford Christie faster
than Christie Brown. 23. No.

Dear Steve
| have been reading your fab

mag for some time, and | have o
few questionis to ask you.
1. While playing against Kintaro
as Sub-Zero, | did o freeze attack
and was frozen myself. Could you
g tell me what hoppened?
2. | heard from a friend if you win
4{,_ 250 games in a row, you ploy a
] game of Pong. Is this true?
3. If so, what is Pong?
4. How much will FIFA '95 cost
5. When will Rise of the Dragon for the Magndrivu#
be released? 5. Is there ’gumg to be a Streets
Jame Warren, Poole, Dorset of Rage 4
STEVE:1. US Ei;:d have :h-hnd 6. 1|»"l.l'“ll 'I:um":n an J:.F. |:‘IH‘
” fortunately. 2. A game . Russ and Ne MI:II n
H E;Pbdun Fall Of The hpu Iur. EVE:1. It so H(‘L
(the new Star Wars film) is
““scheduled for release nearer
the film’'s release date. No
details of what system or
when, though. 3. It doesnt
seem likely. 4. It's on the
cards. 5. It's stuck in ‘Import
Limbo’, and looks set to
remain so for a few months

yet.

For further info, why not con-
tact some of the UK's develop-
ment teams: Probe or Core,

me e.

RTUMPH
DOLOMITE

Dear Steve

| would be most grateful if you
could answer the following ques-
tions for me.

one, dummy. 3. Yessiree,
. - it has got far more

~ depth. 4. Wsounds

y } ) like a saved game.

r' ‘=" .. Prince Of Persiq,

s=—r— " perhaps? Perhaps the

Sefore you bought it. s

FORD CAPRI

Dear Steve

| desperately want to program my
own video games. Which com-
puter do you suggest | buy, and
which books would be the most
useful?

Michael Clarke, Melton Mowbray,
Leics

STEVE:A PC is generally
regarded as the best begin-
ner's machine as the majority
of the UK's developers use
them. For console develop-
ment, though, you'll need very

uanrﬂng equipment,
: '..,'_'ﬁ__“_“ - - y .
PR R T,

e ..-F:J..r =t

ina row, whih rnulh in

Zero getting iced! 2. Yup. 3.
Pong was one of the first ever
video games, and is a very
basic game of tennis with the
player controlling a line as
they bounce a square ball to
their opponent. 4. See the
nh-nu letter. 5. Yep, 6. Likely.

g

be out in April?

2. Other than Rebel Assault and
Star Wars Arcade, will any other
Star Wars games be released and
for which systems?

3. Will there ever be an official
release for Star Trek: TNG?

4. Will you print a Best of MMS

SRR,

art ik e
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froma great height. 2.
February. 3. Probably not, but
if Nintendo get the Ultra 64
out for that I'll be very sur-

CHRYSLER ALPINE
prised. 4 Mickey Mania —

=1 = 1
Dt._r:'.'lf Steve : there's more to it.
| have some questions to keep you on your toes

1. In the new S’rrce’rhghier movie, who plays Ryue¢

2. Is there any news of Streetfighter lli%

3. Theoretically is it possible for all the best Spectrum and
Commeodore 64 games on a Mega-CD disc? If so, will it ever
happen?

Peter H::n'.--n-rd_. Eu:.—'JEugh. Essex

STEVE:1. Some bloke called Byron Mann. 2. There are all
sorts of rumours of using MKll-style digitised fighters, but
nothing definite. 3. Not bloody likely.

VAUXHALL
VIVA PALLAS

Dear Steve Dear Steve

| am writing to ask if you know | have a few questions to tax your
how to get on the bikes in brain.

Streets of Rage lll, as there is @ 1. In Issue 22 of your magozine, |
photo of it in Issue 17. saw an ad in Megamart for o

apherd, Allestree,

Pro Fighter diskdrive for

Wegadrive. What is it?
vet he at can it do? .
Jopanese game, Bare Knuckle ‘Tgot a 14" TV for Christmas,
I, and there they are. but | can’t find the Scart socket,

what am | looking for#®
4. Will a Hi-Fi improve the quality

f Megadrive’ de
ROVE R 2 ooo ?Sucltd ;-:Es?e:wfb?n;ndﬂ:x Oxtord Fo RD co N su L
STEVE:1.1t S6URds like o

dodgy piracy device which Dear Steve
I puldn’t have been in Please, please, please ans

Dear Steve

I'm net going to go all go-ga
over your brilliant magazine
(although a little sweet-talking

]

o

e ther astions, because | mu
the answers.

never goes amiss), so please device. 3. A long rectangult 1. Are Electronic Arts releasing
answer these questions for me. port with loads of holes. 4. Road Rash III?

1. | recently went on holiday to What do you think? 2. If so, when will it be released?
Hong Kong and purchased a 3. Please could you put these
Megadrive 2. Will a IL;IFZ Game gomes in order from best to
Genie or Action Replay work on worst: Earthworm Jim, Mortal

ité " ‘E"r" Au STI " Kombat ilhﬂu er Streetfighter Il,

2. My second query is that in lost
issue you said there was
hter Il

EGRQ and Yirtua R :
Alex Hislop, Basinstoke, Hamps
TEVE:1.Yes, check news in 1

3

fo teve

is it please? you please answer these

Som Kneebone, Penzance, questions for me? was very closel
Cornwall 1. At the recent CES show, the

STEVE:1. Probably. 2. Oops, Nintendo game, Donkey Kong

according to Paul Button Country looked brilliant with

that's all lies. See last month’s amazing graphics. Is the Au STI "

tips for th heat in th Megadrive copable of hi
HIE:“:F e only cheat in the Iikﬂug:hi:iﬂ anything PRIHCESS

. When is Muscle Bomber from

Could you answer the follo

Aok questions?

the Saturn at a higher priei 1. What is the ‘mode’ button for
4 Which do you prefer out of Lion  on a six-button joypad?

King and Mickey Mania? 2. Is there any hope of the fol-
John Mornington, Walsall, W. lowing coming out?
Midlands 3. How much do you get paid?
4. Which is the best out of S5F i
STEVE:1. Nepe, but having and Earth
played Donkey Kong Country  Daryl Woollard, Worthing
ed either. EVE:1. It's there to switch

Jim drops on it

126 MM SEGA
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SHENDA* mouges — 1- o

there hasn’t been a game

released which is complicated

enough to use twelve different

buttons! 2. What following? 3.

Not 'M' 4, EWJ.

Dear Steve
| have seen Sub-Zero's costume
in an issue of Mean Machines.
Could you please tell me where |
con get hold of one?
Ryan Collins, Skipton, N. Yorks
STEVE:Yep. Go to Outworld,
turn left at Kahn's Palace and
Il see a gentleman’s tai-
. Go in, ask for the ‘Blue
ycra Special’ and he’ll take
your measurements. Actually,
| can’t believe you're sad
enough to actually want to
own one. Where are you
going to wear it exactly!
.

And once more
Q&A came to an
end and once again
the brave outro
writer sought to
convey the same
message — that
Steve will be back

D gariy 1o s O next m{:jnth Wlfh a

special Christmas
tinged edition of
Britain’s favourite
answering service.
Who knows, he may
have even more
space fo showcase a
partiicular vexing
subject. He normally
writes this bit, but
he’s at Sony right
now, see, looking at
Frankenstein. Bye!
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( FOR SALE )

WANTED TETFIIS for the
Megadrive. Good price paid.
Fhune 0427 EEE 05 evenings.
MEGADRIVE 2, 2 Control
gads Sonic 2, Flashback.
till under guarant lus five
ines and Street Fighter 2
sm: er album for just £1
Master System 2, 18 game&
all boxed, titles include Sonic,
Chaos for £220. Phone {GHEE-]
673089.
90%+ MEGADRIVE games for
sale. Mortal Kombat £30, SF2
£40, Gauntlet 4 £25, Another
World £25, Cyborg Justice £25,
Super Kick Off £20 or buy the
lot for £100 if you get there
before | sell any all Bob on
0980) 65362
EG DHWE AND 3 PADS, 1
SII ad and 1 turbo, B games -
fn +E1Eﬂ Phone {081)

MEGADHWE AND 7 GAMES,
1 control pad, games including
Batman Returns, Micke

Mouse and Sonic 1 for £120;
G.G. with 4 games plus M.S.

converter and magnifier, 2 MS
ames included £100 - good

rgam (041) 956 6053 ask for

Col
GAHE GEAR, TV TUNER,
magpnifier baﬂe ack,
adaptor, Sonic 1 onic 2
Shinobi. carry case £95. Phone
Luke after %%m dﬂdﬂf? 720621.
MEGADRI 3 games
including Another World,
Jungle Strike. Swap for Amiga
with mouse and around 20
mes. Must be around
helmsford area. If interested
phone Robin on (0245) 358404
if possible to have Monkey
Island 2.
6 GAME GEAR GAMES for
sale. Will sell for £8-£15 each.
Also 4 Master System games
for sale for £10-£16 each. All
games sold for £65 or will swap
seperately for any decent
gamas ing Paul on (0570)

AHSTFIAD 6128 games
monitor is TV. Swap for Mega
CD 1 with or without monitor.
Ask for Richard (0274) 678755.
MEGA CD AND MEGADRIVE,
19 top CD titles % Sega classics
NOT tncludedl carts, scart,
6 various llﬂ adsfstlcks (ie.
Quickshot Aviator, Intruder 3),
load of mags demo discs.
Worth £1050 accept £750 ono.

xed,
Tel Glenn gma&mmaa
MEGADRIVE FOR SALE with
10 Ig;slrnﬂess. Bubsy, James Pond
olling Thunder 2 Allan 3,
Smash TV, Sonic, WWF, Zool,
Toki, Fantasia, all for E1é5
Mint condition (0202) 514036.
SWAP JAMES BUSTER
Douglas Knockout Boxing and
Sonic. Would consider selling
[ﬂﬁ%r%ﬂsﬁ:a ted) contact Lee
GAME BOY GAMES for sale.
Centi e McDonalds and
The only £5 each.
F'hr:une \izabe th on (081) 300
0601 after 5pm
MEGA CD LUE ori
gamas £150. Night Tra
iscs) £25, Menacer £ I.':r Saga
Megﬂ dmra £95 including Sonic
nic 2, 3 control pads (2
turbo), many other games £10
each all in original boxes. Tel
(01909) 770367 after 4pm or
weekends. .
SEGA MEGA CD with 10
games including Fifa Soccer
and Silpheed for £200 no
Eﬂars, 081) 539 1183 after

m.

\ﬁHTI.IA RACING £45 almost

new. Write to Philip at Dunrozel

Cott, Farnham Lane

Haslemere, Surrey GU27 1HD.

| WILL SWAP Mega Drive

ames Another World,
ragons, Fury, J-::ae Montana 2,

Shadow of the Beast 2,

Chakan and Alisia Dragon for

Heavyweight Champions,

DI mpic Gold, Jungle Strike,
EEdtlElll 2, Kick Boxing. Just
nne Stuart on ﬂ?DB 77470

TFtEET FIG CE for
sale, perfect m;nn::llnﬂn. sellin

for £25. Call Simon on (0932

228206.

MEGA CD FOR SALE!!!

Perfect condition with Sega

classics arcade collection,

Cobra Command, Sol- Feace,

S‘:l heed and Ja uar XJ220.
Selling for £200. aII Slmnn on

GBSE 228206 after 6p

DRIVE WITH 2 mas

EES several games between

£12 and £15; swa several

in al

ames for FIFA, PGA, Sonic 3,
ool or any decent game. Tel
0203) 636397.

WILL SWAP World Cup 94
(boxed with instructions) for
Jne Montana E with instructions)
on the Game Gear. Tel Bolton
0204) 708176 between 5 and
I\Pm on weekdays and ask for
ichael.
ANY GAME FOR £20, Another
World, EA Double Header,

orld of lllusion, Road
Avenger, Bulls v Blazers.
Phone Mark (08 nl 983 3894.
GAHEGEAH WITH 13 games
including Desert Strike,
Terminator Tazrnanm R-Type
and more! ba
and multi- plavl,'er Iead wuth MS
converter included. All in
%}g I%a"wn ing ?mr uﬂiy
i Pos a ers

welcome {&g 183%5 ask for
Simon Derb Ehll‘E
| WILL SWAP the fantastic
Megadrive game Mortal
Kombat 2 for Super Street
Ei hi% 2. Phone Stuart (0708)
MEGADRIVE AND CD with 12
MD games. Sol-Feace and
Cobra Command as well, six-
button jo é:kad and others £400.
F’hﬂne 688 4624.
ATTENTION! STREET Fighter
2 SCE with box and
instructions only £25. Phone
James on (0932) 346789
MEGADRIVE AND MEGA CD
V.G.C. plus 2 joypads and
eleven top games, Ground
Zero, Sewer Shark, Lethal
Enforcers, Final Fight, XJ220,
Silpheed, Thunde awk, etc

lus four carts worth £900. Sell
or £500 ono. Phone Gary

06524) 770558.

NES WITH 3 GAMES, Super
Mario 4, Super Empire Strikes
Back and John Maddens 93, all
leads, two joypads and all
boxes. No swaps. All for £190 if
interested phone g:iﬂﬂ 950
9457 and ask for
SEGA MEGADRIVE, MEGA
CD, seventeen games,
magazines, videos, all boxed.
Includes Sony Tuner Amplifier
and speakers for total C
system.Worth over EBIJE -
accept £400. Also Sega Game
Gear and 6 games boxed, £90.
Phone {DEI‘J% 880062 - must
be collected from Dorset.
COOL SPOT FOR SALE on
the Megadrive, brand new, due
to a dupllcatecf ift. Tel Kev

0920) 87734

ICR CGSM & SILPHEED
for sale £15 each or £25 for
both, or swap both for
Thunderhawk or Batman
Returns CD also for sale. Six
button arcade power stick £20
and Castlevania £20. Phone
Chris on (0757) 210402.
MASTER SYSTEM with four
a?maa including Sonic and

c-nderbn 2, two Epads £85
Phone (0 1 87312
GAME EA WITH MAINS
and car adaptors plus six

~ Reven

ames, only six months o
hone Genﬁ after 6pm (081)
777 8719

SEGA MEGADFIWE for sale
(Scart version), runs all
software which includes
Golden Axe, Thunderforce 2,
of Shinobi, Zero
Wing, Streets of Rage
Includes one joypa am:l
Arcade Joystick. Great
condition £150 ono. Tel (0429)
881875 (Co Durham).
MEGADRIVE + 2 J YPADS +
Sonic 2 + Gods fnr sale, £75.
Ring Luke on (0273 591617.
AMSTRAD SRX2 satelluta
receiver with Videocry

Decoder in exr.:ellent cﬁndltmn
|JEI in £95 for both, will sell
rate By and offers tel

& GEAFI CARRY CASE,
h?S Dt}nvglnar éna nmEr Ert

ayer cable, a or. Fourteen

games: Cooag Mickey

Mnusaz Mortal Knmbat Micro
Machlnes etc. All boxed,
excellent condition worth £500
will accept £200 ono. Tel
g}hgﬁdr] 842351 and ask for

1
BEST GAMES BEST PRICES,
Street Fighter 2 SCE £40 ono.
Eternal Champions ESS ono.
Hauntinﬁ £25 ono. PitF ghter
£10. Call Phil on (081) 220

6401,

ATTENTION GAMES for sale,

Eternal Cham %uns EB{I Bubsy

£20, Another

Revengé of Shinobi £1 5 all UK
ames, buyer must collect.

ind (0272) 245714 and ask
for Saul.

MEGADRIVE 2, two controllers
and Sonic 2, £80, Flashback
£35, Desert Strike £25, Street
Fighter 2 SCE £40, M

Games 1 £20. If intere ed
write to Philip Hough c/o 4
Daulish Ave, Cheadle Hulme,
Cheshire SK8 6JF.

GAMEBOY + 13 GAMES.
Rechargable Battery Pack. All
for only £75 bargaln Tel (0462)
814078. HURRY!

MEGADRIVE GAMES

excellent condition, all boxed,
all instructions. Ring for titles
and prices. Mean Machines
magazines also. Eastbourne

0323) 505428,

0 MASTER SYSTEM GAMES
sale £10 to £15 including Alien
3 and Global Gladiators, phone
Simon on (0767) 692906.
MEGA CD 1 FOR SALE,boxed
with instructions cos its on its
own - £175 ono. Call Matthew
on (0604) 414908.

Pro 1




Got something to sell? Or want to swap
games? Do you want something. or do
you have a special message? Perhaps
you just want a pen pal? Well, whatever
you want, the MEAN MACHINES Megama
is the place for you.

For just £1 you can have your
advertisement containing up
Or if you're feeling rich an
it up in the dictionary)..
(count ‘em) words!!

So what are you Fi e

squares below with n
an envelope alo

postal order b

MACHINES an :

MEAN MACHI E

| W

PLEASE REMEMBER THAT
IN MEGAMART IS AT YOUR OWN

MEAN MACHI
30-32 FARRI
AU,
Hi
rs
it n
a
n in

| WA
DEN
FILL IN THE TOP BOX FOR £1 (20
PLEASE NOTE: ONLY ONE
THEN FILL IN YOUR MESSAGE, USE

IAME

DDRESS

POSTCODE

[EL 00,




NEXT MONTH
EXCLUSIVE - A GAME YOU'LL LOVE!*

MEAN MACHINES SEGA presents another first, the Next Month board game.
It’s all about getting exclusives and being the best — our forté, natch.

EA game Bumper
| 132 page
Issue
Take 2 copy
cards.

Saturn
exclusive
Toke 1 copy
card.

KONAME SONY SEGA
S 2k '--L‘H__:.'E-_.,__. i
o | ‘ ‘ '

Free ACCLAIM VIRGIN EA
paperback

Take 1
copy card.

Working EXCLUSIVES When you land on a company square with an exclusive up for grabs, Roll

a die. If you roll 4,5 or 6, you get the exclusive. If you get a 6 you get a copy cord too.

STEAL If you land on o steal square, pick one of your opponents with an exclusive an
both roll the dice. If you roll higher, you nick his exclusive.

weekends
Take two
more Turns.

Your mags Sell out Take Best-Selling
mell of poc a player’s Sega mag
opy exclusive for take 4 copy

2 copy cards. cards.

HOW TO PLAY (UP TO 4 PLAYERS): Each player starts on COPY CARDS: Each represents 10,000 readers of your maga-

an ‘exclusive’ square with 50,000 copies (five copy cards). zine. If you have enough, trade 50,000 for any untaken exclu-
The aim is to get four exclusives to win the game. Each player sive. Also, if you're a bit short, trade an exclusive for 50,000
rolls a die in turns and moves clockwise obeying the instruc- readers.

tions on the squares. When you get an exclusive, place one of  YOU WILL NEED A dice. Counters for each player and four
your markers on that company’s slot. If you lose all your copy markers for exclusives.

cards, you are out of the game. Lots of copy cards representing readers.

*Exclusives is a jape, and bears no relationship to the real practice of publishing.

A taste of the turbulent world of publishing. We’re back next month with Eye of the
Beholder, Doom, Virtua Deluxe, Bloodshot, Flintstones, Lemmings 2, Novastorm, Another
World 2, Headdy tips and much more..

STREET DATE: NOVEMBER 30TH
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