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ﬁ ASSAULT CITY - Plenty of

droid deconstruction in this
manic shoot 'em up!

‘I ﬂ RC GRAND PRIX - Remote
control racing for small-scale
speed demons!

24 SLAP SHOOT - Hit the ice

with this belter of a sports sim!  Assauit City - R2D2 beware!

PastT MAaSsSTERS

ALIEN SYNDROME - Is this aged coin-op conversion
all its cracked up to be?

SPACE HARRIER — Check out the Master System ver-
sion of the classic Sega shoot 'em up.

POWER STRIKE — Heart-stopping blastin' action all
the way and — waddya mean you never heard of it?
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REGULARS

WHAT'S HAPPENIN' — News, bits 'n' pieces,
odds 'n' sods, you name it, it's here. Anything
even vaguely Sega-ish gets a look in!

SCRIBBLINGS — Special double-sized letters
page this month, with more words than you can
fit into a medium-sized box marked ‘Words'.

SEGA CLUB - These fine, hand-crafted pages

] 4 are specially designed to give maximum enjoy-
ment only to club members. If you don't join,
you ain't 'in'!

22 SMALL ADS - The'yre small-sized and ad-
shaped. What more can we say? Except check
‘em out!

SUBSCRIPTION OFFER/BACK ISSUES -
34 And not a single Skoda in sight.

SPECIALS

COMPETITION — Wanna pair of 3D glasses and a 3D
game to go with it? Well, what are ya' reading this for?

MADE IN ENGLAND - S visits US Gold in Brum, for the
low-down on the carts which are all set to take these shores
by storm!

LINE OF FIRE — Hit or miss? Tony T goes AWOL over
Sega's latest coin-op extravaganza.

Get into Sega's Line Of Fire!

GameEPLAY

A LITTLE BIT OF SLY HELP — Meet

2 5 Sylvester, a devious reptile with a cheat streak.
If you like to win, but can't fight clean, you've
come to the right place!

SLY HIGH SCORES —

What's the point of getting a great score if you
can't gloat about it? This is where the heroes
divulge their high score secrets!




INFO

MID-AIR SHOOT-OUT OVER
THE ATLANTIC!

Following the first two semi
finals which took place on
the 17th and 18th of
February, we now have the
names of two of the finalists.
The winner of the
Birmingham venue is David
Hammond from West
Bromwich in the West
Midlands; and the survivor
of the Swindon meeting, is
Paul Fawson of Camberley
in Surrey. Congratulations
guys — you lucky devils!

And just why are they so
lucky? Well as the National
Sega Challenge draws to its
thrilling climax, S can
exclusively reveal the setting
for the final (cue drum-
roll...). In a fine example of
investigative journalism, our
esteemed editor —
whassisname — called Philip
Ley, some geezer at Virgin
Mastertronic. The following
text is an accurate transcript
of their conversion...

SJ: Oy, Phil.

(Sounds of groaning in the
background)

PL: It's you again. What do
you want now?

- SJ: What's happening about
the final of this Sega shoot-
out thingy.

PL: The National Sega
Challenge?
SJ: Yeah, thassit.
PL: Well, on Friday 9th
March, the four finalists are
to be taken to Gatwick
airport where they may, or
may not, be met by His
Royal Highness Richard
Branson. From there they
will be shown around a
Virgin Atlantic 747, before
going on board for take off.
Once they 've reached
cruising altitude, the four

kiddies will then be invited to
the first class lounge to play
out the final in front of
cameras for a future edition
of Motormouth.

By the time they get to
New York there will be an
overall winner, who is to
receive one of the very first
official PAL Mega Drives"
when they are unleashed
later this year.

The four finalists will then
be shown around the Big
Apple, wined, dined and
taken to a ball game of
some description, before
being hussled back on
board a jet on the evening of
the 12th for the flight home.
(Brief Pause)

SJ: You WHAT!! You're
taking the brat — er — kids to
New York!?

PL: Yes.

SJ: New York, New York?
PL: Yes.

SJ: In America?

PL: Yes.

SJ: Er... don't you think it
would be a good idea if this
were covered in, like, detalil,
you know, like by a
journalist? Eh?

PL: Yes.
SJ: Who?
PL: Well not you, that's for
sure.
SJ: Oh, go on.
PL: No.
(Another pause)
SJ: You going?
PL: Might be.
SJ: You are, aren't you! You
— CLICK = Brrrrrrrrrrrrrrr...
At this point the line
inexplicably went dead.
Further attempts to reach Mr
Ley were met with a
recorded message saying
that Virgin Mastertronic had
suddenly moved to new
premises, and everyone had
gone home anyway.

So there you have it. Bet
you wish you'd entered now.

‘'Paul Fawson deep in
concentration!

David Hammond in the thick of the action.

'EDITOR'S WIBBLE

. Hello, and welcome to S (if you are a regular reader

. then you may as well skip this bit; however, if you

. have just bought this issue from a newsagent and

. are thinking, 'Wow, what a fab mag — where the hell

. has this come from?' then read on...).

. Sis THE magazine dedicated to dedicated Sega
gamers. Packed with news, views, previews, blah,

. waffle, you know the score. Any road up, if you own

' a Sega Master System or are thinking about buying a

- Mega Drive later this year, then this is the mag for
you.

| In case you're thinking, 'What's happened to the

i first four issues?’, S was launched in September of
last year and has since grown in readership to the
point where we decided to put it on national news

. stand sale. And that's probably where you - like a lot

. of people - found this copy.

S is without doubt the best Sega magazine, like,

ever. And it’s the first dedicated console magazine in
Britain. Cor. it may be small, but it's perfectly formed.

A Anywa?/, welcom:i and hello. ; o éy
NOW THERE'S A FUNNY THING No. 1

Emma Robertson of Strathclyde has found a teensy
buggette in Alex Kidd: High Tech World. If you leave James’
room on the fourth floor next to the library, turn left, walk past
two wall panels and and push up, Alex discovers an invisible
phone. There’s nothing there, but you're prompted for a
number and when he turns round, Alex is holding a phone!

When you've finished making a call as normal, Alex puts
the phone back, walks away and there'’s still nothing there.
Odd innit?

If you've found any unusual 'features’ of Sega games
send 'em in, marked 'Now There's A Funny Thing'.

GRID GAME

For no adequately explained
reason, we've concocted a
wordsearch to keep you
occupied for a few minutes.
There's no prizes for this
one — it's strictly for fun.

All you have to do is find
the 15 Sega game titles
which are hidden in the grid.
Names run vertically,
horizontally and diagonally,
backwards and forwards,
upside down, in special
alpha-numeric code and
also in Polish.
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STOP PRESS! SEGA HANDHELD

Rumours of the eight-bit handheld Sega (revealed in S4)
seem to be accurate, bang on, totally straight and
completely true, exclusively revealed to S by sources in

the States.

Since the Master System isn't too hot in Japan any
more, the console — codenamed the Micro Drive — is
being developed by Sega of America. The unit's design
is based loosely on that of the Mega Drive joystick (ie
weird) and boasts a 2.5 inch colour screen in its centre
with a.joypad on the left and two fire buttons on the right.
The funny thing is that the unit has been designed to
accept the standard Sega cards (you remember — the

things that were
phased out not
so long ago!).

The good
news is that (for
once) us Brits
will get the
teensy gadget
almost as soon
as it appears in
America... more
hot news in the
next issue!

$ CHEESE OF THE MONTH

Instead of filling your heads
with inane drivel about
computer games every
month, our agricultural
correspondent has decided
to inform you about the
wider — and more interesting
— world of dairy produce.
This month's selection
form the growing ranks of
over-mature milk-based

HELP!

In a vain attempt to stop you
lot from calling the office and
interrupting us from working
(well, playing games,
sleeping, playing games,
drinking coffee or playing
games) we are proud to
announce the S Helpline! Ta-
daa!

If you’re having trouble
with a specific game and
want some help, or fancy
divulging your latest playing
tips, call 0235 510135 and
speak to our man Tim Roach
(you can call him Tim). The
helpline is open from
10.00am until 7.00pm from
Monday to Saturday, and is
waiting for your call...

JH Video

26 Alfred’s Way
Batley

W Yorkshire

Cleckheaton Motor
Co.

Bradford Road
Cleckheaton

W Yorkshire

Enterprise Video
Shambles Street

RCA RENTAL OUTLETS

Following the news that RCA rental outlets are hiring
out Sega Master Systems and games, lots of people
have been writing in to ask where their nearest RCA
rental store is. Well, at vast personal expense, S has
cobbled — um — produced a list of the participating
outlets, so that you can nip down your local and rent
some games. S — the mag that cares!

Barnsley
S Yorkshire
Bury
Picture Video
9 Lawnswood Road Video Video
Groby Liverpool Road
Leicester Warrington
JC Video Visions Video
291 Aikman Avenue Stockton Heath
Leicester Road
Stockton Heath
Andy Kims Video Warrington
11 Warden's Walk
Leicester Take 2 Video
High Street
March Video Standish
Nene Parade Wigan
March
Cambs Westside Video
Manchester Road
Westside Video Heywood
317 West Street
Crewe Shaw Video
Cheshire Market Street
Shaw
Channel 40
112 Witton Street PC Home
Northwich Entertainments
Cheshire 21 Hennel Lane
Preston
Arrow Video Lancs
26 Hewell Road
Batchley Butterstile Video
Redditch Shopping Precinct
Royton
comestibles is the Cavendish Video Oldham
Leicestershire Blue — a 28 SO0 i
! ; Cavendish Saint Video
heavily fragrant and bitter- Derby 12 St. David's Road

tasting delicacy from
somewhere around the East

Jack Beanstalk
Wilmslow Road

St. Annes
Lytham St. Annes

Midlands. Leicester, Cheadle Global Video
probably. Cheshire glhurkch Sltreet
e ackpoo
Made by injecting .the Video Mart i
larvae of the guttersnipe 100 Mosspage Road
sewer insect deep into the Havion Zodiac Video
¢ Liverpool 22A Flowergate
freshly made curd liquor, the Whitby
larvae begin to digest the Ace Video N Yorkshire
sour milk, excreting a sort of | Penketh Road
S Great Sankey Video World
blue sticky mucus... (erk) ... Warrington 2 Market Place
and slowly dissolving — ulp — i Bedlington
1 ear
excuse me a minute... o s i RbrinumEeniand
Helmshore Vidman

The Forge
Loftus
Cleveland

K & S Longmire
17 Main Street
Shildon

County Durham

Take Two Video
8 Irvine Road
Crosshouse
Kilmarnock

Videoland
113 Graham Street
Airdrie

Top Video Vision
52 Main Street
Uddingston

Armchair Video

13 Queen's Terrace
Tourhill Road
Kilmarnock

Video Review
111 North Street
Bo'ness

Dale View Video
139 West Main
Street
Armadale

Derek’s Family
Video

483 Gt. Northern
Road

Aberdeen

ESC Video

24 South College
Street

Elgin

Motac
9 Glasgow Road
Stirling

Roxy Video
7 John Street
Gourock

Terris Computer &
Video

22 Station Square
Petts Wood
Kent

Hamble Wilkes Ltd
26 Gates Green
Road

West Wickham
Kent

Top Title

240/242 High Street
Uckfield

West Sussex

Video Legend
Office Suite 11
Village Hall
The Square
Forest Row
Sussex

MGS Video

95 Kingston Road
New Malden
Surrey

Wunday Video

5 Knebworth Gate
Giffard Park
Milton Keynes

Steam Video
196 Fernbank Road
North Ascot

Film Fun

18A Church Street
Dunstable

Beds

BRW Video
387/389 Gloucester
Road

Horfield

Bristol

WT Hopkins

1 Wyvern Avenue
Sandfield

Port Talbot

Atlantic Video

15 Thompson Street
Barry

South Glamorgan

South Essex Video
556 Barkins Road
Plastow

London

M & G Home Video
83 High Street
Great Wakering
Essex

Flickers Video
33 High Street
Old Harlow
Essex

EM Video

7-9 Upper Stone
Street
Maidstone

Kent

Barming Video
6 Marlborough
Parade
Beverley Road
Barming

Kent

Astra Video

36 Mill Street
Tonyrefail

Mid Glamorgan

Central Video
93A High Street
Rhymey

Gwent

Laleston Video
Shop 1
Heolirelales
Laleston

Nr Bridgend
Mid Glamorgan

Washbourne Video
Mamor Garage
Rogiet

Gwent

Talkies Video

51/53 Windsor Road
Neath

West Glamorgan

EE & JM Roberts
4/5 Twydall green
Gillingham

Kent

Imagefree

Video

2/4 Unit 3 Station
Road

Rainham

Kent

Sound & Motion
63 Brewer Street
Maidstone

Kent

conMulirlc

Go and read the rest of the magazine and then come back.
OK? Right, now that you've had a good ook at issue 5,
you'll no doubt be be wondering what to expect from the next

issue. Well, on the games front we have two extremely
promising titles in the shape of Sega's Battle Out Run {Turbo
Out Run perhaps?) and World Games from Epyx.

Tipsters everywhere can look forward to another large
helping of 8ly's game-busting cheats, maps and tips. Look
out for complete players' guides to the more adventury-type
games Spelicaster and Lord Of The Sword

Following our trip to US Gold to see the latest British-
made games, we'll be paying a visit to Tiertex in Manchester
for an exclusive preview of Indiana Jones and Paperboy,
plus piccies of the first French Sega game Fire And Forget Il.

And that's not all — we also have the low-down on all the

=6)C)) |

Sega joysticks we could get out paws on, mekzding hardware
from third party manufacturers. If you're thinking about buying:
a new joystick, don't spend any money until yw‘ve cast W
peepers over S6! .
We'll be finishing off wézh the normaii@ﬁers ‘news, ©
competition {ooh!), Past Master reviews and aﬁy%tﬁng m
we can think of in 30 Qay;s See yathen@




AssauLr C

GA@EST

Try your gun hand against some revolting robots!

ver had the sneaking
feeling that machines
might one day take over?
Well that time may be
closer than you think:
sometime toward the end
of the 21st century, robots
have become an indispensible part
of everyday life. They do the
housework, they wash the car, they
do up your shoelaces, they even go
to the toilet for you.

All these robots are being
produced in one mega factory,

controlled by an intelligent control
system. Now machines are fine —
until they go wrong. And this control
system has gone completely
hatstand. Deciding that the human
race has had it far too easy for far
too long, it orders every robot to
take up arms against their pink,
fleshy masters and annihilate them.
Well, the humans are a bit miffed
by this and decide to re-revolt
against the revolting robots. Good
idea — apart from the fact that
following the global war of '22 no-

specific way:

1 Fire Boys - Two tripod
robots; shoot the spinning
gun turrets when they stop
moving.

2 Big Face - Large floating
head; keep hitting his left
ear thing.

3 Pure Eyes — Rotating
large and small metal
eyeballs; blast them as the
lids open.

4 Missile Fortress — Shoot
the cannon defences when
their protective shutters
open.

5 Rocket Launcher — Blast
its centre continuously.

6 Cyborg Lady — The final
enemy; shoot her when
she stands upright.

BOSS ROBOTS

At the end of each section, you'll come across Boss robots who are
quite keen on turning Joe into pink blancmange. These mechanical
monsters have their weak spots, and have to be dealt with in a

Either you've just told Big Face a really
dirty joke - or he's about to blow up!

The three-legged Fire Boys look real mean but are a doddle to defeat!

one has owned or touched a gun in
years. War robots handle all the
military affairs (why get shot at when
you can get your robots to shoot at
the enemies robots?), and all the
military bases and weapons are
under robot control. Things are
looking pretty grim for Mankind...

HERD JOE

Following a reconnaissance mission
to an enemy-controlled scrapyard,
Joe, a member of the human
resistance force, is handed a gun by
a seriously wounded man. Now
thicko Joe has a good look at this.
Not having a clue as to what it is, he
sniffs it, tries to eat it, attempts to
wear it as a hat, and then finally
decides to pull this trigger thingy
underneath. BLAMMO! 'Well,
blimey!" thinks Joe, noticing the
sudden appearance of a 12-foot
diameter hole in a nearby wall. 'This
might just be the thing to save our
jolly old skins!".

Just as Joe is about to thank the
chap who gave it to him, a stray
robot bullet narrowly misses the
man's head — and hits him smack in
the chest. 'Heck!" cries Joe. 'Now I'll
never know where this... (er, what
did they use to call them)... 'gub'
came from!' So, furrow-browed, he
heads back to the resistance
headquarters to ponder on his new-
found weapon, and find out who the

PRICE
PLAYERS
CONTROL

£TBA

now-deceased blokey was.

And this is where you come in:
taking control of Joe's gunsight you
have to blast all the attacking robots
as Joe attempts to makes his
escape from the scrapyard. A
landscape filled with the rusted
corpses of machines scrolls past,
and robots of different shapes and
sizes appear from all four sides, with
lasers a-laserin'.

As the battle progresses, any un-
blasted droids launch a hail of fire at
you. Since they don't ever miss, it's
best to whack 'em out ASAP! Every
hit sustained reduces Joe's
lifemeter, and if you're rubbish
enough to miss all the robots, they
soon reduce the lifemeter to zero
and Joe croaks (lucky for you
there's a continue option).

During the battle, a pair of small
drones float across the screen, the
first of which carries red power-up

Watch out for the big, headless robot who pops up during the second scene.



modules for the gun or yellow improves your robot-dismantling
modules for extra life energy. You capabilities. The second drone is full
have to shoot the drone to reveal of high explosive, and if you

the special modules, and hit each accidentally hit it, Joe's lifemeter is
module to collect them. Each red cranked down another couple of
module increases the heat level of notches, and the gun loses some of
Joe's blaster (as shown by the its power (so don't!).

meter at top right) which effectively In the unlikely event that you

SHOOTING TRAINING

Before the slaughter gets underway, you are invited to complete a training
exercise to test your reactions and accuracy. A panel of 35 squares
appears, each of which can spin round to show a picture on the flipside. If
it shows a human face, leave it; if it's a robot — blast him!

You have 20 bullets to get as many robot hits as possible, and the more
hits you get, the higher the difficulty level when you start the mission (in
that case it's better to miss everything — the game will be easier then!).

X b 04 51 AN B

Having just blasted the first drone, a red power-up pod flies out!

7

actually reach the end of the RN

scrapyard in one piece, you then

have to contend with the inevitable n ATINGS
end-of-level Boss robot before
moving on. Joe's mission continues
in this way through six different

scenes as he attempts to find out ‘ O
about the gun and it's deceased A — — -

owner (and destroy zillions of robots ssNI .I.VH
in the process!). .
VERDICT

This is like a cross between Dead
Angle and Wanted — a sort of
'Operation Robot' — so you know
exactly what to expect
gameplaywise: shooting, and lots of
it. Assault City would have made a
fairly decent Light Phaser game
(and why couldn't Sega give you an
option to choose which control
method you like?), but thankfully,
the joystick control is fast and
responsive, and you don't need
pinpoint accuracy to turn those
mechanoids into so much Skoda
fodder.

The visuals have had a good
dose of the smarts, with some
detailed backdrops and nicely
executed robots. Purple androids
come jogging on screen, a war-droid
scoots on followed by a trail of
smoke, some of the hovering robots
cleverly unfold before giving you a
taste of laser, and occasionally a
huge robot pops up from below
screen to take pot shots at you! The
end-of-level bosses are also varied
and nicely drawn — especially the
floating head at the end of level two,
which is a real spook!

The soundtrack really suits the
manic blasting action, with
screeches, explosions, gunfire, and
alarms all pounding away on top of
the music.

As you liberally pepper the
screen with gunfire, the scenery
gradually fills up with bullet holes,
broken windows and smashed
glassware. Later on the scenery
fires back, though, so watch out! In
between levels, the continuing story
of Joe is narrated with text and
some typically Japanese animated
cartoon-style graphics, which adds
an extra slice of interest to the
proceedings.

Assault City is a fun blast, but
while it's pushing your reflexes, the
old grey cells will be off relaxing on
holiday. Recommended for high-
powered combat freaks only! '

(Helpful Hint no. 27: If you have
the rapid-fire unit, you can make
mincemeat of the mechanical
marauders without even breaking
into a sweat!)

suEncs
A




t's the year 2089. Space
has stopped being that big,
dark place filled with
twinkling little stars and
gooey-eyed aliens who
want to phone home. No-
way José. Not only has the
phone been cut off, but home has
also been invaded by a bunch of
blobsome aliens with bad attitudes.

Known as the Alien Syndrome
(with the emphasis on sin) these
creatures pop up all over the place,
with serious intent to kill, murder and
generally cause a nuisance to
Earthlings. And just as a side-point,
they also have ships powerful
enough to destroy planets. You get
the general idea.

Someone has to stop them. The
first plan of action by the authorities
was to send in a crack battalion of
Earth Command Troopers to attack
the alien fleet. Erm... maybe that
wasn't such a good move as they all
got captured (perhaps they didn't
mean 'crack’ after all).

The next plan is to ask for
volunteers — and you can guess who
the brave, righteous and all around
meanest of the mean volunteers
are. Yup, it's Mary and Ricky, alias
you and a mate. Your mission:
board seven alien ships, move
around each maze-like interior, try to
rescue the troopers without getting
lost, and get out alive. Oh, and the
tricky little aliens have also set a
time-bomb to blow the ship into very

PRICE  £24.95
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SYNDROME

'Huh! Call youself a crack commando" Couldn't even cope with a few allens"

small pieces after 300 seconds. Well
it would have been too easy
otherwise wouldn't it?.

The problem with the bad-guys is
that they don't just come at you —
they appear out of nowhere, baring
their gruesome gnashers and
inflicting quite unsportsthing-like
damage. This is strictly a zap-zone
with no holds barred, no quarter
given and no running away hoping
that they won't see you, 'cos they
will. Get the picture space cadets?

Each room also comes
equipped with green Defenders.
These are tricky chaps who look like
floor-tiles. Although they stay put, if
you get too close they'll blat you, so
beware. If you hit them they'll go to

sleep for a while, but not for too long
so be-double-ware.

And as if things weren't going
badly enough, in a surge of
adrenalin-induced heroism you
decided to board the alien craft with
only a short range combat rifle. Now
how are you going to battle the
forces of evil with only a pathetic
pop-gun for company? Well,
embedded in the walls are various
signs such as FE, L, W and N. If you
walk up to the wall and collect the
symbol, you'll gain enough power to
make ETburgers of the toughest
xenomorph (but a helpful hint...
DON'T TOUCH THE N's!

Just to make your day complete,
each level ends with a slimy Boss.

These fellas think that they own the
place and need a lot of convincing
otherwise. Keep floating about,
shoot various parts of their
anatomies and you'll either be cool —
or stone cold...

VERDICT

This is as straightforward as a very
straightforward game. You shoot
them or they shoot, stomp or fry
you. There are no tricks or cunning
ruses here — just action. The
Defenders are tricky only if you're
stupid enough to tread on them,
otherwise they're more of an
irritation than a threat. As for the
numerous other blobs, skinks and
fighting entities, well, a good hint
here is to... er... kill them. The end of
level bosses are only a pain if you
haven't come properly armed.

What comes as a real blow is the
fact that there are no passwords to
get you from level to level — every
time you blow it (and with a paltry
three lives this is certainly a
possibility) it's back to the
beginsment and staaaart blasting.
This a definite dampener on the
addictiveness front.

And as for the idea that Alien
Syndrome is a two-player game
(good old Micky and Rary) — don't
be fooled, it isn't: you have alternate
turns at this one.

If you can put up with these
quibbles, it should keep your fire-
button finger in practice — but don't
expect coin-op thrills from this one.

e
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Ricky runs into trouble with the
exit-guarding blue meanies.




ar away, there was a
special land. Where
peaceful dragons lived
peaceful lives. Yeah ...
and ... like, so what?
When does the blapping
start?

Well, these peaceful dragons
were attacked by some completely
treacherous, vile, nefarious beings.
The nice old dragons couldn't look
after themselves, though, and
decided that you — the Space
Harrier — should be hired to wipe the
scum from the streets.

As you would expect you're
supposed to be a truly heavy
warrior, versed in all things warlike.
If you've seen the arcade version
you'll know exactly how you should
behave. If, on the other hand,
you've been staying at home with
your beloved Sega, you'll be dying
to know more.

Well, for a start off, you can fly.
From a brisk trot you launch yourself
into the sky as the chess-board
ground streaks past beneath. That's
the easy part. Now you have to beat
the heck out of anything and anyone
who dares block your flight-path. At
least that's the theory; in practice
the going is a little tougher than the
dream.

The first stage is fairly quiet —
there's only about a million
hooligans gunning for you. They
come in all the nightmare forms you
could imagine — except kipper

PRICE  £24.95
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Space Harrier - meet Ida, and his mates, Ida, lda, Ida, ida, and... er... ida.

yoghurt cartons. They fly at you in
formation or just hang around
waiting for you. What is even more
upsetting for an ecologically
sensitive Space Harrier is the fact
that the bushes trip you up and
trees smack you right in the mush if
you don't watch out.

Happily, though, anything you hit
scores points — and there are plenty
of 'things' as well. From here on in
you can count on quadrillions of
enraged, testy extraterrestrials
chucking themselves at you. Chaps
like big old stone-face Ida love to
head-butt Space Harriers, while
those Matsutake (pronounced 'Oh-
no-there-they-are-again')
mushrooms just laze around and get
in the way.

So, there you are: brave and
competent, faced with airborne
rocks, Skeggs, a geezer called Dom
the intelligent (but psychotic) robot
and all manner of other beasties.
The way they are created on screen
is visually quite, how do you say?
throbsome. Each explosion,
creature, tree and
flying head is a single
shape. This means
that they can move
with some stunning
speed and precision.
That goes double for
the end-of-level
Bosses who like
nothing better than to
turn you into charcoal
blocks. If you manage

to get to the bonus stages, however,
there's a free ride back with the
brave dragon Euria.

And the end? Well, it's only 18
levels away with no passcode and
an extra life only after every
5,000,000 points. Easy.

VERDICT

As an arcade conversion, Space
Harrier works a treat. Not only is it
fast and furious (would someone
please come up with some other
words!) but there is an element of
skill involved too. The head-on
visuals are a bit confusing until you
get acclimatised, but then that's half
the battle. Although it 's reminiscent
of After Burner (or maybe that
should be the other way around?) it
has a style and charm all of its own.

You're never given much
breathing space, because both floor
and sky are packed with enemies
and the action is quite relentless.
There's not even time for a cup of
Space Horlicks.

As for sound, it's fairly pleasant
with some hero-inspiring tunes, a
few kicking explosions but the most
amusing sound of all is that which
you make on getting whupped for
the third-hundred-and-twoty-seventh
time... when someone seems to call
'Fault!" a-la Wimbledon. Most
sporting but there's no calling,
MacEnroe style 'The life was good
goddammit, the laser was in!". All-
in-all, Space Harrier is a goodie —
fun and really testing.

The Tomos devices start blasting in a big way!




ver been in the situation
where you fancied
owning a radio-controlled
racing car but really
couldn't be bothered to
stand outside in the wind
and the rain while some
stupid little buggy whizzes around in
circles and then stops for no
apparent reason so you have to go
13 miles up to the shop just to get a
single scroggit nut which costs £25
and then you come all the way back
and it's the wrong size, and so you
go back again and the shop's shut,
so you just sling the car into the
cupboard and watch TV instead?
Well, now you can go RC racing
simply by slapping this cart in the
old black box (and switching on, of
course). This game from American
programmers Absolute
Entertainment features some ultra-
high-speed multi-directional
scrolling, as the four competing cars
speed around a twisting dirt track
cut into a grassy field. The scenery
moves around to keep your car in
the middle of the screen, as you
attempt to stay in front of the
competition and on the track.

GRID START

Before starting the contest you have
to enter the number of players and
their names; then it's onto the first
race. Although the game accepts up
to four players only one car can be
controlled at a time (how could you
keep track of the other car if it went
off-screen?), so each player takes it
in turns to race against three

GA

computer-driven cars.

A plan view of the whole field
then appears, with the current
course shown by a pulsing white
line. Press the button, and you're
transported to the starting grid...

Your buggy is controlled by
pressing button 1 to accelerate, and
pushing left and right on the joystick
to steer. And... er... that's about it,
really. Your motor is kept on the
track by a slight grass kerb: if you
clip it on the straight your car just
bounces off, but if you hit it face on

led car racin
-at-home types!

EST

(like on a bend) your car is brought
to an abrupt standstill. You can
sometimes get nudged off the track
by the maniac opposition, at which
point your car just grinds to a halt
(RC cars don't run well on grass!)
and you waste precious seconds
plodding through the undergrowth
and back onto the track.

As you speed around the course
you are warned about the direction
of approaching bends by arrows
along the side of the track, and a
‘dee-dum' alarm sound to signal that

Notice the sleek lines and smart
styling of the red car. Notice how
it's in flippin' last place. Again...

unless some drastic manoeuvre is
undertaken (like braking or steering)
you're about to crash straight into
the grass verge.

And so it continues until the
allotted laps have been completed.
Depending upon your final position
and the time taken to complete the
course, you are awarded prize
money which can then be used to
customise and up-rate your vehicle's
performance in the store. Once all
the players have made their
selection, it's back on to the starting
grid for the next race.

After the end of each race you get
to spend some of your hard-won
doshola in the store, where you
can improve your buggy with up-
rated motors, tyres, suspension,
gears and batteries. Pushing the

item sliding into view and the cash
register displays the cost. Push up
on the joystick and you are given a
list of the items already installed on
your car, and the amount of
spending money you have.

In the multiple player game, the
player who did worst enters the
store first (as long as they have
enough money to do so), and can
take the pick of the equipment on
offer. There's only one item
available from each category (one
High Torque Motor, one set of Ultra
Tyres, and so on) so the later
players have to fight over the stuff

joystick to left and right brings each -

~ GO FASTER STRIPES AND SOME FURRY DICE

that's left.

As you become familiar with the
different courses, you'll soon get to
know which equipment is best
suited to the race coming up: if it
has plenty of straights, go for a
better motor, while a twisty road

e SO

Now, would you buy used hlgh-sﬁood gears from this man?

will require improved suspension
or tyres, and so on.

With so many high-powered
modifications, you'll also find it
useful to get stronger batteries, so
that you motor doesn't conk out
during the longer races!
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Half-way through the ten-race
meeting, there's a break in the
proceedings for a little drag racing
(multiple players only). Each player
takes it in turns to burn along a
straight strip of road, and it's a
straightforward test of who has the
faster car (it's best to make sure
you've bought an uprated engine by
this point!) Of course, you could
always try some dirty tricks like
running the other guy off the road...
Once everyone has raced everyone
else, the prize money is distributed
and the race meeting continues.

After the tenth race has finished,
the final standings are presented in
order of total money won and the
game ends.

VERDICT

Visually, RCGPis a real stunner: the
motion of the track is quite amazing,
with slick and incredibly fast full-
screen multi-directional scrolling
over a huge area. But — and its a big
‘'un — the game is... well... dull. As a
one-player game it's a bummer:
Once you've completed all ten
tracks and won the contest (which
you can do in the first few sittings)
the game holds zero lasting appeal.

Driving against the computer-
controlled cars is pretty boring,
because they all bunch up together.
If you speed up, they speed up, and
if you slow down, they start hitting
the bends and sit around waiting for
you to run straight into them! It's
also frustrating because they're able
to take right-angle turns with
inhuman precision, while you just go
screaming into the grass verge!

They are also able to bump you
all over the road, but when you try it
on them, you just get knocked out of
the way. Aaaargh!

The addition of equipment-
buying only serves to complicate
matters. In a one-player game the
opposing cars always seem to buy
the same kit as you, so as you get
faster (and less controllable) they're
all belting round like a suped-up
Alain Prost. And it seems doubly
pointless when you can easily win
all the one-player races without

PLAYER 1

FIRST PLACE
PRIZE: $100

$AUR FINET" 8:98

TIME BONUS: 391
WINNINGS : $191
TOTAL WINNINGS:

S191

After every race each player gets
the low-down on his performance.

GA EST

adding as much as a pair of furry
dice to your vee-hickle.

Definitely the major enjoyment is
to be had with a multi-player game,
but even then the fun only lasts for a
couple of games. The omission of
any direct head-to-head competition
means that the game lacks that vital
competitive spark. With only ten
courses (which all look the same),
no on-road hazards (what about
some discarded Coke cans to drive
round, or a couple of jumps?) and a
fairly useless customising facility,
interest just nosedives.

Even the final standings are
presented in a really dull way: the
names slowly appear in reverse
order against a black background,
and then the 'Game Over' sign
appears. And that's it — no fanfare,
no champagne, no girlie-kissing.
Zilch. What a let down...

Technically, RC Grand Prix is in
the Porsche league, but as far as
gameplay goes we're talking Skoda
with a dodgy carburetor. You'd be
better off saving the dosh and
buying yourself one of the cheaper
radio-controlled buggies!

Aaaaaand they're off! Inm-eediately the red car zooms straight into last

place. What a dis-aastrous start for the red team. James? Well they've obvi-

Aaaaaaand as they bunch togelher at hrst cor-ner, there's another up-set -

the purple car has complee-tiey vanished! James? Well, it's possible that th-

Aaaaaaaand at the first right-hand-der the purple car is back in the race! But
the two lea-ders seem to have hit the bend a bit sharpish. James? Well, if |-
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Got something to say? Write to:
SCRIBBLINGS, S, Beauford Court,

30 Monmouth Street, Bath, Avon BA1 2AP.

THE PRICE IS WHAT?

Dear S

These are some questions about
the Sega and not for the Scribblings
page.

1) What does the 2M and 4M mean
in the box by reviews?

2) What are the prices of the Sega
(all the different kinds)?

3) What is the difference between
the eight and 16-bit machines, and
which is best?

Neil Phillips, Swansea

I put it in Scribblings anyway. So
there.

1) 2M and 4M represents two
megabit and four megabit cartridge
sizes. One megabit is roughly 128
kilobytes (getting technical now),
and so a 4M cart holds 512K of
game — enough to fill the memory of
a standard Commodore Amiga
A500, or an Atari 520ST.
Impressive, huh?

2) If you mean the prices of the
different box sets, they are the
Master System for £79.95 which
includes the power base, control
pads and Hang-On built in. The
Master System plus is £99.95 and
has two control pads, the Sega
Light Phaser and comes complete
with Hang-On and Safari Hunt. And
the Super System is a cool £129.95,
with two control pads, the Light
Phaser, 3D glasses and Missile
Defense built in.

3) We've covered this before but if
you missed that issue, here's the
gen: the eight-bit Master System
runs a Zilog Z80A eight-bit
processor, while the Mega Drive
runs the Motorola 68000 16-bit
processor. Quite simply, the larger

chip can do bigger sums and more
of them in less time than the eight-
bit one. With regards to a games
machine, this means that it can
handle more complex graphics, with
more colours and do it faster and
more smoothly — this is the
difference that you can actually see.

As for playability, well, that
depends on the game. Don't be
fooled into thinking that great
graphics make a great game; a
knobby game on the Mega Drive
will look prettier but play just as
badly as a knobby game on the
Master System (but at least the
Master System costs less!).

The Mega Drive is definitely an
impressive machine — one of the
best consoles in the world at the
moment. But for sheer gameplay at
a low cost, the Master System takes
some beating.

SJ

SMS NTSC 50HZ TV OK?

Dear S

Can you tell me if there is any way
to convert a Sega purchased in the
UK for use in North America with a
North American TV? Alternatively,
can games purchased in the UK be
used on a a system purchased in
North America. | will soon be
returning to Canada and want to
know if it is worth taking my Sega
with me.

Michael Hornby-Smith,
Walton-On-Thames

Er... dunno. Some UK carts work on
American systems and vice versa —
but then again some don't. With
differences in TV format (NTSC
instead of PAL) and mains power

ratings (60Hz instead of 50Hz) it's
real tricky to get your Sega to work
properly, if at all. Why not sell the
Sega and cart collection here, and
then start again in Canada? US
Sega's have just come down in
price, after all!

SJ

D.LY. MINISTICK

Dear S

| am thinking of buying a control
stick, but before | do | would like to
know if using a mini-stick will break
the control pad. If it doesn't then will
using a home-made one break it
(like,a screw or a small pencil)?
Gerred Blyth, Bath

Well, as for using a mini-stick, |
don't think Sega would design a
bolt-on extra that made your pad
explode. | don't see any reason why
you couldn't make one yourself; just
don't use a six-inch masonry nail
hammered into the middle of the
joypad. | tried it and it doesn't work.
SJ

POP-UP GAMES
DearS
I've read in S that the Sega cards

‘are going to be scrapped, but you

didn't mention F-16 Fighting Falcon.
I've been keen on the game for
some time now and | have nearly
bought it, but other games have
popped up instead.

One more thing, I've heard some
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rumours saying that you can use
normal joysticks on the Master
System. If so, can the Cheetah 125+
be used on the Sega?

Nicholas Davies, Hastings

As far as | know, F-16 is on
cartridge now (but I've had a quick
go, and didn't think it was much cop,
tell ya the truth...).

Nearly all joysticks come with
the special nine-pin adapter, which
Atari patented with their old VCS.
However, most 'sticks have only one
fire button, whereas your ultra-
complex and sophisticated Sega
needs two. Any joystick which can
be used on the Sega will say so on
the box, though, so check first.

SJ

GAME FOR A LAUGH

Firstly, | live in a Ghost House: it's
unstable and very Rocky. Today |
found some Captain Silver in my
pocket and so | went on a Rampage
up town.

| wanted a new razor, so | called
into the best shop for razors. The
man behind the counter was very
good to me, he gave me the new R-
Type razor with built-in
Thunderblade. It only cost me a
Zillion pounds and it was the one |
Wanted as well. 'Y's that?', you ask
yourself. Well I'm not human, and
I've been sent on a Rescue Mission
from the planet Golvellius.

On Earth | have to wear special
3D Gilasses, as your sun gives out a
lot of Galaxy Force. Oh no! I'll have
to go or I'll have another Cyborg
Hunter after me!

Andrew Whitaker,
Lytham St. Annes

Well, who's a smart-Alex Kidd then?
SJ

MAKING MAGS

Dear S

As you recently started to publish a
magazine, you will know the
difficulties in starting one. | am
wishing to produce a magazine in
the same sector of the market;
about the Sega system and its
games.

If you have any advice that
would be useful to me in the setting
up of my magazine it would be very
welcome and appreciated.

Philip Rowlay, York

It depends: if you want to start a
newstand magazine to compete
with S — don't bother, we were there



first so bog off. However, if you
mean a small fanzine type of thing,
then you would do as well to get
hold of other fanzines and see how
they do them. Generally, these are
produced on a typewriter or word
processor, printed out and
photocopied. Then comes the tricky
part: selling the bloomin' thing!

SJ

BRYAN THE SNAIL

Dear S

| am the proud owner of the Master
System Plus. In all the paperwork
that came with it, there was a sheet
about a secret maze game. | have
followed the instructions to get it but
to no avail. Can you help? :
Malcolm Shipp, Bristol.

Well, for anyone else out there who
hasn't seen the snail maze game,
plug the joystick in port 1, push up
on the stick and press both buttons.
Now power up the Master System
with no carts or cards plugged in.
Got it? If not, then the sneaky Sega
people must have taken it out of the
new power bases, or altered the
start-up method without telling
anybody. If you want to complain
write to: Mister Sega, Japan. And if
you find a different start-up, write to
us.

SJ

AMIGA -
Dear S
Please, please, please could you
answer some questions for me? Go
on, please?

1) Can you join the Sega club
without paying £15.00 for the
subscription to S?

2) Will Streetfighter be released on

LOAD OF OLD RUBBISH

MAIL BAG

the Master System as | am great fan
of it?

3) My friend says that the Amiga
games are far better then the Sega
games and are a lot better
graphically, and has better sound. Is
it true?

James Dodd, Grimsby

Oh, alright then.

1) No. Anyway, subscribing to the
mag is a better deal than paying for
it each month — check out the offer
at the back of the mag!

2) Extremely doubtful. If they were
going to do it, they would have done
it by now.

3) Not really. The sound is superior,
but show him California Games and
watch him go green. Also,
remember that your mate has
lashed out hundreds of pounds for
his crummy old Amiga while the
Sega is only around 80 quid. Ha!
SJ

LITTLE CREATURES

Dear S

| have had a Sega for about a year,
in which time | have bought about
ten games (hoping to get another
soon). The games each cost me
about £25-£30. That was OK; you
Just have to pIay a game like R-Type

to see what type of standard the
Sega games are at. But...

a) Why are the game like Rastan,
R-Type, Shinobi etc, in sort of
rectangular boxes? Above and
below there are black shaded areas
in which there is nothing at all.

b) The games which have been
taken from the arcades — Shinobi,
Rastan, Double Dragon — the
people in these games are not
actual size. Why not?

Wagar Shah, Derby

a) With games like these, the black
borders can be for two reasons: 1)
the programmers have created a
long rectangular playing area so
that it looks the same as the arcade
with respect to the size of the
characters, or 2) they've done it to
save processor time' (the amount
of time given to the processor to do
all its sums). If you have a screen
which is particularly busy — R-Type
is a good example — you can save
‘processor time' by not having to fill
the whole screen with graphics.
During the time the screen is
drawing the 'empty' black bits, the
processor can forget about scrolling,
sprites and collision detection and
get on with other things. | think.

b) Gawd, we're getting a bit heavy

| NEWS FLASHY mm NEWS FLASHY mm NENS FLASHY i NEWS FLASH!

For all those who wrote in moaning about subscription costs, you'll

be happy to know that as of this issue, S is now on national monthly
newsstand sales. Basically, you can get hold of S from most of the |

larger newsagents or by getting your local magazine shop to order it |

for you. Go up to the person behind the counter and say in a gruff,
confident voice: "Excuse me Mister (or Missus) newsagent person.
Please can you keep a copy of S magazine (the first and only
dedicated console mag in Britain) for me — or do | have to eat your
dog?". This should do the trick.

If you want to know what Sega fans everywhere like best, then
this is the chart to watch out for. Compiled from readers’
votes, this is the definitive guide to what's hot!
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now. OK, ready for this? The Sega's
sprites (moveable groups of pixels
which don't interfere with the
background graphics) are groups of
eight by eight pixels (ie titchy).
Whenever you want to create a
moving person which is controlled
by the player, it's best to do it with
sprites. If you want really large
people, then you have to 'bolt' lots
of separate sprites together. This
gets tricky when you have lots of
people on screen together, and
you'll also get heaps of flicker. So,
the easiest way round the problem
is to make your people smaller.
Golden Axe's creatures are
created using the background
characters and so don't flicker. But
this is complex and really heavy on
processor time, and this is all
getting far too technical so just don't
worry about it, alright?
SJ

FREEPLAY

Dear S

| was reading this month's S, when |
thought about other computer mags.
Then | thought about the demo
tapes they give away in mags like
Sinclair User and Amstrad Action.
Would you be able to give free
demo cards away with your mag to
save the card input sitting on the
Master System doing nothing?

Karl Roberts, Oldham

Blimey, you don't want much do
you? | guess we could give cards
away on the cover, but the issue
would cost around £15! We may
have other (cheaper) cover-
mounted gifts at some time in the
future — but don't hold yer breath!
SJ

""Remember pardners, this chart can't survive lessen’ you help!
If y'all got fav'rites, send ‘em in t'me — I'm plum crazy 'bout Top Tens!"

BEAUFORD Coury °
30 Momouts Sraesy
Barx, Avon BA1 ZAP
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Plom crozy!?
More like

There's a FREE
Sega T-shirt up |
for grabs to the |
first Top 10 list

pulled out of
the cardboard
box-shaped hat

each month!
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Hi!
Things have been buzzing lately with some hot
announcements. First of all those warnings in
previous club pages about steering clear of
inferior imported Sega Megadrives will hopefully
have prevented club members from wasting a
great deal of money. Sega has stated that the
Megadrive will be available in the UK from the
autumn onwards but more importantly that UK
MEGADRIVES WILL NOT RUN JAPANESE OR
US MEGADRIVE SOFTWARE. What this means is
that if you buy an unofficial imported Megadrive.
now (or have done) then you will have to keep
buying software from distributors who bring it in
from Japan at stupid hyped prices. Bearing in
mind of course that when the official Megadrive is
launched in the autumn these importers could
disappear almost overnight, leaving you high and
dry.

Aithough the launch of the Megadrive has been
put off until the autumn do not despair! There are
plenty of titles lined up for the Mastersystem
between now and then. The current batch includes
Slapshot an ice hockey extravaganza (not my
kind of game | thought until | played Mark Cichon
in a head to head club visit); Assault City a fast
paced zapper set in the future; Battle Outrun which
is quiter honestly THE business for driving games
on the Sega. This game is FAST smooth and a real
BATTLE, with the ability to enhance your car with
money earned en route. There is plenty of strategy
to get your brain around.

As if Battle Outrun is not enough to keep you glued
to your seats in anticipation then prepare for
Power Drift. It is currently -being written and as
soon as we have any news you will be the first to
know!

On a more cheerful note the Sega Handle Controller

(that big yolk style controller) is now readily
available in the shops and retails at £39.95. OK so
this is not cheap but it really does give a whole
new perspective and feel to driving and flying
games. Those of you keen on new joysticks can
check out my joystick round up in this issue.
When you complete a recent game do ring and let
us know. At the moment Martin Duggan is
claiming all the glory having been the first to ring
in and tell us he had completed Wonderboy 3 and
Spellcaster. Mark Cichon tells me he completed
WB3 in just 5 days! So do ring in and we will give
you a mention IF you are NUMERO UNO.

If you would like a club visit then please ring in as
soon as possible as it is first come first served.
There is a list and if you leave it too late then you
will have to wait for your turn to come round. On a
club visit | will give you a peek at the latest games
hot out of Japan and you will get some freebie
t-shirts and games. You must have had at least
one meeting yourselves and there must be at least
four people in your group.

If you are up to it you can give me a head-to-head
battle with the winner getting a mention in these
club pages (so far | have won two out of three so
come on hotshots where are are you all HIDING?)
There has been some slight confusion as to how
club members can claim their discounted games
and t-shirts. Simply send in your remittance,
order form and club details to the Virgin /
Mastertronic address NOT the Future Publishing
one.

Remember if you are having problems with a
game then do give us a ring on the hotline (0736
810875) Tuesday to Saturday. Please leave your
membership details to hand as this will enable us
to process your enquiry that bit quicker.

TONY TAKOUSHI
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This months visit had me trekking up north
Aylesbury way, to see Mark Cichon in High
Wycombe. Mark is 14 years old and goes to John
Hamden Grammar School. There are six people in
his group, Tim Cichon (12 years old, his brother),
Marc Lacey (15), Shannon Blake (14), James
Garmont (15) and the youngest User Group
member to date, Ross Marshall (4).

Mark has had his Sega for over a year and has
amassed 13 games along the way. His current
faves are Wonderboy 3 and Psycho Fox. He also
enjoys the odd zapping session on Rambo 3 and
shooting Gallery with his lightphaser.

Spellcaster has proved very popular in the UK but
Mark is not such a fan. “I really did not like
Spellcaster and took it back to the shop. | prefer a
good blaster anyday.” So somebody actually does
not like this game !

His local store is called Fidgets and stocks a wide
range of Sega games and peripherals (the latest
being the Sega Handle Controller).

The Sega has recently had to take a back seat with
Mark preparing for his GCSE exams. His mum
assures me that when they are over he will have
the Sega out like a flash! :

Young Ross likes to play Wonderboy 3 but his
mean streak came out when on Dynamite Dux
“kick them, kick them!”. Both James and Marc
have had Mastersystems for the best part of two
years with James returning to Rampage and Galaxy
Force while Mark is hanging in there with the
Wonderboy series. ‘

| like to get some feedback from yqu lot when | am
out and about on club visits as to what you like
and dislike about S magazine. Mark is keen on
the discounted games but would like to see more
reviews and less maps and tips (we are trying to
gear this around with a look at some of the
older Sega titles still selling through) and he also
enjoys reading the Sega arcade slot on what’s
new in the arcade world.

Shannon Blake has been a Sega enthusiast for 18
months and his faves lean towards the adventure
side. Although he was taken by World Games (an
Epyx game produced under licence for the Sega).

On the barrel jumping Shannon copped it by
falling over the first barrel (it is tough at the top; a
bit of a duff joypad may just explain why though!).
He improved on the log rolling. He hung on grimly
on the bull riding (definitely his best event) and
came unstuck in the tossing the caber event. As
Shannon walked forward he musjudged the lean of
the pole and it fell down on top of his head
knocking him into the ground! (Sorry Shannon |
could not resist telling them!).

There were appropriate gasps at Battle Outrun
(told you it was good), Basketball Nighmare and
Slapshot. In fact Slapshot was the nominated
game for my head-to-head with Mark Cichon.

| naturally tried to calm Mark before the game by
asking him if he was nervous and if his palms
were sweaty (are’'nt | nice!). Thenwe played a four
minute session and there were not going to be any
prisoners.

Shannon kept time and both Mark and | had a
quick warm up game. To the battle proper! Mark
pulled no punches and came charging at me as |
slowly found my feet. The ice meant our controls
were sluggish, slip sliding into each other and
trying to get.the odd jammy goal with long shots.

| drew first blood and kept the pressure on by
scoring another. Mark was in real trouble and
even resorted to hacking me down a couple of
times. This was followed by some long shots that
almost slipped by me (but not quite). I got a third
and now Mark was reeling (I am sure his palms
were getting sweaty!) as we clashed in frantic
attempts to get hold of the puck and to rub salt
into the wound | clinched a fourth in the last ten
seconds.

. Never mind Mark, with another 3 years practice
- under my constant supervision you can make the

grade (is their anyone out there who can rub

. TAKOUSHI’S NOSE IN IT?)

Of course if you DO beat me then you can give me
a few well chosen words of advice which will be
printed in S magazine. So come on, ring in,
arrange a User Group visit IF YOU DARE!

SEE YA NEXT MONTH.



COMPETITION

This month we have 2 Sega Lightphasers up for
grabs. Included in the pack are 3 shooting games;
“Marksman Shooting”, “Trapshooting” and
“Safari Hunt”.

To win one of these Sega Lightphasers all you
have to do is name 5 Sega Lightphaser games.
SIMPLE! Now put pen to paper and write in to:
Virgin Mastertronic at the usual address, not
forgetting your membership number and expiry
date.

The winner will be announced in a future issue of
S Magazine.

THIS MONTH’S OFFERS -

Two classic games for the Sega, the
arcade shoot 'em up “Choplifter” and the
all-action “Penguinland”.




SPECIAL

OFFER

T SHIRTS / SWEATSHIRTS SPECIAL OFFER

Here is an offer you cannot refuse!

You can now buy a t-shirt or sweatshirt with the
exclusive Sega logo on it from Virgin Mastertronic.

These have been designed specially with the
- character from the Sega TV commercials as the
star. The front has the Sega motif and on the back
there is a tasty piccy of the Sega TV character with
the message, “Do me a favour... plug me into a
. Sega”! :

" The T-shirts and sweatshirts normaily sell for £5
and £10 respectively. BUT to you, T-shirts are
£2.50 and sweatshirts only £5 pounds!

To take advantage of this offer simply send a postal
order or cheque, made payable to Virgin
Mastertronic, to: T-SHIRT OFFER
~ VIRGIN MASTERTRONIC
2-4 VERNON YARD
PORTOBELLO ROAD

v LONDON W11 2DX
And don’t forget to state your size
(small, medium or large)!

S magazine features a special Sega Club section in
every issue where members can get the latest gen
on club events and special offers. The Club is a total
backup service, and the benefits include: Sega
Hotline: A telephone service where members can
ring in and get tips on the latest games, info.on hot
new Sega products, leave high scores and try to
reach that elusive MASTERBLASTER status.

User Groups: Sega owners are setting up User
Groups all over the country. All you have to do is
get five or more Sega users together and hold a
meeting. Once the group is established simply call
in to arrange a personal visit from THE CONSOLE
MASTER, Tony Takoushi. He will bring along the
VERY latest prototype games straight out of Japan
for you to sample. And if you should fancy your
chances you can take on TT in a head-to-head
battle on one of the latest games (the winner is
immortalised in S magazine, but TT hates to lose
so beware...). There will also be an ample supply
of freebie games and Sega merchandise to be
handed out.

Sega Merchandise: Club members are entitled to
special Sega merchandise available only through
the club. Items include T-Shirts, posters, badges,
stickers and caps.

Sega competitions: There will be exclusive
competitions with VERY exclusive prizes. These
will be held through the club and at special venues
through the year.

Sega Promotions: These will be special events held
throughout the country, with plenty of Sega
goodies on display and a chance to meet the faces

behind Sega in the UK.

JOIN THE CLUB!

Remember, All club facilities and
special offers are only available to

fully paid up members of the official
SEGA club. To join, all you have to do is
fill in the form below, including a
Cheque or Postal Order for £19.95
made payable to the SEGA CLUB.

DO NOT SEND CASH, ONLY CHEQUES & POSTAL ORDERS

TELERPHONENO s lesieniiingoes 582 o0 = ie
Your £19.95 entitles you to one year’s subscription
of the Sega Club with 12 monthly issues of S, plus 2
FREE issues of the mag.
Send to: VIRGIN MASTERTRONIC

TOWER COTTAGE

ST. BURYAN

PENZANCE

CORNWALL TR196BZ



estling in the centre of the

quaint little market town of

Birmingham, US Gold are

famous for producing computer
games — and lots of 'em. Now they
are turning their corporate talents to
the production of games for the
machine you all know and love.

The idea originally came from

US Gold's chairman, Geoff Brown,
who approached Sega in Japan. "l
believed that it would be in Sega's
interests to have a European slant
on their software, and have been
negotiating with them for over a
year. We finally got round to
convincing them that we could
produce and license good titles that
would prove to be a household
name for them in Europe.

"We're not going to see as many .

units sold as we would writing
across six computer formats. But in
terms of the Sega market, we
believe we'll get some of the top
sales in games because they're
such famous names. It all depends
on the installed user base; typically
you do sell to a higher percentage of
console owners because of 1) the
lack of piracy (we reckon there's 10
pirate versions to every single
computer game sold), and 2) there
are less games released, :
consequently there's less choice. So
percentage-wise it comes out better.
Ask me again in six months' time!"

PRODUCERS

| Since the games are being written in
England, how do the completed
cartridges finally end up in your
sweaty mitts? Geoff explained, "As
regards production, the coding is
done jointly between our in-house
programmers and a company called
Tiertex in Manchester. We agreed
that they would go to Japan and set
up a parallel development system
using the same programming tools
that the Japanese use. It was then
just a learning curve to get to grips
with the technology.

"The beauty of it for us is that we
have some very good Z80
programmers already in the UK, and
we had written some of the
programs once already. Any little
idiosyncrasies we found in the
original we could put right in the
Sega version. And if we've already
written the game we don't need the
coin-op machine. With Gauntlet, the
programmer has been writing the
game for two years on different
versions, so he knows that game
inside out. With Paperboy, which we
didn't write — that was an Elite
product — we have to get hold of the

D

For the first

time ever, UK

companies are going to be
producing games for the Master
System, so S scurried up to have a
look at two games coming from
Birmingham software house US
Gold: Gauntlet and Impossible
Mission.

coin-op and start from square one.

"The finished games are
playtested internally, externally, by
the license source of the company,
and playtested in Japan as well
(apparently the games have to play
for 200 bug-free hours before they
are finally passed!). And then we go
through the production cycle: the
cartridges are 'burnt' (encodod onto
ROM — Read Only Memory — chips)
in Japan and eventually they return
to the UK for distribution through
Virgin Mastertronic.

"You can expect to see Gauntlet
around June time, followed by
Impossible Mission. Paperboy will
be next, which | reckon will be better
than the 16-bit computer version,
and Indiana Jones will be an
enhanced version of the computer
game. Anything that we could add
in, gameplay wise, we will. We have
others in the pipeline but don't want
to mention them yet. We believe
those four titles will be some of the
best titles in Sega's library. And if
Sega like the games and they are
successful, then we expect them to
be released in America and Japan

as well."

The people responsible for the
coding are Tony Porter, Gary Priest
and Bob Armour, who all come from
eight-bit computer backgrounds.
Gary has been working on
Impossible Mission, while Tony is
coding Gauntlet on the Sega. Bob is
actually working on the Atari 7800

Gauntlet but worked with Tony on
the early computer versions of
Atari's smash-hit coin-op, and they
all help each other out.

Tony started the ball rolling
around nine months ago, going to
Japan (lucky swine) and getting all
the technical details from Sega's
engineers. "In Japan
they have a team of
four programmers
and two graphics
artists per product,
and it still takes them
four months to
develop a game.
That's like me taking
16 months to produce
a game, which is
ridiculous.

"When Sega
wanted to produce
games they didn't ask
for programmers —
they recruited people
who were interested
in the computer
business and then
taught them to
program. This
accounts for the
standard of some of
the cartridges."

Tony then went on
to explain some of
the differences in
working on
computers and with
consoles: "They way
| used to work to aid
speed was to write
self-modifying code,
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which would rewrite itself ready for
the next pass through (as the
processor runs the program). You
can't do this with a cartridge; you
have to make sure that anything
which is altered sits in the video
RAM (Random Access Memory) as
graphics or in the 8K RAM in the
machine. You can get RAM added
to the cart, but this bumps the price
up phenomenally. Other than this |
haven't really noticed a big change
in the way | program, but the
development hardware we have is
absolutely fantastic.

"The Sega's similar in many
ways to the MSX machine, in that
it's like programming through a
keyhole. There's only 16K of video
RAM, and you can only read or write
one byte of information to the video
RAM at a time. You've got to get
everything you need in the game to
the video RAM and keep it there;
you can't fetch bytes or graphics
from all over the machine because
you just can't get them there in time.
And you've got to do all your
programming through that. If it
wasn't for this limitation — having to
program in small steps — it would be
an excellent machine."

Having been familiar with
previous versions of the game, Tony
found the Sega Gauntlet a fairly
straightforward project, as he
pointed out: "When we were doing

The trio responsible for coding the games (from left
to right): Bob Armour, Gary Priest and Tony Porter.




Tony and development kit.

the eight-bit versions, Atari sent us
the official maps — all 100 levels of
them. But unfortunately, while they
sent us the hex codes for each map,
they didn't send us the program
needed to assemble it all, so every
last map had to be entered by hand!
Thankfully, this was ages ago for the
eight-bit versions, and now we can
use the code from the other
versions we've written. We've also
sorted out all the two-player bugs
from the early versions."

All the game graphics actually start
life on a 1040 ST running the Degas
Elite art package. The code is then
ported over to the Sega and used as
needed.

GAUNTLET:

Each monster is created using
character squares — the basic
graphic building blocks. There are
three frames of animation to show
the monsters wiggling along, and
they can all move in one of eight
directions. So each monster type
requires 24 individual characters.
The players (Wizard, Elf, Warrior
and Valkyrie) each need 24 frames
of animation for movement around

the maze. They also require a
further eight frames as they gurgle
down an exit, plus another six as
they appear and disappear using
the transporters, giving a grand total
of 38 sprite frames per player!

IM's furniture is made of separate
characters bolted together.

Gary Priest, who is responsible
for Impossible Mission, didn't have it
so easy. "l had to play the C64
version all the way through to get
the feel of it, and to find all the robot
types and where they were.

"The screen on the C64 is 40
characters wide, while the Sega is
only 32 chararacters wide, which
meant | couldn't use the maps out of
the Commodore. Instead, we got
hold of the Spectrum version,
sucked out all the map data from the
Z80 chip, and used this to recreate
them on the Sega."

Tony continued, saying that Atari
had also provided them with all the
C source code for the Gauntlet
arcade machine: "We could write a
Mega Drive version which would be
absolutely arcade perfect! We
haven't had a close look at the 16-
bitter yet. I'm keen to get to grips
with the machine, but when that will
be | don't know.

"When the European
manufacturers start developing on it
you'll see some phenomenal stuff
coming out. The Japanese games
are good, but given the difference in
the quality of games already, once
the Europeans start to get to grips
with the 16-bit...
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The individual frames which make
IM's Agent 4125 so acrobatic.

TIERTEX

While the Birmingham trio are

beavering away on the source code

at US Gold's headquarters, the
graphics and sound are being pulled
together by the rest of the Tiertex
team up in Manchester. Donald
Campbell explained how they fit into
the project: "US Gold is more of a
publisher than a developer, and
since we do the majority of US
Gold's development work, we were
natural choices to do the Sega work.
It's very much a joint venture,
though, and the guys down at US
Gold are part of the Tiertex team.

"The coders we have here
include myself — I'm doing Indiana
Jones — and Gary Vine. He's
responsible for the computer
versions of Double Dragon Il, and is
doing Paperboy.

"For the sound and graphics we
use a company called Blue Turtle, -
who work exclusively for Tiertex.
The problem with graphics on the
Sega is that you only have a limited
cartridge size: it's not just a case of
drawing them so they are 16-bit
standard, but you have to reduce
the amount of graphics using the

IM's lift shaft, control panel and
scenery in their component pieces.
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special hardware features of the
Sega: flipping characters and so
forth.

"Blue Turtle are very good at
that, because they are quite
technical, and with the software
tools we wrote at Tiertex they
managed to compress the graphics
right down. For instance, with
Indiana Jones, which took up 800K
of an Atari ST disk, they managed to
produce a similar-looking game and
get it down into a 256K cartridge.

"Indiana Jones is currently at the
alpha-testing stage, while Paperboy
is a little further behind, but we're at
the point where we have the arcade
machine and are trying to get as
much information from that as
possible. It's only going to be a 1
Megabit cartridge, so we're trying to
squeeze all the screens in there.

"We've also got Mike Haigh-
Hutchinson on our staff who did the
Amstrad version of Paperboy, which
was probably the best version.
We're trying to get it playable
compared to the arcade machine.
Paperboy is quite a nice game
because we have every single
conversion of it including the
Nintendo version to look at as a
reference guide. Hopefully that =

There are five different types of wall,
constructed from 16 separate
character designs.

Each maze is produced by
simply piecing the characters
together in any combination of
elements, joins‘or corners to make
up that particular wall.

MPOSS MISS:

The Impossible Mission agent uses
28 frames to show him running,
examining the furniture and
performing his forward somersaults.
The basic units of furniture which
appear in the game are again made
up of individual character blocks
bolted together as necessary.
Similarly, the scrolling stonework
surrounding the lift shaft and
corridors is in fact made up of just a
few characters, joined togther and
repeated over and over again to
give the impression of a whole wall.

Floor designs, walls and objects
from Gauntlet.




-> means that we can improve on
them all!"

Donald then described how they
actually began producing the
games. "The first thing is that we
had to write a whole load of tools to
assist us in writing the code. All the
programmers we have on the
project are all experienced Z80
guys, and some have had 16-bit
experience as well which helps
since we like to model the games on
16-bit formats as well the eight-bits.
We've had no real problems —we
have Sega's full development kit,
and you can't go wrong. We have
Z80 emulators which give us more
control over the program: we can
stop and start it; look at whatever
we like. You can ask it to time
certain sub-routines for you, and
you can have really complicated
break statements, so if three or four
things happen at the same time, you
can make it stop and find out what is
going wrong."

European programmers seem to
spend a lot of time pushing

S

computers to their limit. Did Donald

" think that they could get any extra

performance from the Sega, over
the Japanese games? "There is a
vast difference between the
Japanese eight-bit code and the 16-
bit Genesis code. The ROM
cartridges aren't much bigger, but
they do actually make a much better
job of the Genesis games. | think
there is room for improvement: we
have a slightly different approach.
For instance, in Indiana Jones we've
made sure that sprites very rarely
flicker, simply by designing the
gameplay and graphics to avoid that
problem. With the Japanese, I'm not
sure if that's just a console
mentality: if the screen flickers or
jerks or whatever it doesn't matter, if
the playability is there.

"The problem with /ndiana Jones
is that the sprites are large, and we
have to continually download the
sprites from the ROM into the
working system of the Sega; we
can't just keep them there. That's
the slow part: getting them into the

IMPOSSIBLE MISSION

Epyx, those all-American purveyors
of quality sporting simulations
(California Games), also dabbled in
ordinary-style arcadey games when
they were young. One product that
may not be too familiar to console
owners is the classic Commodore
64 game, Impossible Mission. So
here's the low-down.

You take control of Agent 4125
as he makes his way through the
underground lair of warped scientist
Elvin Atombender. Elvin has locked

™

Two pu;zlo segments have been collected.

himself away in a secret room, and
the door's 16-digit password has
been encoded onto four punch
cards, each of which has been split
into four segments and secreted
throughout his complex complex.
With it so far?

You have to visit each room in
turn, search every item of furniture
and find all the pieces of code so
you can open Elvin's inner sanctum
and complete the mission. Just to
make matters worse, Elvin has a
veritable army of semi-
intelligent droids armed to
the diodes with zap rays
and stuff. The mission isn't
impossible — but it's a real
toughie!

The C64 version which
first appeared way back in
'85 astounded players
because of the amazing
animation on the main
character, some brilliant
sampled speech and a
spine-chilling death
scream as your agent
plummeted to his doom!
Thankfully the Sega
version is true to the C64
version — animation,
speech and all. And, if
anything, looks even better
than the original! Bet you
can't wait...

‘ ‘Is that enough .ﬁémos for

Al

video RAM. And the real trick is
trying to get the game to do that as
quickly as possible."

THE FUTURE

With record sales over Christmas,
and the Mega Drive launch
postponed until September, Geoff
Brown was optimistic about the
eight-bit system's future in Europe:
"The Master System is the one
Sega is concentrating on at the
moment. The Genesis is important
in America because, as they would
agree, Nintendo have the eight-bit
market to themselves. But Sega are
doing very well in the UK with eight-
bit sales; they don't have that much

competition from the Nintendo at the
moment. The Mega Drive isn't
required in the UK at the moment,
and | can foresee that the Mega
Drive won't be in mass distribution
for a while yet. It will be released
this year, but | don't think it will be in
large quantities until next year. | still
believe that while it's going so well
in the States, they will leave Europe
to the eight-bit machine.

"We will of course be coding for
the Mega Drive but our focus is still
the European market: we won't be
producing games until they can be
released in the States and Europe."

NEXT MONTH - /ndiana Jones,
Paperboy, and the first games from
French software house, Titus.

GAUNTLET

you?!

‘There can't be many people who
haven't seen or heard of the Atari
‘coin-op Gauntlet. This huge four-
player arcade machine was one of
the first to incorporate multi-player
action, and caused a storm in-
'musies up and down the country
when it appeared back in '84 (not
least because it was such a
stonkingly big machine). The first
official conversion came from US
Gold themselves for the C64 ,

. followed by versions for the other

home computers and a follow-up in
the shape of Gauntlet II.

The game revolves around the
efforts of two players (sorry guys,
there was nowhere to plug in
another two joysticks!) who take on

Collect the keys to open doors!
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the mantle of Elf, Valkyrie, Wizard,"
or Warrior as they explore a series
of maze-like dungeons. Eachfloor is
full of ghosts and demons of all -
shapes and sizes, who emanate

from generators and continually

swarm toward you. If you don't want
to end up as a small pile of bones,
you have to engage in a little mass
slaughter!

Your main aim is just to survive
as long as possible, but you can
earn extra points by killing monsters
and collecting jewels from treasure
chests. There's also a mad dash to
be first to collect the food, which
replenishes your dwindling energy!

As you progress further and
further into the 100 levels strange
things begin to appear, like potion
bottles and transporters which whizz
you from place to place. The almost-
finished Master System version we
saw boasted all the features of the
coin-ops, with dead-smooth eight-
way scrolling, loads of enemies
and... well... wait for the review later
this year!




POWER STRIKE

or a change it isn't alien
beasts from another
dimension who are happily
destroying large sections
of planet Earth. No, this
time it's terran scientists
who have unleashed a
genetically mutated strain of
intelligent monster plants. To
succeed in their planned domination
of the planet, these veggies take
over the minds of people and control
their actions, forcing them to
produce weapons to destroy their
own people. Egad — the fiends!

Of course the only way to reason
with a rampaging cucumber is to to
blow it to pieces, and that task has
fallen on your puny, narrow
shoulders. Luckily, you don't have to
attack them with your shoulders —
you've got Power Strike: a high-
powered jet, faster and more
powerful than... er... a very fast,
incredibly powerful thing.

Flying over plant-infested
territory, you are faced with wave
after wave of enemy fighters pilotted
by zombie humans, their minds

Catch those yellow Power-Ups!

drained of thought and under
command of the vegetables (not
totally unlike the audience at a Kylie
concert). Not only that, but you are
constantly assaulted by cellulose-
based ground defences which hurl
out streams of missiles.

The Power Strike comes
complete with a 90-day warranty
and a range of upgradable
weapons: button 1 activates yer
basic pulse cluster beams, while
button 2 delivers a blast of
whichever special weapon is
currently installed. Both systems
can be powered-up during the
battle, by collecting modules
released on destruction of specific

enemy ships and installations.

The speed, number and potency
of the pulse cluster beams can be
gradually increased by collecting
yellow 'P' Power Chips. These are
carried by enemy ships, and are
released whenever the craft get hit.
Your arsenal can also be extended
by the addition of special weapons.
Red digits numbered 1 to 8 are held
in ground installations, and
occasionally by a stray craft, which
are again released after a good
blasting. Collect several of the same
number to gradually increase the
weapon's kill-capacity.

Each of the six rounds has a
Command Centre which must be
destroyed before moving onto the
next. And the ultimate vegetable
Mother Brain residing at the end of
round six must be generously sliced
and diced to finally save Earth from
the creeping green menace. Hurrah!

VERDICT

It would appear that Power Strike is
one of those poor games which is a
real corker, but just doesn't seem to
grab anyone's interest. It's hardly
ever mentioned in the Top 10 votes,
and no-one has ever sent in tips for
it. This is odd, 'cause the vertical
scrolling blaster is everyone's
favourite game, and Power Strike is
without doubt the best vertical
scroller on the Master System!

There are some real snazzy
backdrops to feast your peepers on,
while your ears are taken out for a
film and a slap-up meal with
different soundtracks for each level
plus some punchy effects.

The action is incredibly fast (with

some eye-bogglingly rapid
scrolling), there are loads of
enemies whizzing all over the place,
and the potent power-ups are wild!

The frenetic action makes real
demands on your gameplaying skills
(if you have a low threshold for
concentration, you better forget it!),
and this is one game you'll keep
coming back to time and time again.
Generally, a real hard blast — you'd
be mad to miss it!

PRICE
PLAYERS
CONTROL

£22.95




MAILBAG

Things to swap, sell or tell? Check out our FREE small ads. Fill
in the form below (and across) and send it to the usual address!

For Sate

Master System and Light
Phaser + 3 games. Psycho
Fox, Rastan, Wonderboy IIl.
Worth £200, sell for £150
o.n.0. Can go lower. Ring Paul
on 0252 623860.

Out Run and Fantasy Zone II.
£30 for both. Write to: Jon
King 9 Porthminster Terrace,
St. Ives, Cornwall TR26 2DQ.

Sega Master System and six
games including Spelicaster,
R-Type and Power Strike. All
for £100. Is this a deal or

what? Contact 01 274 2554.

Twelve games for sale. Price
of games ten to twenty
pounds according to Mega
power. Games include
Phantasy Star, Spellcaster,
Y's, Black Belt, Gangster
Town, Golvellius, Fantasy
Zone, Monopoly. Call 0372
63161.

Galaxy Forcé cost £28, sell for
£18. Kung-Fu Kid cost £24,
sell for £15. Pro Wrestling cost
£24, sell for £15. Phone Rob
on 051 424 0209 after 4:30
pm.

Sega for sale. 3 games, two
control pads, rapid fire unit.
Games include Double
Dragon, Fantasy Zone,
Vigilante and Hang-On all for
£100 o.n.0. Ring Jace 051
339 5057.

PC Engine and Sega games.
Also PC Engine console.

- Send s.a.e. to Chopra 67
Laitwood Road, London SW12
9QH for a price list. PC
Engine over 25 games, Sega
over 50 games.

Sega + light gun + 4 games
worth £140 will sell for £100.
Contact Ben O'Reilly on 0737
246744.

Sega games for sale at low
prices. | have California
Games, Choplifter, Time
Soldiers and a load more. So
if you're interested, please tel.
0623 31296. Ask for David.
Ta!

Sega Light Phaser with combo
cartridge and Rambo //l. All
boxed as new, cost £70 will
accept £35 or swap for
Shinobi and Out Run. Phone

0742 471678.

Games for sale. Includes
Wonderboy 1-3, R-TYpe,

Time Soldiers, Power Strike,
Out Run, Thunder Blade, Light
Phaser. Also many more.
Write to: grant Ross, Whinhill,
Castle Road, Cruden bay,
Peterhead, Aberdeenshire
AB4 7NE.

Help! Sega Light Phaser for
sale only £12, also Vigilante
and After Burner for £12 each.
Ring: 0242 577327 or write to
Steven Taylor 19 Ismay Rd,
Cheltenham, Gloucestershire
GL51 OEL.

Sega games machine plus
Light Phaser and Rambo /lI.
Will sell for £75 o.n.0. Contact
Darren on 061 926 8098 after
4:15 pm.

Rampagé for sale. Brand new
£10. Galaxy Force brand new

' £18 was £27.95. Baseball

£10. Out Run £15. 021 706
5779 Saturday if possible.

For sale: Rocky in very good
condition. Barely used, still
with box and instructions £20
o.n.0. Will swap for Y's or
Phantasy Star. Ring 0381
20082 ask for Jamie.

Sega Master System, 4
games Shinobi, Space
Harrier, Astro Warrior/Hang-
On, Super Tennis, rapid-fire
unit £80. Contact Malcolm on
Brynmawr (0495) 310819. 33
Clydach Street, Brynmawr,
Gwent, S. Wales NP3 4RN.

Sega Master System for sale
with control stick, Light
Phaser, R-Type, Shinobi,
Hang-On, Transbot, Safari
Hunt. Perfect condition with all
leads and boxed as new. Tel:
0285 655498 £100.

20 good titles for sale or swap
for others send list for list to
Paul 3 Moorend Ave, C'Wood,
B'Ham B37 5SD. Swap real
arcade machines (2) for best
offers?

Sega Light Phaser — £16 or
swap for California Games.
Sega 3D glasses — £22 or
swap for Rocky and World
Soccer. Phone 01 871 9398.

Sega Light Phaser with one
game, Marksman
Shooting/Trap Shooting/Safari
Hunt. Only £20. Phone Harlow
(0279) 414131. Write 146
Upper Mealines, Harlow,
Essex CM18 7AW.

Sega for sale. 7 top games
including After Burner, Out
Run, Space Harrier, Quartet.
Original boxes, 11 months old.
Phaser, Q.F.U. Phone Tim
Bustin 55 Ivel Gardens,
Biggleswade, Bedfordshire
SG18 0AN. £12. 0767
318901.

Colour television. 20 inch
screen. Infra-red remote
control. Electronic tuning inc.
sleep mode timer. Only 6
months old. Only £250. Phone
0689 53077 after 6:00 pm only
please.

For sale 4 games for Sega.
Phantasy Star, Wonderboy,
Aztec Adventure, Thunder
Blade, any price negotiable.
Ring Accrington 385800 after
4 o'clock. Ask for Lee.

Sega games Rocky, R-Type,
After Burner, Alex Kidd: The
Lost Stars all of them £45
o.n.o. Tel. 0472 696602.

Games for sale Rampage or
My Hero. Very good condition.
Rampage = £26 and My Hero
= £8. Phone Bristol 655345
after 4 pm. Thank you.

For sale Choplifter £12 o.n.o.
Zillion 2 £10. Altered Beast
£12. £27 for all three or swap
for Wonderboy In Monsterland
or Wonderboy. Call 0226
286148 after 4:00 pm.

Sega System with over £130
worth of games, worth £210
will sell for £90. Tel Gloucester
720236.

Sinclair computer ZX
Spectrum+. Excellent
condition. Price includes over
50 games, 2 joysticks, £90.
Tel Crowborough (0892)
655804 eves.

Sega Master System plus
Light Phaser, seven games
including Psycho Fox,
Wonderboy lll, Spellcaster
and California Games. All
brilliant. Worth £235 sell for
£150. Phone Cheltenham
(0242) 575439 after 5 pm.

After Burner = £20, Altered
Beast = £20. Call Scunthorpe
845718.

For sale: Sega Master System
with 10 great games including
Double Dragon, R-Type. Will
sell games separately at
reasonable price. Also for sale
3D glasses. Contact Cam on
0707 265747.

For sale, Black Belt + Alex
Kidd: The Lost Stars — £20 for
both (includes postage if
necessary). Write to Saul
Sette 179 Sulivan Court,
Fulham, London SW6 3DN.

Good condition Sega Master
System plus for sale. 12
months old. Price £49.95
original price £99.95. Phone
0734 479732 after 3:30 pm.

Goons
WANTED

Wanted, rapid-fire unit needed
urgently. Willing to pay good
price. Also games wanted for
swap or buy. Please phone
0753 889196. Praslin Wood
Bank Ave, Gerard Cross,
Bucks SL9 7PY Ask for Dave
Allen.

Wanted £20.00 for any games
for the Sega Mega Drive.
Send list to E Facey, 51
Hawkesley End, Kings Norton,
B'ham B38 9SQ.

Please, please, please has
anybody got Space Harrier,
Rastan or Thunder Blade? |

. will pay £10 for any of them,

plus Wonderboy In
Monsterland. Phone Barry,
051678 1651.

Hi there, is anybody selling
any Sega software or
hardware. If you are then
phone 041 557 3690 and ask
for Graham between 5:00 and
9:00 pm.

Sega cartridges (with
instructions) pay up to £10 for
ones required. Phone 01 871
9398.

Can anyone get me Y's and
Pro-Wrestling on the cheap?
Address: 11 Warwick Drive,
Houghton-Le-Spring, Tyne
and Wear DH5 8JR or call 091
584 7481.

Wanted: Wonderboy In
Monsterland. If willing to sell,
contact Jonathan after 6
o'clock on 0554 771707.

Cheap Sega wanted, £5 to
£15. Please ring Gloucester
(0452) 305751. Andrew.

Wanted — World Soccer,
Wonderboy I, Rastan, Alex
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Kidd In Miracle World. | will
pay £10-£15. Write to Dom
The Close, 152 The Street,
West Horsley, Surrey KT24
6GB. Call 04865 3918.

Cheap Sega games wanted. |
will pay between £8 and £15
as long as they are in good
condition. Write to Ryan Jones
25 Ascot Drive, Atherton,
Manchester M29 9LH.

Cheap Sega games wanted
around £5 to £15. No 3D
games or Light Phaser
games. Send your lists to me.
Must be in good condition with
instructions. Brian Bouinois 1
Brick Dale, Madeley, Nr.
Crewe, Cheshire CW3 9NS.

Just acquired system and
would like to buy games
you're tired of playing at less
then R.R.P. Call 863 4255
after 7pm.

Ghost House instructions
wanted. A photocopy will do.
Contact lan 0977 705245.

Genuine games author seeks
a CD or record with the official
After Burner music on! Huge
payout ready! Ken Murfitt 17
Cook Road, Tilgat, Crawley,
West Sussex. RH10 5DJ.
Hurry!

| will swap my Rastan for
either Space Harrier or After
Burner. Please ring Matthew
on 0788 71678 or write to
matthew harvey 7 Station
Road, Clifton, Rugby,
Warwickshire CV23 0BT.

| would like to swap Out Run
or Ghost House for any other
Sega games. No sports
games please (can't stand
‘em). Call Mike on Stratford
(0789) 296553.

I would like to swap Zaxxon
3D, Rocky, Choplifter, F-16 for
any 3D game. Will consider
special deal for Space Harrier
3D. Also have you got
anything else to swap. call
Nicholas on 0695 575630.

Willing to swap After Burner or
Double Dragon for either
World Grand Prix or Enduro
Racer or World Soccer. B.
Jones 875 Chester Rd,
Stretford, Manchester M32

Hetp
WANTED

Swaps

| will swap my Wonderboy for
R-Type, Vigilante, Bomber
Raid, World Grand Prix or
nearly any other game. Call
Mark after 5 pm, on 0757
82248.

I'want to swap California
Games, Fantasy Zone 3, Alex
Kidd 3, Galaxy Force. Send
lists of games to: Chris
Mason, 54 Lochinver, Birch
Hill, Bracknell, Berks RG12
4LD.

For swaps. Anybody who has
Altered Beast and wants to
swap for Space Harrier or
wants to swap Wonderboy for
Transbot, contact me on 061
998 1539 after 6:30 pm.

| will swap my games for
yours. | have Shinobi, Captain
Silver. Contact Tim on 9
Willersey Rd, Cheltenham,
Gloucester (0242) 510282.

For swaps: Thunder Blade. If
possible, Double Dragon or
Fantasy Zone II. Fakhri: 26C
Lowdon Court, Richardson
Road, Newcastle-upon-Tyne
NE2 4BN.

| will swap my Thunder Blade
and Alex Kidd Il for either
Rastan, Alex Kidd I, Alex Kidd
II, or Spy Vs Spy. Call Chris
on Blackburn (0254) 247245.

To swap: After Burner, Spy Vs,
Spy, Transbot. Any game
considered. If interested
phone Mike on 06333 874196.

Swap your games! | will swap
Out Run, Shinobi, Time
Soldiers for almost any other
three except Thunder Blade
and Wonderboy 2. if Willing,
phone Pete on 0235 28346.
after 6:00 pm.

For Kenseiden, what is the
level select code, and when
do you have to do it? Call
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