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HOW TO ORDER

Please complete the coupon
below and return to Sonic Offers,
Sandylands House, Morecambe,
LA3 1DG. Please ensure your
cheque / Postal Order is made
payable to Home Entertainment.

Send to: Sonic Offers, Sandylands House, Morecambe, LA3 1DG. | enclose
my cheque / P. O. (address on back) made payable to Home Entertainment

or please debit my Access/Visa Account with the sum of £

SIGNAIUrE. ovssssassimsassssvissssisstossiosssssmassss

Please use Block Capitals

MUMISIMISS cisrasommesmimmsaims it
AAAreBs! v e i it

Card Expiry Date .......... 19 ezsivs

Posteode’ st Telephone: NO: cxsss R usssimrsimmms

Orders are normally despatched within 2 to 3 days, please allow 28 days for delivery.

Full money back guarantee on goods returned unworn within seven days.
If you do not wish to receive Direct Mail from companies other than the publisher, please tick here. (]

All T-shirts are 100% cotton and
machine washable.

SEGA ENTERPRISES LIMITED 1992
LICENSED BY COPYRIGHT PROMQTIONS LTD

(Please enter quantities required in boxes)
Items 5 and 6 available in Large and XLarge only

2 Half Face

M

3 somcSpin | | | | [£10.99
4 ThinkFast | | | | [£10.99
5 e [ | Ip14.99
or.add £2.50 per item for poshng & packing for res urope




EEUILAR

This month we look at Super Star
Wars, The Chaos Engine, the new Konami

stuff as well as some interesting
developments at Games Workshop.

DEVil's &
ADVOCATE

Are games-players really as sad and lonely
as Jackie Brambles maintains? We pop
down to the Virgin Megastore in Leeds to
ask customers what they think.

SUBS &D

Why walk all the way down to

the newsagents when you can have MAG
delivered to your door? How can you
possibly refuse?

22 PAGETIPS S

CHAKAN ......

Sega’s latest weird and wonderful fantasy
platform game gets the full map treatment
from dearest Davey-poos.

MEGA FILE

Six pages of incey-wincey text that
tells you about every game in the known
universe. After a new game? Look here first.

MEGAPHONE

Three pages which do little to disprove that
the British education system is in a
shambles. This is where we try to make
sense of the gobbledegook you write to us. It
is also the page WHERE WE DON'T PRINT
PICTURES OF SONIC!

CLASSIFIEDS €IP

Need some extra dosh? Why not flog off any
unpopular members of your family in our
FREE classifieds section. You may also pick
up some nice little bargains and then you can
bore your friends with them.

serernres 00

We investigate what Street-
fighter 1l could be like when it
finally arrives on the Mega
Drive later this year.

How different will it look?
Will it play in a dramatically
different manner? How will the
Mega Drive cope with all those
massive sprites? Will it be a
faster or slower game than the

Super Nintendo version and will

it be the full Championship
Edition?

We check out how the
game could look as well
as how current
Mega Drive
games size up
against the
ultimate video
game beat 'em-
up.

lPSOOOQOOOOOOOiOO;O.; ’OOOOOOOO.Z

If you need to cheat your way through a
game (cause you’re too sad to do it legit)
these are the pages for you!

CAVEY DAVEY........c00nn..86

Ecco (PART 2) l;.‘"."‘...l‘...82

Those of you that have been waiting with
bated breath for the second part to our guide
need fret no longer. How do you kill off the
end-of-game guardian?

POWERMONGER ........'.....“.«so

Just how do you win every time at
Powermonger? We give you all the tips you
could ever want to attain world domination.

STREETS OF RAGE ll........ 74

The absolute no holds barred complete and
utter stonker of a guide to the most popular
beat’em-up on the Mega Drive.
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New! Write to our resident Neanderthal Tips-
Meister for any deeply disturbing troubles
you may be enduring. If he can’t help you no
one can. This month the prehistoric puzzle-
solver struts his funky cave thang with Sonic
I, Thunderforce IV, Lemmings and, erm,
Sonic Il again.

GAME GENIE CODES.... 87

New! Exclusive codes! With bucketloads of
you out there with these lovely little devices
you can now have you'own page. Nowhere
else will you find a page set aside solely for
Game Genie codes. Remember, we get ’em
first! Greendog, Krusty‘s, The Terminator
and John Madden ‘93 are all here.

G A M I'N G

ISSUE 8




CAL RIPKIN JR
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CHIKI CHIKI BOYS................60
CHUCK ROCK.....cccccceeeeccceees. B
FATAL FURY ...cccccceeeeeeccccceecs. 36
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MUTANT LEAGUE
FOOTBALL.......ccccceueeceeecccecec. 34
OUTRUN 2019.....ccccceeeeeceeeeee. 56
PIGSKIN FOOTBRAWL..........62
RAGNAROK.....ccccceeeecceeecceeecc 32
SEWER SHARK..........ccccceee.... 48
SHERLOCK HOLMES:
CONSULTING DETECTIVE.....52
SUPER KICK OFF ..................26
TMNT: THE HYPERSTONE

HEIST ..ccccencccresscrcaccocsescsscessess 58
WILLY BEAMISH ...................46

MEGA-CD

Exclusive news on all the latest Mega-CD
developments.

LLY BEAMISH
‘C%!ck out our preview of the first CD adventure
from Dynamix/Sierra-On-Line.

SEWER SHARK

Utterly gob-smacking full motion video mayhem
in this shoot'em-up from Sega.

Lavish example of the Mega-CD or just a crap
looking platform game?

SHERLOCK HOLMES

Try your hand at three of the master detective’s
cases in this full motion video extravaganza.

CHUCK ROCK :
Does this take advantage of the Mgga—QD s
capabilities or is it just the same thing with a fancy

soundtrack?

HOLMES

>

Sainiock g P g ook o>
52
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Win an incredibly expensive
looking Sonic 2 baseball jacket
plus games in our completely
wicked competition courtesy of
the Game Plan Mega Drive
club. Answer a simple
question, write in and these
goodies could be yours.



Fancy acrobatics with
glowing laser weapons
are the order of the day
in the Tatooine
wastelands

Shooting next door’s
budgie is much easier

» when you've got a
powered up laser pistol

SUPER STAR WARS

tar Wars mania seems to be running rife again with
everything from new merchandise in the shops, to pinball
machines appearing in the arcades.

Those of you who keep your eye on the Super Nintendo games
scene will doubtless be aware that Super Star Wars, the new release
from JVC and LucasArts is causing quite a stir. Feeling jealous? Well,
worry not, rumours have it that US Gold is set to release the Mega
Drive version in the autumn!

Using key scenes from the film, the game takes you through loads
of different levels beginning on the desert world of Tatooine where
you face Sand People, Jawas, Banthas and the mighty Sarlacc.

NE 6 A DRI VE

APRIL '93

Pop off for a brief
tour around the
colourful Tatooine
landscape in your
'77 model
sandspeeder

Moving through the Mos Eisley Spaceport and the Cantina you
then find yourself trapped in the passages of the mighty Death Star.
After rescuing the princess and shutting down the tractor heam you
pop off to the moons of Yavin where you take off for the final assault
on the Death Star.

If the Mega Drive version is an exact conversion of the recently
released Super Nintendo game (as we would hope!), the game will
incorporate numerous styles of gameplay, including platform
sections, shoot’em-up levels (that play a bit like Rolling Thunder 2),
3D driving/shoot’em-up sections where you pilot the sandspeeder and
later a full 3D shoot’em-up in the Death Star trench.

Although nothing is officially confirmed as we go to press it seems
pretty certain that the game will emerge around September. Watch
out for more news next month.
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THE CHAOS ENGINE

s exclusively revealed in issue four, the Bitmap Brothers

is currently working on a Mega Drive version of its highly

acclaimed Amiga game, The Chaos Engine. Our
predictions for the release date will have to be revised though,
because although the game will be finished in April it has yet to be
signed up to anyone with a licence to release it.

Tom Watson, who’s quite important in the rather confusing
world of Renegade/Bitmap, told me that although they haven’t
actually signed with anyone there is “a lot of strong interest”.

This means that either he’s lying because no one’s mentioned it

There are keys to pick up

in passing to him and he’s starting to worry for his mortgage, or and a ring of fire to ward off
(more likely) there really is a lot of interest and he’s just waiting to e i vl

see who’s going to give them the right kind of deal and lots of dosh. open a door later in the level

NIGHTMARE HITS REALITY

the scales lets you past!
We can however, reveal a few more details about the game. The
basic gist is that some chap called Baron Fortescue has created
something called the Chaos Engine that tends to mess with the
whole fabric of the time/space continuum - like you do! Anyway it
is up to you and a friend to battle your way through four huge levels
and destroy the thing before it causes the end of the world.

Set in Victorian times you and your partner will be chosen from
six different characters, each having their own style of play. For
example, the mercenary will go racing around shooting everything
in sight, while the gentleman will take things a bit more carefully.

It won’t all be shooting and running though. Oh no, there is a
heavy brain-busting puzzie side to the game as well — many of the
bad guys need to be outwitted not just shot, and a lot of the objects
won’t have an obvious use.

Those with the Amiga version of the game are raving over it so
that bodes well for the Mega Drive game. We should be able to
bring you a preview within the next couple of issues.

4

With more than a nod in
i the direction of Gibson and
ﬁ$ Sterling’s, The Difference
f Engine, Renegade’s latest
game has a great Victorian
feel to it
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EXCLUSIVE: THE LATEST MEGA DRIVE NEWS

HARLEQUIN

‘ s BAD
AT 3! BREAKFAST

Ever so new and innovative
breakfast TV station GMTV (I
can’t believe it's not TV-AM!) has
commissioned Yorkshire TV,
producer of Bad Influence!, to
supply a weekly computer games
slot.

Hotpant-wearer supreme and
Bad Influence! co-presenter Violet
Berlin is the lucky individual
charged with getting up early on a
regular basis to give all the lucky
viewers a run-down on the video
games scene. Obviously Andy
Crane wasn’t glamorous enough!

PRO QUARTER

H merican foothall games seem to he === g

F
B

popping up all the time and every

now and then one appears that looks
damn impressive. Pro Quarterback from
Tradewest (the peeps behind Battletoads
among others) is one such game, and all being
well we should be seeing it in the UK
sometime this autumn.

Using a Madden-style viewpoint the game
utilizes some excellent scaling effects as you
hurtle along the pitch. All the usual features
you’d expect are present — a monster of a
playhook, loads of teams and tons of different
tactics.

If you’re tired of John Madden but fancy
something a bit different this could be what
you’re looking for.

M E G A D=RI WV E A DV ANTCETD G A MI NG
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EXCLUSIVE: THE LATEST MEGA DRIVE NEWS

EURO
AMS MADDEN SUCCESS
LEAGUE Siite Pk rereged e

250,000 copies of the distinctly
hink you’re a bit of a pro at John Madden Foothall? average Euro Club Soccer. The
Well, AMS Electronic Games in Edgware is organizing _C;Ue tmngfthtet %?nle.thas g[omg folr
i Tas It 1S e 1ac at Its only rival,
: a knock-out comqetltlon with the first prize being a World Cup Italia 90, is nearly MlRACI.E
holiday in Florida! Beginning on 15 April, the compo will be three years old...and gameplay- W e L
wise comes a bad second! Ah ready a storming success
held at the AMS shop on Tuesdays, Thursdays and Sundays. ; il i o Bopsar ¥k O the PG and NES. the Miracle
Once the competition has been whittled down to eight : :

Piano Teaching System is a
players a knock-out round will be played, the winner of which

R
MWW

combination of some advanced
will receive the first prize of the holiday plus three of the latest COOL SPOT S\/\%‘g’ﬁ’gl‘:gg ?nft‘g' f‘/iozsrkﬁ)yf;?éﬁ
Mega Drive games. Three runners up will also win games. " the Virgin front POt Not only does the program

For more details send an SAE to AMS, John Madden Coor;’isnei";’f toh”e Sehagg'“ofroi?s show you what to play, but it
Tournament (MAG), 145b Deans Lane, Edgware, Middlesex HA8 forthcoming platform game Cool | 2180 KEeps track of what'you
9NY. Your entry form must be returned by 31 March. Spot. _ playuini?l ;""Lg“fo‘;‘fg:ﬁz Ve

You may also be interested in joining the AMS Games Club hip?i?i‘r‘eﬁg;";ﬂ_mg ?Zt('fif;ftf[‘,i simple exercises and music
which offers cheap games to members. It’s £5.99 to join for thing, the game is basically a [HCIMGEGRINEE S SySa 'fets
which you’ll receive regular newsletters, and for a limited Mario-esque collectem-up. With ggg "igﬁt'_r"‘;:r‘t’;(;‘;ng’nage:" a v
period, two return flights to Paris plus two Euro Disney gorgeous animation and some It's st 1o be relaasad in the
Passhooks if you order five games! Write to the above address Laeﬁizlsr:',; 'ggi‘;’ggtogfe’;’ gcgsatrgf \> US about now and Mindscape is

or call AMS on 081 201 0535 for more info. watch out for. Expect to see it g‘f?“di':g W rolsase 1t I e B
released in May or June this year. BI0f S0 Sdiae

LoMe0e

SUPPLIED BY

| Streets of Rage 2
| 2 Road Rash 2
PIT FIGHTER 2
Prepare yourselves for thg
unthinkable because U
software house Tengen is L Leaderboard
preparing itself to unleash Pit (]
Fighter Il (Arghhh!ll). Not 5 Desert Strike
- satisfied with creating the =
~ worst beatem-up in the history 6 Sonic 2
- of the world, it would seem that
. the company is coming back to = H
' have another go. Shouldn’t 7 Taz Manla
- someone have had a quiet
 word with them! | 8 Rolo to the Rescue
- Touted as “a vaist m(pror\:: 9 S Thunderblad
ment over the original” (It has —
to be really doesn’t it? Things uper underbiaae E -
couldn’t get worse!), the game ; ) =
is going to be much closer to % 10 John Madden 93
the arcade original. Bet you
can't wait! ‘ New Entry Non Mover ¥

The game is set for US >
release in the summer, but it'll H = =
be at least Christmas before Risen Re entry Fallen
the game is launched in the
UK. :

M EG A DRI VE ADEVEA SN T E D G AMING
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TWO TRIBES

We've been waiting for Two Tribes
to turn up on the Mega Drive for
ages now. We received news of
the games development yonks
ago, but only now is it emerging
through Virgin Games.

Hang on a minute...What's this
Two Tribes lark? Apparently Virgin
is under the impression that the
name Populous Il is distinctly
unhip and passé. Presumably this
means that any of you who bought
the original Populous from EA are
obviously so unhip that it’s a
wonder your bum doesn'’t fall off.

Anyway, just because the
name has changed doesn’t mean
the game is any different. It takes
the concept of the original game
(that’'s the one with the proper
name) and expands upon it.

You play God and get the
chance to interfere with the lives of
all your subjects as they scuttle
around on the world beneath you.
Their lives are in your hands as
you help them to progress if you
want to, or alternatively wipe ’em
out with a fierce hurricane,
volcanic eruption or tidal wave.

The game is icon driven
throughout and if the Mega Drive
game is the same as the PC or
Amiga version of Populous Il it
should be dead easy to control.
Expect to see the Two Tribes go to
war in either June or July.

SuePR PR
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SPACE HULK

If you're after the definitive
strategy/RPG for your ..
Mega Drive, it could well "¢
be on the way with the help ¥
of a collaboration between
industry giant Electronic
Arts and RPG expert
Games Workshop.

Space Hulk has
been regarded as
one of the best
strategy/role-playing
board-games for a
while. Placing you in {
command of a team
of five imperial space
marines your job is
to explore the 5§
labyrinths of the [
Space Hulks and &=

eradicate the threat of “™"=****=" time in

the alien Genestealers.

Already available on the PC

and the Amiga, this monster of a

tactical role-player gives you

160 whopping missions to

complete. Using a variety of

truly meaty looking weapons

you have to make sure that

your lads get in there and

blow the alien scum to

kingdom come.

The crew at Games

Workshop informs us that

it's keeping a watchful eye

over the development of

the game to ensure that it’s

as accurate a version as
possible.

As with Speed Freeks

#=\ there is no-firm release

== date set, although some-

the autumn looks
extremely likely.

NIGEL MANSELL FORMULA
ONE GRAND PRIX

After being translated to just about
all of the major formats (i
the Super Nintendo
of a 3D racing g3
the Mega Drivg
thanks to the
Lotus Turbqg
Mega Drive.
Althoug
Nige's racé
cockpit’ si
Super Mona
Drive version

behind the car (a

Sega conversion is mu®

a racing ‘game’ than an acclre
simulation of the world circuit.

At present it’s not entirely clear
as to who will be releasing this.
There’s a distinct possibility that
Electronic Arts could well be

VvV ANCED
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handling the launch, although this
myet to be confirmed. Watch
Jeifer more news.

EMERALD HILL
CHEMICAL PLANT
AQUATIC RUIN

CASINO NIGHT

A= Al e Al




FEATURE: SONIC THE HEDGEHOG ON TELEVISION

SO

be seeing it soon?

s Sonic-mania sweeps
the world it seems
inevitable that we will
eventually see the
blue dude hitting
the telly. By the
spring of this year,
Sonic fans in the

States will find
Sega’s superhero in both an animated
half hour TV special called ‘Sonic the
Hedgehog: Heads or Tails’ (scheduled
for March ’93)

and a Sonic series,
to be known as ‘The
Adventures of Sonic the Hedgehog’,
which will be in 65 half hour episodes.
The TV special will see Sonic up
against Dr Robotnik (of course), his
spineless sidekick Snively and a
robotic chicken named Cluck. It would
seem that
Robotnik is
set on ruling
Sonic’s home
world of Mobius,

and after constructing the huge city of
Robotropolis the only thing that is
between the Doctor and success is
Sonic and his chums.

This one-off TV special is being
developed by a chap named Len
Jansen who has previously been
responsible for successful animated
series such as The Real
Ghostbusters, Batman and The
Smurfs. Pretty good pedigree eh?

FLYING NUTS

The series will take on a slightly
different angle. Each episode will
see Sonic as a fugitive running from
the forces of Robotnik’s SSSSS (super
special Sonic search and smash
squad). The squad comprises of a pair
of robot twins — Scratch and

Grounder who are
joined by other
mutant robot
monstrosities.

Sonic is also
pursued by an evil robot
monkey called Coconuts who
persists in throwing coconut
shaped stink bombs. Each episode
will reputedly carry a suitable
environmental or moral
message.

The TV series
has been developed by
Reed and Bruce Shelly
whose previous efforts have
included such classics as
Teenage Mutant Hero
Turtles, Captain Planet
and the Police Academy
animated series.

We are assured by sources
from both Sega and DIC Enterprises
(the children’s TV production company
responsible for Sonic) that the series
is being syndicated throughout the
world. All being well, this means that
we should see Sonic on British
network TV sometime this year. The
way things usually work out is that six
month lag exists between the US
screening and the arrival on .

E BO

By the time you read this the first Sonic
the Hedgehog cartoon will have been
broadcast on American screens. Could we

British shores of your average cartoon
series. Mario made it to TV-AM so
maybe Sonic could follow? We’'ll keep
you posted just as soon

as we hear when it will be
broadcast and who will be
airing it!

Sonic and
Tails will be
working
together as
they battle
the evil
plans of
Robotnik

G AMI NG
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The ‘letterbox’ system o
works as follows. As the

- -console has to update the
‘" screen So tﬁmsa s
seco kes up a ,

consi le amount of
processor time. The
_.smaller the screen size,

- the less nmepachupdate s :

takes. This means that
more time is left betweﬁh
these ‘updates for the' e
G;:onsole to move the
. sprites and grounds. 3
The end result is that the
game ntoves more quickly
~ because the smayer A
. screen.
~Anot eradvaﬁtage
Streetfighter Il has is
fact th. more thgn
four or five sprites are
. ever on one screen at
© once. OK, two of them
are big but at Ieas(;
the essor doesn’t
hgva much tg worq
out.

t will be released this year,
on a 16Mbit cartridge, for
the Sega Mega Drive. But
development is top secret —
no one is allowed to see it,
{ although it is rumoured to
be almost complete. We
talked to Britain’s top
console developers and
asked them how a Mega Drive
version of Streetfighter Il would
look, sound and play. What would
be«in this version and what
wouldn’t? Would it be fast enough?
Would it look as good as the arcade
version? If anyone can tell us,
these chaps can...

We talked to Renegade,
Imagitec, Tiertex, Gremlin and
Probe — some of the top console
development talent in the UK — and
got them to give us the low down.

The coin-op of Streetfighter Il
has 256 colours on screen at any
one time, at a very high resolution

i

- NOWIN CINEMASCO

- INVESTIGATION

It's being hailed already but

can it live up to the hyp

MAG talRed to the
programmers to see if the
MD version will deliver the

goods.

which means there is little or no
pixellation (thit is where it is
obvious the character is made up
of little squares.)

The Mega Drive can handle 64
colours on screen (maybe 80 at a
push) but not at such a high
resolution. This means the graphic
artists will have a lot less to work
with when they try to make the
game look as close to the original
as possible.

We took three 256 colour
screenshots of Streetfighter Il and
altered them to give a clue as to
what the Mega Drive version would
look like. As you’ll see they still
look very good — but they can
never be as good as the arcade
version.

It remains to be seen if the level
of detail present in the coin-ops is
carried over. Even with a 16Mbit
cart the combination of the

M E G A DRI VE A D
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backgrounds and the background
sprites may mean a simplification
of the sprites to save memory.

Opinion over this varied — sorﬁe
thought it essential to reduce the
detail and size to keep the speed,
but others reckoned it could go in,
at the standard Mega Drive
resolution, without a problem.

If changes are made to simplify
the characters, the first casualty
will probably be Zanghief’s tattoos,
a lot of the muscle definition on the
characters and that kind of thing.
They’ll all be as |nstant*y
recognisable as before, but the
m&&t likely comparison will be tp
the style of the characters in
Streets of Rage Il |

One common programming
trick suggested by our technical
gurus is to reduce the amount of
the screen used, speeding things
up, to allow for really big sprites
which slow things down. The




T

COMPARE
AND CONTRAST

This is a direct comparison of
the Streets of Rage Il (left-hand
side) characters and their
inspiration from Streetfighter Il
(right-hand side). The

Streetfighter Il sprites are

approximately 10 per cent
larger but the majority of our
technical experts feel it is
possible to get sprites as big
as the Streetfighter Il
characters on the Mega Drive

Capcom’s Btreetfighter Il is one the most popular coin-ops in the country

Streets of
Rage Il was
heavily
‘influenced’

[E] MAXESEES 7 ATiE

FAXEL

0ohzbY

Ry "2l AXEL AND
oy RYU

. MARTY 4

by the

game,
Streetfighter
Il and it's
the closest
the Mega
Drive has
come as yel,
but it can do
better

Y

Ken and Ryu are one of the best-matched pairs in the game, both tof them
having a firehall. Even with a three button joypad you could perform this

combination of the two gives a fast-
moving game with big sprites. The
Super Nintendo version of
Streetfighter Il doesn’t use the full
screen, opting for a ‘letterbox’
screen shape (similar to when old
films are shown on TV with the
black bars at top and bottom.)

If this was done on the Mega

Drive it could mean some really big
sprites, putting the biggest yet
(Streets of Rage Il) to shame.

As you can see from the
comparisons between characters
in Streetfighter Il and Streets of
Rage Il, the SFIl characters are
approximately 10 per cent bigger,
but SOR Il uses a full screen

oy

display. Technical opinion differs
but most think it possible for bigger
sprites, especially if only 32 colours
are used, and the ‘letterbox’
system.

All our panel agreed that audio
effects of a similar standard to the
Super Nintendo would be easy to

M E G A 0" |2V-E
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BLAZE AND
CHUNLI

SKATE AND
DAHLSIM

MAX AND ZANGHIEF

reproduce on a 16Mbit cartridge.
The impressive soundtracks from
games like Streets of
Rage Il (over 20
gorgeous, pouting
tunes and numerous
thumps and smacks)
prove that it is possible.




to take

But what of the gameplay? With

_ Capcom’s continuing policy

o of updating Streetfighter Il

in the arcades to make it

more playabie and to iron out

the weak spots, it would be
foolish of Sega not

advantage of the latest innovations
and introduce them in the cartridge
version.

The latest coin-op version, the
Black Belt, bestows Zanghief with
some more accessible moves, and
Guile now has new short-range
attacks to make him a better
fighter. Ryu and Ken have
fireballs that can be
angled up or down to
give more chance of
hitting the opponent.

The tricky thing
will be coping with just
three buttons. As

exclusively revealed in

A R e
The most likely colour range we'll
see is 64 colours

issue six, Sega has a six button
joystick ready for release in Japan,
but as yet there are no games on
release that can take advantage of
all those lovely buttons — neither
here nor in Japan. The favourite
theory insists it has to be for
Streetfighter Il

Hopefully when the game is
released it will have an option
allowing the player to use either a
three-button or a six-button
joystick. The three-button option

will mean either that the characters

will have a cut-down roster of
moves, or the game could select
them for you a la Streets of Rage Il

M E G A BERFEESVEE

A DV ANCETD

SUNENTINTTE

If the programmers fail to
include an option which maximises
the potential of a three button pad it
will be a sad waste. The Amiga
version released just prior to
Christmas had to be designed to
function effectively with a one-
button joystick — not the easiest
thing to do. The outcome was a loss
in the number of moves, a merciless
slash through the repertoires of the
characters.

On the plus side however, our

panel agrees that despite doubling

the number of buttons it won’t take
much fancy programming to ensure
that double the amount of input
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ol e g k If Streetfighter Il looks half as

o ';‘. == ¥ good as Fatal Fury (above) and

wTep ‘“5‘“ F.ﬁgﬁ s retains its inherent playability

ER - we should be on to a winner
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.-2 : This Fatal

- o Fury shot

:-‘ a e arrived just

- - as we went

to press and
shows some
very
encouraging

signs for the

. e outcome of
' .. 80 colours are a possibility, G the Mega
& but it is unlikely g Drive
- version of
= SFII

e i
o - - b -4
32 colours are not bad, but
we’d rather see 64 2,
¥ TATREREE R T sl 2 el = g Blanka, the large green thing on the right, is best at biting people‘s

heads and electrocuting them (seen here).

from the buttons won’t slow things
down. All the moves and all the
speed will be there.

If our technical experts’
opinions are anything to go by, then
things look promising for the
forthcoming Mega Drive version.
This prediction relies on the
programmers of Streetfighter Il
being experts in their fields and the
hope that Capcom will not
compromise in producing a top
class version. It’s
possible that it
could become
reality — let’s just
hope it happens.

(Left) Dhalsim‘s Yoga Fire is one of
the easiest moves to perform but it
has a spectacular and devastating
effect. (Below) Ryu is just about to
launch into the very tricky
Hurricane Kick

JOOLS
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PREVIEW: FLASHBACK ¢ SOFTWARE HOUSE: US GOLD

Delphine, the company
responsible for Another
World, has teamed up
with US Gold to create
ther graphical feast,

et again those

clever people

from across the

channel, Delphine,

have bought wus

another classic cart for

the Mega Drive, this time

they worked together

with US Gold. Due

sometime this summer Flashback

looks as though it could steal the

crown from Another World as the best

adventure game so far released on
cartridge format.

The story behind the game has

been borrowed from a few science

fiction films; They Live and Total

Recall to name the obvious

two. The plot revolves

around a scientist who
has developed the
coolest pair of shades
in the history of the
planet that enable the
wearer to view the
precise molecular
breakdown of every-
thing.
Big deal you might
think. Well matey, let
me tell you that this is
the most important
discovery since Dave found out about
deodorant! Mr scientist has discovered
the shocking fact that the people with
all the power on Earth are aliens.
As a result he is abducted in a
spacecraft, his memory erased and he
is dumped on an alien moon

b

After the completion of
almost every level the

player is treated to a small

graphical sequence

Spiralling downward into |
the deep dark void, can our
hero survive? Is this the
end? Will alien forces 1
overrun the planet? Is that |
the time already, gosh |
must be going
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surrounded by lush green jungle and
vicious monsters. Gulp!

Flashback has three difficulty
levels to choose from and seven
levels to complete. Each level has its

own terrain, ranging from jungle to
city, that are filled with the usual
assortment of bad guys to destroy.

UP, UP AND AWAY

The gameplay is tough to say the
least. Playing on easy level still
ks, %/, presented me with major problems
5./ when trying to work out the solutions
to puzzles and how to destroy aliens.
The inclusion of a password system
therefore is an absolute must. Without
it the frustration element of trying to
complete the game would certainly
deter many would-be players.
Flashback should appeal to a
large and varied section of
gamers. The ‘shoot the alien’
part requires the usual fast
responses on the joy-
pad, whereas very
intricate movements
have been incorporated
into the animation resulting
in all those platform =
skills coming in very
handy. What might put
~ off the casual
player (non-

RPG player) are the tough puzzles
dotted all over the terrains and
although not as difficult as the average
D&D game they could still delay
progress in the game for a few hours.
On each level certain items must
be collected before any progression in
the game is permitted. These items
range from identification cards that
enable our hero to pass through
security doors, to fuses that can repair
damaged electronics.
The second stage of
the game is vital because
it is here that our man
meets his old friend lan
and has his memory
restored. After this we
venture onto a futuristic

MMER ¢ COMPLETE

Another world (no pun intended) which is filled with the usual dangers.
The trick is to blast away at anything that moves

N, All of my hard work has finally paid off, the son of a something or other
i __é"{ has hit the dirt full of lead. | wanna go home!

- EEE .-
- T

Slowly, thE EEapE § 1]

regenerator reE—inmelant the
memncor xes i Coppad’ = brazr.

You don’t want to do that mate. Have
a look down there, see the large
nasty people wearing the purple PJs?
Well, they want to kill you




REVIE ASHBACK ¢ SOFTWARE HOUSE: US GO

- ‘-‘6
games show in order to win a

trip to Earth. This is important
\ because you can't afford

the tickets! |If you

' manage to win the first
prize off we go Earthward to
eradicate the evil alien

politicians. Is this guy an anarchist or
‘-L b e what?

BN s\ v g
LETHAL WEAPON
The cinematic graphics first seen in
Another World are all here but the
standard has been improved. The

main character moves superbly, from
drawing his gun to a spectacular roll
around on the floor while avoiding
alien laser fire. The techniques used to
create the effect result in animation
which rivals the cartoon sequences in
Mega-CD titles such as Road
Avenger.
When creeping around trying to
avoid the aliens the lead sprite is very
reminiscent of Mel Gibson in the
Lethal Weapon movies (one for all you
¢ ladies out there). This main sprite,

although very well animated, moves a
2 A little too slow compared to his
enemies.

Deary me, I’'m having
another one of those days ‘

The -
advancement
of technology
eh readers!
Flying
motorcycles, The animation in Flashback
what can | is second to none. To make
say? it so life-like, the
developers first used video
tape of actors as a basis for
the sprites. Animation is
actually at a speed of 24
frames a second

Luckily for me the keys
l were still in the ignition

The police have the advantage of
having far superior vehicles
compared to anything the
criminals possess. The object
bearing down on me at the
moment is a prime example!

Only some fast
manoeuvring can save me
now. Are you watching
this? Weeeeee to the
right, to the left

"Lt e Every scene in the game was first
7: Ouch, 've A Ll 3 sketched out by the team of

been hit. That : R artists. These scenes were then
was luck, digitized and touched up using a
sheer luck. video paint box system. The
There’s no Groan, where am 1? Oh games characters (which are
way he could hold on | remember, the animated using a film style

aim that police last night, the ‘Rotoscope’ technique) are then
accurately, no bike! I think I’'m going to superimposed over the top

way at all be sick :
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REI.EAS DATE: SUMMER ¢ COMPLETE

Ha! Not a Here we have our man
chance. In sneaking up on one of the bad
true Flash guys in true Lethal Weapon
Gordon style style. I see the nasty has had
our man has By ! his Ready Break

an anti- i “
gravity thingy
in his back
pocket, as
you do on
such
occasions

e have a wirnner! Allow
Fresent Conrad.,

Not all things will change for the
better in the future and stupid
games shows will still be knocking
around. What next? Son of Beadle

When finally released I’'m quite
sure Flashback will be compared on
many occasions to Another World.
True, they do look very similar and the
animated story introductions can be
compared, but to call Flashback a
mere revamp of an older game would
amount to a large smack in the gob for
the group responsible for its existence.

This is not so mMuch g
a sequel but a follow | RN And the prize is a free trip to Kidnap, murder, corruption. I don’t fancy
up to a game which A e " planet Earth. Cor lummy guv, this future lark so much even if everyone
sets new standards on ; that’s almost up to the same does have virtual reality units in their
the Mega Drive. standard as a Blankety Blank front rooms. What about quality of life?

cheque book and pen

tdt-aFF tt-‘gr a

CK TO BASICS A

’ello. i
What’s

all this
then?

|

e

3E et g
(oo mls g mcq:.“n b1 al= "

And a very good morning to you
too on this fine day

M EG A DRI VE ADVANCED G AMING
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REVIEW: GADGET TWINS ¢ SOFTWARE HOUSE:

Help! No, please
show mercy...take it ;
away. Take my money, my
children, my wife. Not |
Gadget Twins: | - |

2 3 =

REVIEW
N 4

thousand

unspeakable horror
pays a little visit.to
our

entity is so
appallingly terrible
that it is'rumoured great, brave men
have turned and fled from the
thought of the terror. The Black

' Plague, alcohol-free beer; Adolf
* Hitler, Margaret Thatcher, Dave

Goodyear, Nintendo, and now the
latest affliction to menace ‘the
planet...Gadget Twins. Superman —
where are you in our hour of need?
The area of employment I'm
fortunate enough to 'be in means
that every so often | come across a
game that is a pleasure to
behold. However every
.- silver_lining has. a

_ most -definitely a
i cloud of tropical rain
L. storm proportions.
— The massive storm
on the horizon in this instance is
probably the most colossal
accumulation of shit to have the
audacity to ever enter the office, and
that’s the good news.
Quite why anyone would actually

take some time out from their life to
“mess around and use up precious

very
years or SO,
something of

sick twisted’
little minds. This"

cloud ‘and this s

IMAGITEC

Be careful of crabs because
thoy can prove to be very
 nasty things, but then again
so can the little plane things
zooming around! A swift
punch to the gob should take
care of them

One of the many
thrilling things

to be found in

this undersea

X 3 . . y i
seconds designing a game such as

this is quite beyond me. | actually
feel for the family and relatives of

.. the _people who are responsible for

this rubbish. There may be
serious repercussions.

IMAGINATION
OVERLOAD?!

Well, what exactly is all
the fuss about (or lack of
fuss)? Please have a seat and let
me explain as best | can. Seemingly
all is not well in Gadget Land. A
criminal Gadget, who, coincident-
ally, looks like the cartoon planes in
Jimbo Jet Set, has stolen the magic
gem from the King's throne room.
Quite what a talking cartoon looking
plane would want with a magic gem
is eluding me, but who am I to
question such wisdom? But
nevertheless there you have: it.

" objects and animals results

A B Hie D e
Send for Ben and Bump,; Gadget
“heroes supreme, to.retrieve the lost

gem.

WHAT A WIM

It is now that all t!ie fuPh can
take place: In a‘one or two-
player adventure- it is now
up to you elther alope or

the differing levels against all
sorts of villains such as crabs,
sharks with false teeth, and hot air
balloons.

The two little planes come
complete with ’cute’ little
boxing gloves which biff
anything above, below or at
the sides of them.

Punching, the living
daylights. from various

in them turning into gold

M E G A DR EVAE
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‘j currency
' _planes can enter.a,shop

with a friend to fight through .-

coins  which must be
" collected. After collecting a
suitably larde amount of
the - little

‘and buy more powerful

“weapons. 7
Each level has a

pathetic * ‘guardian to

destroy befare entry to the next
., stage ‘can'be permitted. Get the
“‘general idea? Thought you might.

Fight your way through and win."

back the magic gem etc, etc... .« i

Just what is so bad about |
this compared to other
games in the overcrowded
market? Where should L
start — the graphics are
substandard, the back-;
grounds look like something
Geoffrey, Bungle, George and
Zippy have knocked together’ -,




RELEASE DATE: US IMPORT < PRICE: £35.00

‘Well, see you later Jools’.
The thing protruding from
the large fish is the little
plane Mr Boardman was
using. Oh, what a shame!

Al .

R ST e R R R

| pAnNEL

Mm, this
looks looks a
bit kinky. S
o S and M
T | : : anyone?

The local branch
of Harrods. Have

" a quick shufty

§ and see what
takes your fancy.
The hammer will
do nicely thank
you very much

i —

- i ot o , : e >- - e < i i ; ’ gl :‘v v
" ‘move about as fast as the M-25. ~ L MEGA . PAN EL _
“ " Need | say more? I've wasted . ol = :
enough time on this crap already, 1
please, please, please . . : SCORES OUT OF 10
someone get this ) £ S Taae OVERALL |

thing away from me.  © ¢
I’'m not having a good i ‘ Ay . SCORE SOUND

week. 5 & . ;
: > | - . |5% | |
'} 4 one/two PLAYER .
* Ll

DURABILITY

P ‘ ‘S UPPERGS DOWNERS

~

- iy |
-t : -
y Hmmm, another of
The biggest those vicious
fish in the pond guardians. Gosh doesn’t
it look frightening?

M EG A DRI VE ADVANCED G A MING
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REVIEW: HUMANS ¢ SOFTWARE HOUSE: IMAGITEC

Despite the slightly gauche sky colour, our
cavemen friends can still concentrate
enough to find a torch, but not enough to
realise they're going to need four of

L
(=
e
ol
-
-
-
-
-

> -

M E G A

O ROV E

onANcED

avemen, with that

‘rich’” odour of

dried-on sweat,

rotting mammoth

meat between their

teeth and a

propensity for

dragging nubile

young women back

to their caves, give us cause to
wonder why we ever bothered
evolving. | mean wage-slave or

G AMI NG

APRIL '93 ISSUE 8

caveman, which would you rather be?
(Actually Dave seems to have made a
good compromise!)

Still, despite my particular dislike
for the hustle and bustle of modern day
life, you aren'’t going to get very far in
this game if you don’t help the boys
find the items they need and then use
them properly.

Four items are there to be
discovered and used by your tribe of
humans; the wheel, fire and rope, not
forgetting the spear that is discovered
on the very first level. Not only can this
be used for throwing and poking but it
can be used for jumping.

How do you jump with a spear,
then? You stick it in the ground and do




RELEASE DATE: US IMPORT ¢ PRICE: £39.99

n Acrobatic
prms its
Id a tower to

e spear’ trick

"

b

¥ m‘f‘wvﬁww‘y’i:;’ R s R e

3 2 > o ol o

Lt

L

a bit of a pole-vault to get over a gap.
Dead easy!

The distance you jump can be
controlled very accurately and this is
crucial because one of the major
obstacles which appears by the
seventh level is a pterodactyl. You use
this creature to cross gaps, but be
careful, because miss its back and it is
death for one of the humans. These
spears are also extremely useful for
killing dinosaurs that would otherwise
eat you.

A death isn’t always that worrying
though. You have a tribe of 12
cavemen to play with and no more
than seven or eight are usually needed
to show their faces to get the job done.

= O

o

If you lose too many however, you
may not be able to continue.

Fire, while going down in history
as one of the all-time great discoveries
(and wouldn’t it have been cold without
it) doesn’t do much else other than
burn bushes. However, these bushes
can’t be negotiated any other way. A
burning stick is also quite good for
poking the aforementioned dinosaurs
in the eyes and getting them to turn
around.

TRIBAL CHAOS

The wheel is an interesting little item
and once found can be used as a
unicycle, not unlike that brilliant
cartoonstrip BC. The owner of said

 tethered to the pole can
ed and used to swell the

spears are far more
than torches against

wheel can then race
around, leap over gaps
and run over the toes of
assorted humans while
he’s doing it. These are
generally only used once in
every five levels.

Rope is one of the more
useful of the four items. It
can be used to lower over
ledges so that a human can
climb up or down from an
otherwise inaccessible area. Like
all the items it can be thrown across
gaps so they can be traversed by
someone else.

Some levels won’t have any items
available at the beginning but they will

The evolution of the species is in
your control at a very hands-on
level. Make the wrong jump and
the apes will take control!

M E G A DRI VE
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REVIEW: HUMANS ¢ SOFTWARE HOUSE: IMAGITEC

dactyls

bo the moving
of prehistoric

WWW* i *W'}‘ﬂﬂ— - "H ,.AW"‘

2 bigger head than the rest of
™ them. He can transform

’ any one of the four items —
which one depends on what you
feel is needed at the time.

ON YOUR MARKS...

Another characteristic these humans
show is a distinct inclination towards
acrobatics. They will build a human
tower so the top chap can leap off onto
a higher platform. If he’s got a rope
then he can pull the others up.

The levels are all timed which
means that there isn’t a lot of room for
error. One of the biggest mistakes is
leaving someone stranded behind a
gap as you and some others wander
on ahead with the only spear. By the
time you realise your mistake there
could be only 30 seconds left and not
enough time to go back and get him.

Another common problem is
finding a method to say, get a torch
from one part of the level to another.
The vast majority of the levels are
constructed like this with the problems

getting more complex as you
progress through the 80 levels.

It is addictive yet extremely

frustrating on many

occasions with a lot of

the operations

being repetitive

and very time-

consuming, -

like getting four
guys over a gap
with one spear.
To see it all go
wrong and have
to restart the
level is such a
pain.
The problem
is that you have

to control each man individually, which
is time consuming and pretty boring,
and the only way to switch between
them is to cycle through the cavemen
by pressing A. You're in trouble if the
one you want to use is about five
humans away in the cycle and you've
only got 30 seconds to get there and
do what he wants.

Humans’ problem is that too much

3
2
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|
"h r""
an‘-k-wm-m-n-mwm"’ f
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"

4
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#

of it involves performing tedious
repetitive bits of wandering about and
not enough genuine problem solving
is involved. For example on occasions
you'll have to traipse one little sod all
the way round the level to pick
something up and then come all the
way back again to use it. When the
problems do get tricky you still have to
do a lot of all the annoying bits.

s / /_ _ It/

i {

it

gy on the switch in the bottom left of the

e removed. Clever,

APRIL '93 -

eh?!

ISSUE 8

Ultimately it has to be compared
with games like Krusty’s Fun House
and Lemmings. Lemmings’ bonus is
that you aren’t in such direct control of
them, you can let them do their thing
while you solve the problem. With
Humans and Krusty’s everything has
to be done for them, you can'’t just set
them a task and let them get on with it.
Imagine if you had to make a lemming
bridge builder lay every block?

OK, Humans isn’t that bad but it
can make you feel as though you want
to perform acts of mindless violence
on the nearest inanimate object
because the game winds you up that
much. However, in
short bursts or for
determined puzzlers
this is a very good
example of its genre.

humans to this red
level is complete
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No one
1 about the
S

- that far, but he
le to throw the fire
s needed over to the
5, decisions!

olutely no way he can

DN ¥ ; platform and he really
MEGA PAN EL L= . : complete the level
o g ) >‘_, -l ;'i e

SCORES OUT OF I0

OVERALL ‘
SCORE

0%
ONE PLAYER o DURABILITY 7

UPPERSDOWNERS

SOUND 7




REVIEW: SUPER KICK OFF ¢ SOFTWARE HOUSE: US GOLD

England Vs Scotland.
Gerry’s lads kick some
butt as they storm up
the field laying the boot
into any poor
unsuspecting English
player Taking a penalty
couldn’t be easier.

Get the timing
right on the
moving arrow and
you’ll score every
time

M MCASIAN

KICK?

Could we finally have a
decent soccer game on the 5
Mega Drive? Kick Off is
acknowledged as the best i

game on other formats, so is

this version up to scratch? gl meRim Youi oan stop fhe game TR
o  Tactics at any point and order
S oui

2| substi & your men to use some

It’s just like on
telly this bit.
Every time a
really decent goal
is scored you get
a slow motion
play back

different tactics -

IT'S A MUD BATH e N

-
&

You can choose to kick off on a nice clean Or a real pitch with actual mud, grass and
carpet-like artificial pitch... weeds and stuff

nnnnnnnnnnnnnnnnnn
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. Ww that about every important pace, stamina and resilience, along

actually come across.one of the

tournaments you

European Cup and

RELEASE DATE: MARCH '93 ¢ PRICE: £39.99

{ENGLAND
L
| FRANCE
|GERMANY
dITALY

| play.. your way

A BT AT R
t styles @f

SWITZERLAND
| FINLAND

| NORWAY

| PORTUGAL
C.}3.5.

' he Mega Drive is World Cup style tourna
blessed with a youto try your hand at.

© multitude of You have the opportunity to 5 5
'games in all genres  play the matches with any team you 8 |SHEDEN DENMARK :
r one — the soccer like and also the option of |{NETHERLANDS HALES '\F

me. The few that modifying the team’s attributes to
dve been released are  give it that extra special personal
ysmal and none touch.
ter for the fanatical G i1 have the chance to either
nging for an accu ‘ ] tch within a tournament
playablo football sim. "
Super Kick Off is_ 3 ‘ idomized result in
consolized versio' \the season. This

SCOTLAND BELGIUM

For A

{ENGLhNﬂ

o v v o spere e g Iy

¥

husiasts the |/ e

you’re one of the people ho
been crying out for a decent . layer from every team
game you’ll be pleased to ] statistics including

You can shrink
the size of the
radar if you like

act of the game is included in  with shooting and tackling ability.
cart These effect that in ‘qwdual s
For those of you who’ve never  playing skill wh
pltch AII of t
numerous incarnations of Kick Off
here is a quick description of the
way in which it is presented.

The pitch is simulated to be ful
size and is vnewed from above by
means of a wi Ww that scrolls
around follow e ball. In the top™
left-hand cor the screen you
have the opti f viewing a radar
that shows where all of your, and
your opponent’s players are, along
with the position of the ball. This
means that wherever the ball is, you -
always know where you are in the names of the teams a
relation to both the ball, and the  colour of the kit in which they play.

There are
loads of
options and

. features
which can be

4 If you ¥ ) blue shirts with edi:ed. These |
know all there  gre eves, orange - inciude
kr A you_ A 5 player tactics | :
Site / about the ins and outs of llow socks you Sisd nasitions & %%
zcer so | won’t go over the boring s out to the ‘ {a-z-a  [a-a-

technlcé f' es! The game can be
played Qt a variety of levels fro
national to international and yg

When you |
whack
the ball
good and
hard it

There are four
different

can enter (as well '
as the World Cup). r"ﬂ'&’

These are the sails up
Charity Shield, the m-to the
air and

League Cup, the

uses a
rather
nifty little
' sprite

. scaling

“ effect

DRI VE A DV ANTCETD
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US GOLD (

REVIEW: SUPER KICK OFF * SOFTWARE

DWEEB PROOF MENUS

The time for each half
can be selected here

Do you
want the
off-side
rule or
not?

Skill level.
Do you want a
hard match or
an easy one?

PR IR
Weather sir? If the
flag is flying then it
could piss down

To give you even more

choice than just one or two-

player matches, you also

get the chance to brush

up on a bit of fancy
footwork.

Entering the training mode
lets you place the ball anywhere on
the pitch and practice shots,
passes, corners, free-kicks and
penalties without the hindrance of
anyone controlling the opposing
team. For getting used to the
game’s controls this is absolutely
ideal, and it will also, help to finely
hone the skills of even the most
seasoned video-football pro.

CHECKERS OR
STRIPES?

Graphically it all looks very nice
indeed and the presentation more
than adequately portrays the
various features of the game.

For example, in wet ditions

Do you want
extra time or
not?

®  This quits out of the

options section

important feature, but it’s this sort
of detailed attention that sets Super

Kick Off apart from the competition.
This is a slick and r&hg

product that has been well thought

The little

man

shows
you how
fast the
game will
play. Fast,
medium or
slow?

The

eraser

with the

skull and

cross bones
destroys
everything on
the cart’s

The coin toss. Who’s
going up and who’s
going down?

Do you want real
grass or
Astroturf?

If you want to
check out any
team’s
fashion sense
you can have
a peek at
their kit
before you
start a match

o el - §
of the j‘
appropriate for their

5 o

you shol
through the

the stripy grass field out. The matches are easy to screens withou 0 . ‘waiting y 4
become more and m concentrate on, the olling of the On the w for a decent footie g
around the goal are pitch is smooth and'the sprites are  more than liv ame, | think it’s -

progresses. It’s n

‘well anim

If you want
to create a
thoroughly
gross kit
then you
can. Check
out the
colour
clash. Ace
or what?

4

is afast and p ; (finally arrived!

_ The area
| around the
- goal
. deteriorates
' throughout
- when you
| have some
 dodgy
 weather. Just
. like the real
| thing

o
-




Toumaments can be played as either
a management game where you
accept randomly generated scores, or
you can play every single game. Your

best bet is a combination

= =
-
H M i
I X¥ []
B BURN ]
D GLEESO MI L
B BRADFORD MIL
PLURMA MI L
AL AKC M1 :
- } 1 -
"?".: 1 ATy I
HAR D
»'1' i ]
' ]- l -
i

: ﬂnro are loads of monus Imod with stats and
tactics so you can pretend that you’re really
clever and knowledgeable about the game. “I
don’t just watch it on telly you know”

 In the training mode you

' can place the ball

. anywhere you want on the
' pitch. Interesting screen

| shot isn’t it?

Once you’ve placed the
ball you can then play on
from a free kick situation

S
M E G A B_R ) ViR
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RELEASE DATE: MARCH '93 e« PRICE: £39.99

MORE PLEB
PROOF OPTIONS

A friendly
game. See,
people
holding

Training with a
little man and
some cones.

This is a nice
big shiny cup.
You can play

in one of four

tournaments if % hands...That’s cones in the
you take this e Very friendly! game, but it
option .

ADVANCED
ISSUE 8

L]
Two flags
show you
that this is

Editor

The editor is a
bit of a difficult
one ’‘cause this

The options
are clearly
represented

the has lots of by the word
international clever sub- ‘options’ and a
game option menus where nifty little

you can tinker question

@ Vary well presonM
@ Good use of icon

system

" ‘Thewest footie g.m. ,'_.;,1;;;

”fﬂ'

G AMING

about with team
names and stuff

OVERALL
SCORE

mark. Clever
huh?

m they went a

little over the top on

; ﬂlt iﬁats’

© SKY SPORTS



REVIEW: CAL RIPKEN JR BASEBALL * SOFTWARE HOUSE: MINDSCAPE <

AT BAT AUG HR
SANDS 291 26 Things aren’t
looking too good

4‘ AE 5 DT -HE
k for the away
T\ TODAY i o oo o team with two
3;*';. e ¥ innings to go
":;:l AN 28 385557 8 393 71 k¢ and a lot to
PIT- 02 30, 02 0 1o catch up

* CHI 0.0 10 oo @

{d  §

.“f‘ ¥ STRIKE 0 BALL 0 OUTS O v B

P\t N S— » i 7

M e W

-
m‘uéj’l
17

WHIMS
® d01 AUG
cd HR
g %3; iq 5?3 You’rrrre Outtt! Looks
| = Ca

like the ball made it to
first base before you did.
Unlucky

With the official release of
the much loved RBI 4 just
around the corner can this
imported pretender steal
the baseball crown?

This is the marvelous Mr Ripken
himself. Gee, what a famous man he is!

Pick which team is going to beat you
__ today from this map of the US of A

%]
-

: 1
" I
- 0aK o
BAL ol
B E { 4
" = b e
. il ngu 5 ]
Coss J
. X

o B

It’s a bunt, it’s

cop-out but

sometimes it

works to get the
L@l boys home

M E G A

DRI VE A D V
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RELEASE DATE: US IMPORT ¢ PRICE: £49.99

al Ripken Jnr is
possibly the
least famous
person to grace a
game with his
presence. | mean
| had just about
heard of Mike
Ditka, had a
passing knowledge

of John Madden, and knew Joe
Montana was the one with the limp.

I'd even heard of some of the chaps
from Team USA Basketball. But Cal
Ripken Jnr? Who is he?

| mean the photo on the box is
so badly focused that even if you
knew his face you wouldn't
recognise it here and there’s no
team name in evidence. In fact |
think even Columbo would be stuck
for clues.

WHO ON EARTH?!

Baseball is what this is all about
and a pretty tough little cookie it is.
In a rather dull and predictable
manner the game follows the rules
of the game precisely; nine innings,
three strikes, one pitcher and all
that sort of stuff.

The presentation is very similar
to the formula of RBI 4. The view is
from behind the batter so that
second base can be seen, and if
anyone is on the other bases
windows appear in the corners to
show if they're trying to steal a
base.

The animation of the batsman

If you’re not overly charmed

by your batsman’s ability
then change him

loaded. A
home run
is needed

" You’ve bunted the ball and now
you’re sprinting to first base, but
. the ball is going to make it

i before you. Oh the tension

There he goes again. Fortunately
this time he fell just short of
another home run

and the pitcher on this close-up
screen is of a very good quality, but
this quality doesn’t continue onto
the pitch overview.

Once the ball has been hit the
view changes to the pitch overview
that shows the diamond, the
outfield and the crowd. Obviously,
the players here look small and
indistinct in comparison to the
earlier stuff.

This feeling is heightened when
one of the animations appears. If a
situation arises where a player
slides to a base or is caught trying
to steal one then a really good
graphical sequence will run.

The gameplay is a lot trickier
than RBI 4 and given half a chance
the opposing computer controlled
team will quite happily walk all over
you, even in easy mode. It is much
harder to hit the ball effectively
without being caught out and it is
also really hard to find a pitch that
will beat the batter.

Perhaps the best part of the
game is the sound. The speech is

That’s it pal, you’ve had two
strikes and that one you just
missed was you’re third. Outtt!

nearly worth the money alone.
There is a classic “Steeeerikkke
threee! You’rrrrre outttt!” in there as
well as a few other nice bits. The
crowd doesn’t sound like an
elongated hiss either which is often
the case with this type of game.

TOUGH COOKIE

The options in the game don’t allow
for much in the way of freedom.
There is a league and you can play
exhibition matches, but there
doesn’t seem to be a lot of
difference between the teams. Each
one you play seems to perform just
as well as the previous one and in
an equally proficient manner to the
next one.

Cal Ripken’s Baseball has one
thing going for it, its difficulty.
Beyond that and the presentation
which is excellent in certain places
it hasn’t got much » -~
else. Unfortunately, it -
just doesn’t have the
excitement or thrill of
RBI 4.

w

Lﬁ

SCORES OUT OF 10

SCOR

RIPKEN JR

3%

°VERA'-E GRAPHICS F-3

SOUND 8

PLAYABILITY 7

DURABILITY ©

® Quality presentation

® Some great speech
@ Not a pushover
Thanksito Bits & Piecesl
Tel: 0625 501810.

M E G A DRI VE
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® Nothing much happens
® The teams all play the
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alfred Lace-cuff: The
local fop acts like a bit of a
girl, but he’s a cunning

player

5 ~

*nyes
~found

Kﬁlgs Table is .

‘centuries older than._
written

ve ever ,beeq
However,

“che: and ﬂ

is as .
accut“m‘e as th
‘experts’ can

manage.

REVIE
X7

agnarok is actually
two different games
in one. First
there’s the trad-
itional and ancient
game of King’s
Table, and second
there is the
modified game of
Ragnarok. The new version applies
the same rules as the Viking classic,
but employs some new little twists
revolving around Norse mythology.

The game of King’s Table is very
simple and although initially it looks
complicated, the rules are far easier to
learn than those of chess.

The board is divided into 121
squares (11 along each side) and
there are two opposing sides; the
blacks and the whites. The white side
has 12 pawns and a king set up in the
centre of the board, while the black
side has 24 pieces positioned around
the outside edge of the board.

All the pieces move in a very
similar fashion to the rook piece in
chess — either horizontally or vertically

P

-

B e
Take back the last .4
move. This is abit

'vthls

PREVIEW: RAGNAROK ¢ SOFTWARE HOUSE: IMAGITEC

through any number of unblocked
squares.

Unlike chess each side has a
different task to perform. The whites
have to try and get the king into one of
the four corners and the blacks have to
capture the king. Pieces can be ‘taken’
by surrounding them on opposing
sides. The king however, must be
surrounded on all four sides.

KING OF THE
TABLES

The presentation of Ragnarok is the
familiar computer chess style of
approach. You are given a 3D view of
the board as though you were looking
down on a table. There are even half
eaten bits of food and heaps of junk
lying around!

You move pieces by simply
controlling a small hand icon and
picking up whichever piece you want
to move. It's all very simple stuff and it
makes the game very accessible.

P‘UGMFXIRAS .r

ot thastioniyl [ ¢ o8 veeesi
[ “r! - o . [
- > - 4 ‘
g ’("\s,§ ;
& 2 5
p—
Surrender this game ’
chicken to follow it . =
through to theend . |*2
W ¥ ‘ & &
t M &, !
LY 5
j’\ : “ A "
mslolsyoﬁ!owi}‘.
your opponent’s
sarcastic comments
m"m S e
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A nice touch is the combat
sequence (mercilessly nicked out of
Battle Chess) where you zoom in on a
fight between two pieces when an
aggressive taking move is made.
Although not implemented in this early
preview copy of the game, the combat
sequence could well include some
player interaction.

When you begin the game you’re
presented with a number of options
including playing practice games, two-
player games and a tournament
where you must beat all of the game’s
characters.

When playing in a tournament you
have to beat each of your opponents
twice, once as the white side and
once as the blacks.

Throughout any game against the
computer controlled characters you
are persistently harangued and
hassled by your opponent after every
move has been made. Fortunately,
this option can be switched off, but it




RELEASE DATE: SUMMER '93 ¢ THREE-QUARTERS COMPLETE

who presents herself as a
good example of a ‘boiler’
e s

[\

does add a little fun to the otherwise
serious proceedings.

For those of you who are looking
for something a little out of the 6 B pen: 1
ordinary this could well be the sort of e b
thing you’re after. No UK release date y 5 s
has been confirmed as yet, although
Imagitec is eager to release the game
around the summer.

It's likely that the
game will be out first
in the States, so if you

| Z
can’'t wait, keep an & E 1 T
eye on the importers A% B " L i
from May onwards. f ir
f /. & :
bt | ! , RElL Dol
The game allows you to play
: either the traditional Nordic
Your opponent will take game of King’s Table or the
' opportunity to insult snazzed up game of
you. Fortunately, if this Ragnarok with its fancy
starts to get on your nerves, pieces and different moves
you can switch it off!

TAKES TWE GAINE Of
KINGS TARLE.Of ZOHICH
WE IS & IMASTER. ADD
SHAPES IT INTO A

Gunar TOHICH fOLLOZDS

L8 DnGDANOK HE TH
| CHRDGES 1070 )
4 0f HIS INADY

fORIN? The game begins with a fairly

Before starting a game of
- Ragnarok you have some
control over the style of pieces
that you can use. There are

4 T 5 r ; lengthy and intro that many characters from Norse

nnvEn HHD leEs 10 nv,M“um,::zgggyuu” ity Ve
] 1] myth that surrounds the game you can only use four in any

‘ ’ of Ragnarok single game
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Geir Godi: The local priest
is a timid and cautious
player who claims to be a
bit of a tactician

.

Bryan the Mg: oung,
suave, debonair and
ultimately boring

Ly a8

Hafgrim Geirson the Fat:
Short-tempered and ,
aggressive old lard balil

o4 ‘w;?v

Bork the Brewer: The
landlord. Quite a good
player, but not the
brightest chap you’ll ever
meet



t’s typical of American
arrogance to assume that
if there were to be an
interplanetary sport then
it would be American
football. Quite why it
couldn’t be curling,
cricket or even kabaddi
(When will the computer
version of that turn up?) is never
mentioned.

So it would seem we are to be
offered a futuristic American
football game from Electronic Arts
in a couple of months, kind of a
Madden 2525, if you will.

MUTANTS IN SPACE

In space no one hears the ref, in fact
rules have pretty much gone by the
board. The technical stuff is still
there; four downs to get 10 yards,

S |

Trouble on the 30 yard
line, but where’s the
ball? Does anyone care?

L

’!Lt -

S A

: P T
This garishly coloured
pitch is called the Trip-
Out Zone

offsides, six points for a touch
down and so on.

Out of bounds is easily
enforced, given that most of pitches
float through space and it’'s a long
way to the next planet if you fall off!
Essentially violence reigns,

especially when some of the
players are covered in spikes and
instead of running they roll over
other players. '

Like Madden,

screens come up so
you can choose the
clearest receiver to

throw to

ctual plays will be famil

to Madden fans although they now

have new names, like Blud Blitz
and Blud 'N’ Guts. The standard
special plays will all be in
attendance; punt return, punt block
and field goal attempt.

For the offence there will be a
new tactic which isn’t allowed in
present day American football.
Following a touch down a field goal
attempt will be awarded, but you
will be able to go for a fake field
goal and score another touch
down. Crafty, eh readers?

DEATH COUNT

To give it that super violent appeal
the game has a death index. This
index has five levels. Level one is
the least violent while level five has
all sorts of mutilated body parts,
pools of blood and assorted
internal organs scattered over the
pitch within about three minutes.
The game will feature 19
pitches, all with their own hazards.
These will include anti-personnel

The crowd
goes wild

W el
VAT

mines, holes and cracks that lead
directly to the infinite depth of the
galaxy, not to mention exploding
balls.

There’s also a large number of
teams to choose from, each with
their own strengths and
weaknesses, giving players a wide
scope of opponents to maximize
the challenge. You can choose to
be a crap team against a good one
to make it really tricky, or pick an
excellent team against the division
four no-hopers to increse that ego

S /4

S ocad

1 m
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‘E: EARLY SUMMER -

The Turbo Techies have their
chance to choose the play

Ty

1 10

TURBO TECHIES
SIXTY WHINERS

This close to the
goal-line, but on

DOMN TO GO YARD
20 4

00 00 00 00
00 00 1.00 00

your fourth down.
You have to go for
a field goal

When one of the
stars scores he
gives a quick ‘piece
to camera’

.\ The player

| celebrates a touch

* down by dancing

. around and nearly
falling of the edge

S

a The line of
scrimmage with
both teams ready

GQLQXU ACES
IXTY WHINER

o

for a play

boosting 72-nil thumping. It
promises to be a bit of fun on its
release, but whether it will be worth
buying remains to be
seen. You'll just have
to wait for our review
to see if it delivers
the goods.

JOOLS

[11]}
— : 20 0o 33
BASH'Ep .,

s g B -t —

X § Managers give fairly
useless, but
occasionally amusing
advice when you
choose your play

Choosing which team to play is
all-important if you don’t want
to get your arse kicked

SIXTY WHINERS

, SEGAL

: UERSION: SUN EVE. 1/17/93
GAME MODE j SINGLE GAME
QTR LENGTH 5:69 +
FIELD ASTEROID 66

JRESERVES OFF 3

M E G A A I-VER A DV ANCECED G A MI NG

» The ball was
kicked so high for
a field goal
attempt it hasn’t
actually come
down yet

These scuffles
can get really
rough,
depending on
how high the
death index is




REVIEW: FATAL FURY ¢ SOFTWARE HOUSE: TAKARA/SEGA

FIGHT TIME!

As the world
awaits the MD
version of
Streetfighter
II everyone’s

gagging for a
decent beat
‘em-up. Does
T B klf Fatal Fury
i A A A iy / i | pose a threat?

REVIEW
N

t seems odd that Sega is
set to release a game that
is possibly the biggest
threat to Streetfighter Il
only a couple of months
before it’s due for release.
Converted from the Neo
Geo original, Fatal Fury is
an accurate translation of
a very successful arcade game.
Very similar in style to SFIl,
Fatal Fury places you in a one-on-
one combat situation against a
multitude of fighters, all of which
have dramatically different
strengths and weaknesses.
Choosing one of three different
fighters, your eventual aim is to
destroy the evil gangland lord -
Geese Howard. Playing the part of

Date of birth:
15 March 1971
Height: 182cm
Weight: 72kg
Bood type: O

Among Terry’s amazing array of moves is this rather nifty floor
punch. By whacking his fist into the ground he can create a
momentary wall of flame

¢ r'v’g Q,}_"f'v'l %

Date of birth:
16 August 1972
Height: 170cm
Weight: 67kg
Andy’s a bit like Ryu in Streetfighter Il. By concentrating his karma he Blood type: A
can create a huge fireball with which to singe his opponents

|

Date of birth:
29 March 1972
Height: 180cm — — .

Weight: 72kg Joe’s whirlwind punch is a difficult move to master, but is
Blood type: AB an extremely effective long range attack

APRIL '93 + ISSUE 8
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RELEASE DATE: SPRING '93 ¢ COMPLETE

either one of the Bogard brothers,
Andy and Terry, or Joe Higashi you
must enter the street fighting
arenas in order to work your way up
to the big boss man.

JUST FOR YOU

As with Streetfighter I, each
fighter has three basic
moves - either a punch, a
throw or a kick — that can J®
be used in combination _*%
with various acrobatic
moves to build up a

veritable barrage of
destruction.
Each player will act

differently according to how close
he is to his opponent and will be
able to perform various different
throws or specialized moves. As
with all good beat’em-ups these
days, if you’re a bit nimble on the
old joypad you’ll be able to activate
a special attack which changes
from character to character.

Andy and his brother Terry are
both your typical American long
haired cool-dude street warriors
who have the stunning ability to
summon up different kinds of
fireballs with which to destroy their

enemies.
Joe on the other hand is
more of your brooding
Jackie Chan type who
prefers to summon up

various meteor-

ological effects with
which to crush the bad
guys. Using either
whirlwind punches or
lightning kicks he can

mangle Howard’s minions with
little effort. Pretty neat for a daft
looking sod with gold-
coloured shorts eh?
Unlike the forth- g

coming Streetfighter |l
conversion, Fatal Fury
does not require loads

of different joypad
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REVIEW: FATAL FURY ¢ SOFTWARE HOUS

E: TAKARA/SEGA

buttons to help initiate
the ludicrous number of
special attacks. There are
three basic moves so you
only need three buttons -
simple!
You have none of
£ this pratting about with
different levels of attack in
Fatal Fury, you just go in for
the kill and go in hard! The only
problem you may encounter is that
some of the more ‘special’ moves
require some nimble twiddlings of
the joypad.

THIRD TIME LUCKY

Fatal Fury was originally developed
for the Neo Geo home/arcade
system as a retaliation to Street-
fighter Il. By using the same style
graphics and a similar scenario it
seems that SNK (the chaps behind
the Neo Geo) were hoping to steel
some of Capcom’s thunder.
Unfortunately, due to the fact
that it was released so late it lost
out a bit in the popularity.stakes.
The same situation also occurred
on the SNES. Nintendo released
Streetfighter Il last year and Fatal
Fury has only seen the light of day
in the past couple of months.
The Mega Drive market would
seem to be a little different though.
For.a good six months or so, Sega
owners have had it rammed down
their throats that “you can’t get SFil
for the Mega Drive - nah nah na nah
nah”. To be honest, there isn’t

really a decent beat’em-up on the -

Mega Drive, Streets of Rage Il is a
decent game, but. it’s a different
sort of thing. Fatal Fury is actually
scheduled to be released in mid-
March, a good month before the
proposed release of SFil.

This unusual state of affairs
could result in one of two different
things. Either Fatal Fury will steal
an almighty chunk of Street-
fighter’s thunder or (the more likely

situation) it’ll get ignored a mere
month after it’s released. If the
latter came to pass it would be a
horrendous injustice as Fatal Fury
is actually an exceptional game.
The Mega Drive version has
been developed by Takara, the
same team that developed the Neo
Geéo and SNES versions of the
game. In.terms of presentation it’s
quite surprising just how close this
version is to the original.
Obviously 'the number of
colours used is somewhat limited,
but to be honest it’s ' not that
obvious. The sprites are the same
size, and the speed of the game has
not been compromised at all! It
could be argued that on the
technical side, the Mega Drive

version is actually the most
impressive. :

PLEASE RELEASE
ME, LET ME GO

Fatal Fury is currently confirmed as
being part of Sega’s ‘big push’ for
the spring. Alongside the launch of
the Mega-CD and other high profile
titles such as G-LOC and X-Men, it
is hoped that this will satisfy
players who are new to the Mega
Drive after buying a machine this
Christmas.

On the whole, if you're after a
decent beat’em-up
but' can’t wait a few
months this s
definitely worth
getting hold of.
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RELEASE DATE: SPRING '93 ¢ COMPLETE
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REVIEW: G-LOC  SOFTWARE HOUSE: SEGA

Last month

fancy scaling effect
as you whizz into your F-
o pit is here in all

we had i

Afterburner III on
Mega-CD, this
month we have
the cartridge
version — G-LOC.
Is this a
reasonable
conversion of the
arcade machine
or yet another
complete cop-out?

The game has a
number of pretty
piccies throughout

more than tart

rlords who sit
the table are
y animated very
a shame this
of attention to detail
ed elsewhere

REVIEW
X

onversions of
the Afterburner
arcade machines
are not renowned for
their exceptional
quality really are
they? So far, all
three we’ve seen
have been absolute pap
and G-LOC doesn't really look like it's
going to be much better.

I’'m sure you all know what G-
LOC is all about. You're an F-14 pilot
who must fly over enemy territory
blowing the crap out of anything that
gets in your way.

You begin the mission on board
an aircraft carrier and after
completing a series of both air and

Scanning the mission map
in the war room you get a
rough idea of the sort of
terrain youw’ll be crossing
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its glory. It looks dead
flash, but unfortunately

ground attacks you’ve then got to land
back on the carrier at the other end.
It's a doddle!

GARGANTUAN -
LUMP OF CRAP?

To be kind, it has to be said that G-
LOC on cartridge is considerably better
than Afterburner Ill on CD. Surprised?
We were! Bearing in mind that this is
only an 8Mbit cart it’s quite astounding
to find that just about everything is
better than the CD version apart from
the sound. Unfortunately though, this
doesn’t really matter as the game still
has a number of fundamental flaws.

The first and most obvious of these
flaws is the distinctly shoddy
gameplay. For some reason the
excitement of the arcade original is
nowhere in sight and what we end up
with is a plodding 3D shoot’em-up with
a rather temperamental control system
and some so-so graphics.

As far as aesthetics go, this is a

othing to improve

P ——
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RELEASE DATE: OUT NOW e+ PRICE: £39.99

Cor! You can throw this thi

of this c
I blow him up

8 Ooh, I think I'm

k going to be sick.
Never mind, if I do |

| suppose it’'ll add a
little substance to
the transparent
cockpit panel

Right then, here
we go. Right up
& behind the
awkward sod and §
then unieash a
ssile right up
bottom

Once you’ve got in close
all you have to do is
unleash a load of missiles
and yow’ll be sorted

reasonably close conversion of the
original. You get the zooming in and
out of the cockpit, and also the
unfeasibly huge number of missiles
with which to annihilate the bad guys.

Unfortunately, the responsive
controls of the arcade machine have
not been successfully mimicked here.
', When inside the cockpit the game is
fine, but for some unknown reason
while you're flying from ‘behind the
plane’ your F-14 suddenly develops a
tendency for spinning around in a tight
roll. Why? | certainly don’t know.

, MINE'S BETTER
| THAN YOURS

To be brutally honest, the graphics
here are actually much better than
previous incarnations. Although not
consistent throughout, the ground
detail is quite superb in places. When
flying over the more populated areas
l of the battle zone there is a decidedly
| SNES-like scaling effect that gives a

believable 3D effect to these levels.
Unfortunately, elsewhere you get a
plain slab of green or blue that looks
absolutely dreadful and decidedly old-
fashioned.

When it comes down to it
‘decidedly old-fashioned’ is a comment
that sums G-LOC up quite well. The
arcade machine itself is getting on a
bit as it is, and this doesn’t really come
close to that.

Overall, | reckon you'll only really
want to lay your hands on a copy of
this if you’re an absolute die-hard fan
of the original. If you're the sort of
person who adores the arcade
machine and wants a passable
imitation at home then this is the game
for you.

However, if you like your games to
be truly gob-smacking

visually and awe \ Z
inspiring in terms of & %
gameplay spend your & 4

£40 more wisely.

MEGA .PANEL

SCORES OUT OF 10
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SOUND 5

OVERALL
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DURABILITY 5
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 UNIVERSAL

MEMBERS AND
NON-MEMBERS WELCOME

USA's No. 1 GAMES CLUB
NOW IN THE UK

MEGADRIVE
MASTER SYSTEM
GAME GEAR
SUPER NES

WE'VE GOT IT
AT THE RIGHT PRICE

.FAST ...

|
|
|
YOU WANT IT | |
|
l
I

GAMEBOY
DON'T BE LAST WITH NEW OVER 60,000 I
RELEASES + INFO... MEMBERS IN THE
BE FIRST FOR ONCE! UK ALONE

* * MEMBERSHIP INCLUDES * *
| ® HUGE DISCOUNTS ON EVERY PURCHSE,
I ® FREE MONTHLY UPDATE ON NEW RELEASES,

RELEASE DATES + BEST BUYS,
I ® UNIQUE MEMBERS SWAP CLUB

|

|

| PLUS: PRIZES AND GIFT VOUCHERS EVERY MONTH. |
PLUS LOTS LOTS MORE 1

|

For more info call...

l 081 984 7337(5 lines)

.. ovGAMES..‘bWWAREﬂ‘“NEw«uEXCHANGEQQQC

EETFIGHTER 2
|ARCADE MACHINE

MIGA 500
cpf&TOON PACK

ETS TO SEE
T“%KGLANATORS

ACCESSORIES
GAMEBOYOF YOUR CHOICE

0891 87¢ 81

Calls cost 36p a min cheap rate/48p a min all other times, ALX, Box 33, M5 4GY. Please ask the permission of the
person who pays the phone bill before you fing. Average length of call is 5 mins which will cost £1.80 cheap rate.

Callers are requested to answer 5 questions and leave a tiebreak
answer all competitions close on the 31st April 1993

A NV S

ELECTRONIC GAMES
WE OFFER A TREASURE CHEST OF TITLES

MEGADRIVE (UK/US) MEGADRIVE (UK/US)
ALIEN3 3795 *PGATOURGOLF 2.

PITFIGHTER...

PREDATOR 2..

e ROAD RASH?2 )
CHAKANTHEFOHEV 39 i U
CHUCK ROCK .. ; Ay 36!
ind s : SONIC THE HEDGEHO 35,
DRAGON'S FURY i U .35/
DESERT STRIKE. j STREETS OF RAGE (16MBIT).......44;
EA NHLPA HOCKEY 93... 3795  GREENDOG... “2165  STEELTALONS... 34
ECCO THE DOLPHIN. 3999 INDIANA JONES... 3799  TERMINATOR. i
EURO CLUB SOCCER 99 JOHN MADDEN 93 3795  TERMINATOR !
F-22 INTERCEPTOR 99 KID CHAMELEON...... 99 THE SIMPSONS... 9
* FATAL FURY AL KRUSTYS FUNHOUSE ... TEAM USA BASKETBALL ...........37.95
FINAL ZONE 99 LOTUS TURBO CHALLEN TWO CRUDE DUDES.. .39,

* FLASHBACK | LEMMINGS............. WHEEL OF FORTUNE
*FLINTSTONES .. .CALL  MOHAMMED ALI BOXING WORLD OF ILLUSION.
* GADGET TWINS ] it WWF WRESTLEMANIA

POWERMONGI
QUACKSHOT...

WOULD YOU LIKE A TRIP TO 'EURODISNEY'?

When you buy 4 games or more from us, and join our club at a cost of £9.99 per annum, we'll
give you a voucher valid for one year enabling you to claim the following FREE of charge:

2 Return flights to Paris
2 Entrance tickets to 'Eurodisney'
HURRY!!! OFFER ONLY AVAILABLE FOR A LIMITED PERIOD OF TIME.

Send large SAE for details and list of available games or call.

Membership entities you to FREE monthly newsletters detailing [atest releases and news; colour
catalogue; discounts; Free entry to all promotions/competitions and Mega-CD newsletter.
WHY BUY FROM ANYWHERE ELSE?!?

(Prices start from £19.99. All software subject to availability.

Existing members need not pay membership fee unless your annual renewal is due)

'AMS ELECTRONIC GAMES'

SRR

ADVERTISE
IN THIS SPACE

cac our cirLie....GAROLYN WOOD

0625 511590
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EXCLUSIVE: THE LATEST MEGA-CD NEWS

. Sales of the Mega-CD in

the US topped 250,000

between November

and January. It hardly

comes as a surprise

therefore, that several

new releases can be

expected very shortly.

WWF WRESTLEMANIA

ot on the heels of the Genesis release of

WWF Wrestlemania comes the summer

release of the CD version. This will be

endorsed by Flying Edge, the company
responsible for WWF’s Mega Drive version.

The CD game promises improved animation

and a new digitally recorded soundtrack making
full use of the Mega-CD’s sound facilities.

The referee, the opponents and the audience
will now consist of digitized photographos as
opposed to the cardboard cut-out efforts
witnessed on the Genesis. Also the players will
now stride around screaming ohscenities at
anyone who will listen!

Expect this game to appear during the spring
of 1993.
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TERMINATOR

A totally redesigned
Terminator game from the
Mega Drive cart we all know
and love has recently
surfaced on Mega-CD
format in the States.
Programmed by Virgin
Games, The Terminator is
an all-new platform
excursion.

Our contact in the US
informs us that most of the
game is set in the wrecked
city of LA after the
holocaust, where John
Connor and his band of
human survivors...Well, if
you don’t know the story by
now forget it!

The word is that
Terminator is looking good
and it is expected to have a
gob-smacking soundtrack
when it is released this

spring.

ANOTHER WORLD

you may already know this as the American game Out
Of This World. The Mega Drive version of the game
looks great as youw’ll know if you saw last month’s review, and
the CD adaptation takes the graphics one step further.
Gameplay remains identical to that on other formats with many
of the puzzles remaining l.engar and more detailed digitized

v irgin is to release Another World on Mega-CD format -




EXCLUSIVE: THE LATEST MEGA-CD NEWS

O

R e
SHOOTING ALL OVER THE PLACE e
Ibuquerque-based American Laser Games is at the
forefront of CD development with four new-ish titles in
the offing. All hilled as action games, one or two should
be recognizsable to many people.

Due for release this summer is Mad Dog McCree. Yes, it’s that
old arcade classic where some old codger insults you and is
promptly killed - if you’re fast on the draw that is!

Also scheduled for a summer release is another ‘do it to him
hefore he does it to you’ shooting sim called Space Pirates. The
same rules as McCree apply in this one with the difference being
that the play is set in deep space as opposed to the 0ld West.

Both these games have heen immensely popular in the arcades
and American Laser Games is obviously hoping to cash in on this
success. The fact hoth games can be used with the Sega Menacer

Silpheed looks to be the definitive
shoot’em-up. Each of the levels
makes extensive use of the CD’s
scale and rotate functions, and all
the animation is 24 frames a
second, cartoon quality.

Watch for an official UK
release in the autumn.

Switch is Sega’s debut title on its
‘gagamation’ label. Apparently it’s
a sort of build your own cartoon.

Sega Europe seems keen to
get this title out in time for the

light gun should add to the realism.

Due for autumn exposure are two more shooty games. The first
is Gallagher’s Shooting. Gallery which is to some degree a hog-
standard, albeit good fun, ‘blow things away’ game.

The second game, Who Shot Johnny Rock? is
another old arcade classic. Some of you out

launch of the Mega-CD.

This is the next stage up from the
classic computer game, Sim City,
where you get the chance to build
cities, divert rivers and generally
cause mayhem across the globe.

SimEarth is being developed
by Maxis, the chaps who’ve done
every other Sim... game and
should be out soon after the UK
release of the CD.

there may recall the time when it was
featured on Games Master, with the ego
hattle between Dominik Diamond and Tony
Slattery! As with the other games mentioned,
Johnny Rock and Gallagher’s can be used

with the Menacer. Slapfight is one’ of those games
that rings bells in the minds of
any games player who’s been
around for a few years. It’s due
out on Mega-CD - and cart - in
the not too distant future and it
involves shooting lots of aliens

with a big gun. Sounds original!

HUMANS

umans, from Gametek, is also set to hit the Mega-CD.

The basic idea behind the game has undergone no s ‘
This is going to be THE big

major changes and apart from the new mind-blowing
soundtrack, the most prominent change is the size of the game.

The levels have doubled from 80 in the original Genesis cart
to somewhere around 160 in the new CD version. There is as yet
no word on the actual gameplay, however in order to complete
the new levels loads of new puzzles and tasks will be included.

adventure game of 1993. Set in a
typical fantasy adventure-type
situation you have to meander
around acres and acres of land
solving puzzles, chatting to
barmaids and beating up
monsters. Expect to see this one

Watch out for Humans some time next autumn Jround e ST

A-Rank Thunder is set in the
future in a world full of big robots.
Using all the decent effects that
the CD unit offers, we can expect
to see lip-synched speech, and
some sexy scaling and rotation
effects on the main images.

The Japanese release is
imminent, but it’s unclear as to
whether it’ll appear in Europe.

being the first week in April
and the machine will be
priced at a staggering
£279.99!

Although bundled with

*WWW’W'M’WWW*T ooy v
three CDs (Sol-Feace, a g o i : S
five-in-one disc and Cobra b il e Bl N\
Command) there will also e i f N
be five other discs et S ‘g'

launched on the same "

date. Expect to see Sewer
Shark, Road Avenger and
Night Trap among these.

=
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Willy Beamish is the first of Sierra/
Dynamix’s adventure game releases on the
new Sega format. Playing the part of a
wise-cracking schoolboy you must survive
the busiest summer holiday of your life.

REVIE
N\ 4

eginning on Willy's
last day at school
before the summer
vacation, you
control all of his
actions as he
skives off to get
home and prepare
for the summer video
game championship.

Unfortunately, things are stacked
up against young Will and due to his
appalling grades and bad behaviour
this term his parents refuse to pay for
him to reach his goal. How is a nine-
year-old to cope? Well, if he can just
get his pet frog to win the long jump
competition at the local park he can
use the prize money for his bus
ticket...

D
D

Computer owners will be more
than familiar with the style of
gameplay employed in Willy Beamish.
The player is presented with
numerous scenes in which a number
of actions are possible.

TOUCH AND GO

By passing your pointer
across the screen you
can move your
character around and
manipulate various
objects. |If other
characters are
present it is possible
to interact with them
and in this case you
have the opportunity
to treat your peers in a
variety of ways.

If you’re feeling
cheeky you can abuse and
insult other characters to
get into lots of trouble or you
can act very mature and sensible in

M E G A DERISN CE
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order to suck up to your elders and
betters.

The game contains a plethora of
puzzles including catching vampire
babysitters in vacuum cleaners,
escaping from school bullies in the
pizza house toilets, running away from
your younger sister and working out a
way of making your pet frog Horny
jump further!

Everything is presented
as though it were in a
cartoon and there is
speech and ‘real’
music to accom-

pany every scene.

Rather than your
average boring
sythesized sound-
track Willy Beamish
contains numerous
tunes that have been
recorded by a live
rock band. If you've
ever heard the music to
the Teenage Mutant Hero Turtles on

telly you’ll have a good idea of what
the tunes are like.

Although the subject matter of the
game is a young boy, the game is
aimed to appeal to all ages. Younger
players can simply enjoy the childish



humour and crazy antics of Willy and
his pals, whereas as older players can
tackle situations they won’t have
encountered since childhood. Ever
wanted to go back to when you were
really young knowing what you know
now? Well now you get the chance.
The intention would seem to be
that Willy Beamish will be released as
one of the 20 plus games that are

intended to be launched with the
Mega-CD unit in Europe. All being
well, you should be able to get your
hands on an official version by Easter.
If you're one of the lucky ones who
has bought a US Sega

CD unit you can but

this on import now.

Watch out for a review

in a future issue.

M E G A e o e

illy Beamish began

life as the brainchild

of Jeff Tunnell, a

game designer who

wanted to create a
fully interactive cartoon on a
computer.

Working with Disney artist
Sheri Wheeler the pair worked for
months trying to create a cheeky
schoolboy image in the style of
Bart Simpson, Calvin and Dennis
the Menace. Once Willy’s basic
image had been developed it was
up to Dynamix’s team of
animators and artists to bring
him to life.

The process began with Tony
and Merle Perutz (who had
previously worked with various
US TV networks) writing the
basic storyline.

Working with game designers
they incorporated puzzles,
dialogue and characters into a
workable framework for the
game. Once this had been
completed, the project was
passed onto the graphic artists
who proceeded to storyboard
every single scene.

A DY A N C E-D

APRIL '93 + ISSUE 8

After creating the storyboard
and subsequent gameplay
backdrops, the artist’s next goal
was to draw individual black and
white animation cells for each
move within the game.

Cells had to be drawn for
every single move of every
character before they were
passed on to the programmers to
be digitized and coloured ready
to be called up in the relevant
scenes.

Due to the nature of the CD
format the sound is equally as
important as the graphics so the
developers decided to bring Willy
Beamish to life with digitized
voices (lip-synched to the
animation) and music.

All 42 of the games
characters were played by
different voice actors and
hundreds of hours were spent in
recording studios creating the
perfect accompaniment to Willy’s
antics.

In all, the Sega CD version of
Willy Beamish took more than 50
people a year of hard work to
create.




REVIEW: SEWER SHARK ¢ SOFTWARE HOUSE:

The toxlc
~ sewer netwt e f ; - : & _
: Of the ﬁlture ; e 4. .‘ . T : 1 - - ' . You fat swine!

Commissioner
3 S e L — R ; X . Stenchler

your home fo ; ‘ 2 Yo " suns it up with

: * his ‘assistant’

lonﬁime unt.l I : ‘ > : inS_olarCity

while yoq

you manage e o LN R e o re:
get out‘ If y ou e : > Ghst will f:ontir:uall_y ‘ :

- ever manage to B ciring the quiter

moments of the game.

‘_ get out... : ¥4 : This is clearly a man on

the brink of insanity

Solar City is the place
you have to get to, if you
= don’t want to go out of

A ratigator, one of
the most common
sewer creatures,

?:;sa 7,’_‘;:3::"‘;7 i X : As you make a Ju:np to
Qatliognavon the B i W 3 : another tube you’ll ’
front of your shark : Sween dra-ma s
another direction, but
be ready to waste the
i1 ; : ratigators which are
Known as the ‘crazy 2 g N bound to be on the
looking thing’ you might 4 ] ' other side
be able to find it in the
prohibited Sector 19, and
%' it may just lead you to
4 Solar City
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Ghost has an
attitude you
might describe
as 'in your
face’

Sewer Shark was
¢ directed by John i . R
Dykstra, one of the e m
main men behind 4 -
Battlestar
Galactica, and it
shows - especially
in the launch
sequences

Recharge

bays never
seems to turn
up often
enough, so
make sure p
you use one %-
whenever you

anything much more da
than bats and ratigato
between a mouse and a
“but the further in you get
heavier the creatures ge - :
poundage the better ~ but they also
get more dangerous.. :
‘The scorpions are quite nasty'
‘-but among the most dangerous are -
“the moles. These were the robot
drones used to.clean the sewers
" before they 'introduced Sewer
Sharks, unfortunately the chemic

Falco’s cryptic

have addled their processors a tad
and they attack anything; including
you. The'nastiest of all though have
‘1o be the Zerks — these are mutant
fireflies which are now not

message may
well draw you to
a date with that
skinny chap in
the long black
cloak with the

more than angry suckers an scythe

they will take great pleasu(

in sucking out your brain
At 50,000 pounds: they
.+will add a lot to your tally

of poundage:

.Shooting things is only
part of the fun. You also

“"have to steer the craft, following
directions from your co-pilot Ghos! &3
Your tactful colleague will bark out
‘instructions to you — but only on
If you don’t catch them that tim
‘you’re in trouble. Fortunately

_are only certain places where y
can steer — just prior to these poin
Ghost will shout something like “12,
niner, niner” (up, left, left) and you’ll
have to make those turns at the
next three intersections. If y
make a wrong turn you may get
back on course, but it is unlikely.

On top of shooting you have to -
worry about gas build-up. A red
indicator will flash inside the
cockpit — once this happens, you

SCORES OUT OF 10

GRAPHICS e

SOUND b4

2%

 DURABILITY 8

OVERALL
SCORE

SEWER
SHARK

ONE PLAYER

® So cyberpunk it’s hardly ® Erm, you need a Mega-
feasible CcD

@® Sheer white-knuckle, in
yer face entertainment

and Sega is definitely’ { ;
o . @ Uses CD to the full

“on'to a big hard
winner./

ADVANCED
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REVIEW: HOOK ¢ SOFTWARE HOUSE: SEGA

You‘re 40 years old,

never leave your mobile
phone behind and neglect
your Rids. Then you
discover you‘'re Peter Pan,
and your Rids have @
been Ridnapped .
by the evil HooR. N
What a day...

REVIEW
N\ 4

his green tights

and Lincoln green
tunic lark isn’t for
everyone you know. It
takes a bloke who is
very sure of his own
manhood to leap about
in a dress and tights on
a regular basis. It is
made worse when you’ve got this
really camp guy in full pirate regalia,
not to mention a hook, after your
blood. | mean the whole thing
could really throw you
psychologically.

The game involves a fat
executive (who used to be a DJ in
Vietnam, or something) who’s got to
leap from platform to platform smiting
foe after evil foe. There are 11 levels
of it as well! | mean that is a long time

HOOI

to keep hold of your manhood and |
should know.

These 11 levels occur in
Neverland with the first seeing Pan
fighting the Lost Boys to try and win
them over. Once he defeats their
leader, Rufio, they’ll follow Pan.

Approximately every other level
features one of Pan’s adversaries from
the movie who are never particularly
strong but they are awkward to hit.

FLIGHT OF FANCY

Most of the time Hook will walk about,
but if he gets fuelled up by Tinkerbell
he can fly and hover. Once Tink’s
magic runs out however, he drops like
a stone.

His weapon is a short sword, but if
he’s a good boy he can power up to
the enchanted sword he used in his
previous adventures. This, as well as
being longer, also fires a plume of
magic stuff so you don’t have to get to
close to the enemy.

This is all well and good you might
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RELEASE DATE: MAY '93 * PRICE: £TBA
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think, but Hook suffers in one
department: the gameplay. Never in

[ three years of professional games

playing, and many amateur ones

l before that, have | come across a
game that is so damn annoying.

Never has one game caused me
to get so wound up as Hook did. |
mean it is supposed to be a platform
game for God’s sake, yet moving Pan
around is like walking through a vat of
treacle in a seven G environment. I'm
not suggesting it should be as quick as
Sonic, but let’s have some fun here

guys!

THE INVISIBLE PAN!

On top of all this the game can’t
decide when objects should hit Pan or
not. Known in the trade as ‘god-awful
sprite collision’ this causes immense
frustration because it usually means
that Pan gets hit when he looks to be
miles from whatever attacked him.

The same things happen with the

platforms, because |
when you think you've
easily made the jump
but for no obvious
reason you haven’t.

Didn’t someone i
playtest it for crying R
out loud? \

This is all a big Y
shame. Hook looks i
reasonably good,
and the soundtrack —
lifted straight from
the film — is what CD
games are all about.
The gameplay is just
such a pain that | was
perfectly willing to
commit acts of gross
violence on the next
thing that annoyed me.
Luckily it was only
Cavey Davey. If you
value your sanity then
leave Hook well alone.

MEGA PANEL

SCORES OUT OF 10

GRAPHICS __ 7|

SOUND

PLAYABILITY 3

DURABILITY 3

OVERALL
SCORE

PLATFORM

ONE PLAYER
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REVIEW:

had to admit to a certain
apprehension about tackl-
ing this game in the
limited time span
allocated for playing. The
adventure is a very richly
woven affair, needing con-
siderable concentration
and patience before the
fullness of the game can be fully
appreciated.

To simply slide it into the role-
playing genre would be more than a
little misleading because
Sherlock Holmes is
more of a text Vi

This screen displays all the different icons

you are likely to come across. Simply click
on anything here and the computer will
explain its function. User-friendly or what!

game, requiring the player to keep
notes both mentally and on paper.

"%, The CD memory has a limited
X

oA o

ability to carry out this
function, but in certain
circumstances, more
information than just
names in the on-screen
notepad are called for.

ELEMENTARY?

Sherlock Holmes is an
icon click and command
mystery game. It requires
the player to sift through

the masses of evidence and
clues which have accumulated
\around one of three devious

deeds Holmes and Watson are to
investigate. The three affairs are all
murders, and in best Conan Doyle
tradition no one can be ruled out
until the last minute.

To assist the valiant duo in the
search for the evil-doers, Holmes
has built up a reliable network of
contacts and informers. For the
word on the street, Holmes will
often use the Baker Street
Irregulars, a motley crew of
reformed criminals who have their
fingers in many pies. To extract
more society orientated
information, Holmes can rely on
such respected people as Henry
Ellis, a prominent journalist for The
Times.

The command system is
exceptionally user-friendly and it is
possible to leap straight in at the
deep-end without continually
consulting the manual. This is a

M E G A DR Ve A0V AN G ED G A M | NG
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. is known as the Baker Street
Regulars. They all drink in The Globe
(London joke for you lot out there)

5 >
Ao on
Al tse chory

I NN NSRS

Ye Olde London Ato Z

feature I’m sure will encourage
many people to at least have a go at
this type of game.

The gameplay is a simple
concept. From the various names
and addresses in the notebooks
and journals carried by Holmes,
you must read up on suspicious
characters and decide who can
provide the most informative
material that will lead to the killer.

A copy of The Times is also



Here is the man himself,
Sherlock Holmes, telling us the
virtues of reading The Times,
playing the violin, the coolest
clubs in the West End and the
best place to score opium

Who said everything
was better in the old
days? The judges look
like the same batty
old blokes still
kicking around today.
Come to think on it,
they probably are the
same old blokes!

To find out all the latest gossip on anyone, simply highlight
the name then click on the file icon. Hey presto! Lots of

Sherlock and his best
friend Holmes talk
about boyish things.
What’s in the pipe?

Jjuicy gossip and stuff

R Murra 7 s the H

emist at rhe Scotland
Cnmmologj Lab. OldH R is a
tremendous source of
m.formdnon although his
thoughts do” tend to ramble a
bit. There is, howewer, no
better mind when it comes to
interpreting the physical

Watson you bald
headed git, get up and
put the kettle on

included in the pack. This must be
thoroughly examined for announce-
ments of events and trivia that
might bring Holmes closer to the
murderer.

GOTCHA!

When Holmes selects a person he
feels can offer information, he will
then visit them for a discussion and
it's time to show off the capabilities
of the Mega-CD. These scenes are
wonderfully animated and are just
what one would expect from the
CD: good sound, great
colours...well, have a look at the
screen shots, they speak volumes.
To catch the killer, Holmes must
appear before a judge and present
his evidence. If in the judge’s

London Town circa the turn of
the century. If you look
closely enough you can make
out an American tourist
buying Big Ben for the knock-
down price of six shillings

opinion enough has been
accumulated, the accused will be
found guilty. But if the judge does
not feel Holmes has presented a
solid case, he will free the culprit
and it’s up to you to pursue the
case further or start looking for a
new suspect.

The sad fact is this; without
torrents of blood and loads of
killing and maiming, Sherlock
Holmes will probably never receive
the respect it is due. The average
Mega Drive owner has a tendency
to ignore this type of game. God
only knows how the
new generation of
CD owners will take
to it. I’'m keeping my
fingers crossed.

evidence from a crunc

OVERALL
SCORE

5%

Gt

g plaw

for the old
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REVIEW

N\ 4

’m having trouble coming to
terms with why Sony
Imagesoft has bothered to
produce a CD version of
Chuck Rock. The game has
five levels (although there
are a few extra screens
within the levels), it’'s an
average quality platform
game and it’s a damn good looking
product. The trouble is, it was all these
things on cartridge!

The only major difference | can
really think of is the fact that the
infamous ‘Chuck Rock Boogie’ that
accompanies the (admittedly still quite
funny) intro sequence has been
recorded by a live rock band. No
longer do we have the feeble Mega
Drive impersonation of a rock band.
No, now we have real guitars, drums
and keyboards blaring away.

As far as graphics go, the only
major difference is that the brief
animated intro sequence explaining
the abduction of Chuck’s wife (present
in the Amiga original) is now shown in
all its glory. complete with a truly
abysmal voice-over! Apart from this
the game is pretty much the same.

Gameplay-wise, Chuck Rock
retains its charm. The levels are large
and filled with mildly perplexing
puzzles and the overall impression
~ that the game gives is one of fun.

The idea of dashing around the
levels lobbing chunks of rock at

PLATFORM

ONE PLAYER

UPPER S§D

soundtrack
h

REVIEW: CHUCK ROCK ¢ SOFTWARE HOUSE: SONY IMAGESOFT

HUCK RGCK

ChucRk Rock has been RicRing

OVERALL
SCORE

12%

around for ages and now
he’s made it onto the CD. s - TN,
Will his adventures be any R &
d i fferen t? E r... in a wor d’ n o .' The graphics haven’t been changed

at all with the animation and the
baddies remaining the same

INTRODUCING

The brief new bits in the CD version
include some tactics not seen
before, like stacking rocks

prehistoric creatures is quite enter-
taining. The meanies you encounter
are just as daft to look at as ever
before and you'll still have a bit of a
chuckle the first few times you play.

The biggest problem that Chuck
Rock has is that it’s a bit limited. With
games like Sonic readily available you
really need something new and
different to warrant any attention.

If you don’t own a cart version of
Chuck Rock, and you have access to
a CD unit this is well worth taking a
look at. However, don’t
be fooled into thinking |f
that this is a greatly [
enhanced version of &
the original — itisn't. &

From behind the bushes the
anti-hero, Gary Gritter
(pervert and part-time glam
rocker) pops out as he eyes
up Chuck’s misses

Chuck sits (apparently naked
if you follow the storyline) in
front of his prehistoric TV,
watching some kind of
primitive ball game

Chuck becomes aware that

there’s some kind of

depraved debauchery

occurring outside and

decides that maybe getting
his lazy butt off the

couch would be a

’ \\ good move

To his horror, our hero
realises that chasing
through the countryside
butt-naked could get him
arrested - so he has to find
some clothes quickly!

SOUND =OO02995,

-p
B %N

DURABILITY S

OWNERS

new
dinosaurs
to thumb
lifts off in
the €D
version.
Take this
pink and
blue spotty
number for
example
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Olympic Gold.......ccecuuue. ....29 95...19.00
Pro Action Replay ............44.95..

Rampart........ 34.95 ...

Road Rash Il...................... v \

Side Pecket....................c 37.95 ..

3 Cme Ball...

. Chester Cheetah Sonic Il 32.95...22.00
Desert Strike Speedball Il ...........ccuuu...... 32.95 ...22.00
Dragons Fury........ccceeeueeees Splatterhouse Il o
Ecco Super Monaco I
F22 Tazmania
Home Alone.........cccccvurueenen Terminator.........c.c.cceeceveee
Humans........... Terminator Il... -

Indiana Jones .... 0 Thunderforce
Joe Montana '93 ............... Universal Soldier..
John Madden Football World Of lllusion...

Kid Chameleon ................ 95..19.00 WWF eoovvreeoooeooereoooerrrr 34,95 ..23.00

UK/Jap adaptor £9.95 plus lots of accessories:

Megadrive & 2 Games..£129.95 Game Gear & Game......
Please call before sending your order a2

Please add £1.50 for games and £9 for consoles P&P.

Shop: 213a Belsize Road, London NW6

Send orders to: Mega Games, Merlin House,
122-126 Kilburn High Road, London NW6 4HY

Tel: 071 372 4356

Prices subject to change

(UK) GAME GEAR
+
COLUMNS
£93.00
INC 1st Class Post

: GAMEGEAR

£34.00 OLYMPIC GOLD £24.00
£41.00| |COLUMNS £18.00
£35.00| |WONDERBOY 5.0
£34.00 NI £25.00
£34.00 SONIC 1l 4.5
£34:00| [SUPER KICK OFF £25.00
£34.00| |DONALD DUCK £25.00
£32.50 SUPER MONACO GP Il £25.00
£34.00 POPI £24.00
£ [ShCaTiasEn £CATY
e

£35.00 MASTER SYSTEM
£33.00 St

£32.50 £27.50
£34.00 SUPER KICK OFF £29.50
£34.00 ALD D! £27.50
£29.00 TERMINATOR £27.50
£29.00 OLYMPIC GOLD £27.50
£22.00| |BART Vs SPACE £29.50
£32.00 SONIC £25.50
£34.00 SONIC Il £26.00
$39.00| |PRINCE OF PERSIA 27.50
£34.00| |TOM & JERRY £25.50
£38.00 POPULOUS 29.50
£34.00 ALL TITLES £CALL
£39.00 SUPER NINTENDO GAMES AT
ATy BEST PRICES

TIPS

.

W

CHEATS

b,

SUPER PRIZES

v

GET YOUR SCORE SORTED
EEEEE -1

NO "CALL TIME" WASTED WITH VERBAL RUBBISH!
LINES UPDATED EVERY MONDAY WITH THE HOTTEST TIPS AND CHEATS AROUND

SNES 0336 4203 24
NES 0336 4203 25
GAMEBOY 0336 42 03 26
MEGA DRIVE 0336 42 03 27
MVIIN o s onany cormar

COMP-LINE 0336 42 03 28

(Multi-choice with Tie Breaker)

IMPORTANT:

Please ask the permission of the person who pays the telephone bill before making any calls.
CALLS COST 36p/MIN CHEAP RATE AND 48p/MIN AT ALL OTHER TIMES.
Calls cost a maximum of £3.60. Full rules from this address.

Megasus Solutions, Globe House, Headley Road, Grayshott, Surrey, GU26 6LB.




REVIEW: OUTRUN 2019 SOFTWARE HOUSE: SEGA

Occasionally the
road splits giving you
a choice of routes.
Ah, the variety!

Pull on that
breathing mask
because this is the
heavily polluted
21st century and
you're contributing
by driving very
fast. Tut, tut!

Driving in Outrun
2019 is as easy as

The road-holding in
the Outruns has
always been less
than brilliant. One
P false move and
you’re in a 360
degree spin before
“*2%% you can shout ABS

dangerous especially when
you have to avoid the holes
left by the Mafia’s anti-
establishment car bombs

REVIEW
X7

his game is called
Junker’s High in
Japan, but the name
has been changed for
Europe and the States,
presumably because it
sounded too much like
a German dive-
bombing simulation.
Either way it is now blessed with the
oh-so-impressive Outrun tag — Sega’s
long-running, top-selling, but flawed
series of racing games.

PURE SEX

I K First impressions suggest that Outrun
AL 2019 may well be an improvement.
The fact that it was programmed by
= someone other than Sega Japan is
) 2 promise of some imagination at least!

Normally you won’t get a
chance to see what the signs
" say, but due to the wonders of
in‘-- modern technology you can
read Kilroy’s message in full

DB L'V E A D

APRIL '93
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ISSUE 8

The backgrounds are the first truly
impressive bits of artwork seen in a
racing game from Sega. The
representations of world renowned
landmarks such as the Pyramids and
the Great Wall of China are really very
good.

The driving feels a lot better than
in some other games as well. For a
start, when you hit max turbo the road
shifts at a phenomenal speed and the
tarmac just whizzes under you.

The car controls quite nicely and
on corners it feels as though you were
genuinely struggling to keep the thing
on the road. The brakes are
responsive enough to make them
worth using — that is unusual in a
driving game.

It is lacking however, in the
number of awkward gits on the road.
The guys you come across are easily
dodged and if you do hit them it
doesn’t slow you down by any
noticeable amount.

Something good hazard-wise are



All the races start in
a tunnel. Quite why
is beyond me, but
— there you go
Surprisingly, the back-
grounds are actually very
good and worth enjoying : ¥ % . .
to the full. Here we see [ 1 i Occasionally things

i the Parthenon in Athens, | 3:;‘:;?2;%;’;90,.

8 the Pyramids in Cairo and & : v e its roof, but this is
those tree things in = LT R SR § only a game so it
Munich 1 Mypetsas ¢ soon gets better

- - Late at night deep in a
-~-.. Bavarian forest, you’re still
driving the same car at the
same speed

down for long enough and
you’ll hit super-duper turbo
territory and you’ll fly along
at a murderous 350 km/h

OVERALL
SCORE

the flyovers that don’t have any crash
barriers, making it oh-so easy to fall
off the track. If you do career off the
road your car is followed down until it
lands on its roof. Simple, but effective
as someone once said.

MAXIMUM TURBO

You get to choose routes at forks in
the road. This choice however, is 2

: : y ® The roads aren’t
usually dictated by which side of the entirely empty or devoid
road you are on and whether you can of life. You’ll find that
make it across to the other side just to these sods will do their
be different. It gives the game some best to get in the way
much needed variety in the early
stages meaning that the first few plays
aren’t always limited to the same
piece of track.

Outrun 2019 is the best in the
Outrun series on the Mega Drive, but
it will never stand up against Super
Monaco GP2 or Lotus.
It is merely a
competent example of
the racing genre but |
nothing new. ‘

N

JooLs

Cmane
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(Below) A quick ‘over the shoulder’
routine should sort this one out. ’'m
not quite sure how to get the turtie
to do this move but there’s always
time to learn...

They're
bacR! The

large reptiles
that live in
the sewers of
New YorR,
devour pizza
and use
appalling
English have
made it to the
Mega Drive.

L T ¥ - e

R b ol
This is the first level and can you
believe these guys are the ones
you’ll see throughout the game?
Oh, there will be the odd costume
change! Their fighting ability also
remains constant

(Below) Here are some more of
those ninjas sneaking out from the
back of a van. Excitement city!

o= - LEDO 88 =t
4 ﬁ%iiilwllwlll w o

hat is the
purpose of
this ‘almost-
conversion’
from SNES to
Mega Drive?
Well, use some
imagination,
what do you
think? Yes, Shredder and Krang are
at it again and now Mega Drive
owners are being given a piece of
the action.

This time Krang has stolen a
magical stone from Dimension X
which will enable him to take over
the world by shrinking all the cities.
Now those turtles have the
unpleasant job of retrieving it from
the villains and making the world a
safer place for all and sundry.

TMNT can best be described as

=0

DRIV E A D YV A NCED G AMING
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M E G A

a sideways scrolling beat’em-up
looking like, well, most other | .
sideways scrolling fighting ;
games which the Mega
Drive seems to have its
fair share of. From the
options screen you choose -
which hero you want to control
and then they leave to battle it
out with the forces of evil. 4

Five levels, with three & %
stages per level, must be ' .0
completed before your
hero can have a go at Shredder and
Krang. After the villains on each
stage have been subjected to some
ninja-type fighting one of
Shredder’s henchmen such as
Leatherhead the Crocodile or
Rocksteady the Rhino step up to
have a dig at the turtles.

Dotted all over the sewers and
streets are pizza power-ups which
give extra strength bonuses. Also
scattered around are special power
pizzas which enable the lads to



RELEASE DATE: OUT NOW < PRICE: £39.99

TMNT

@® Has a certain charm

® No variety

® A bit of a giggle playing @ Tedious

the turtlies

I I I I S AR At - B ©

wlt

@ Seen it all before

More electronic
objects. This
time it is dogs.

Yawwwn

These large
bamboo shoots
appear from the
floor and can hurt
when they spike

your bottom

£ Al e e

;\\. :: 5 w,

After some pizza there’s nothing the average turtle enjoys more than
spinning around with a sword in his hand. Large deep pan for me, please!

carry out deadly attacks. When one
of these is executed nothing and no
one is safe!

The deadly attack is at its most
effective when you’re surrounded
by masses of enemies, because the
ninja turtle spins furiously round in

a circle wielding his chosen
weapon and taking out everything.

Each turtle has his own very
effective special move. | found
Michaelangelo the best all-rounder
with those nunchukas ~ hmmm,
very nice thank you!

The game has three levels of
skill, and to be fair, apart from the
hard level TMNT is not a difficult
game to complete. When played in
two-player mode it quickly turns
into a competition to kill more
nasties than your counterpart and
becomes a tad on the tedious side.

The graphical content of the game
is nothing to write home about even
though the choice of comic book
colour or animation colour is
available. The later stages which
take place in Shredder’s base look
like every other space villain’s HQ.
However, on the plus side TMNT
does have a certain charm which |
can’t quite put my finger on.
Perhaps it is the idea of playing one
of the turtles themselves, or the fact
that | got an ego boost because it
was so easy. Despite the nice
things which surround the game its
faults far out-weigh the pluses.
Each level is packed with the
same old bad guys with very little
variety. The thugs don’t seem to
ever learn anything and by the
time you reach the final stages it
still only takes a couple of kicks
before it’s goodnight. Like the

M E G A DoRLLE VR
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Turtles themselves
the game is a little
out of date. Is it time
to hang those shells
up perhaps?

GERRY

LEQ 447
Hitil

Any time you
fancy matey-
bobs!



REVIEW: CHIKI CHIKI BOYS ¢ SOFTWARE HOUSE: CAPCOM

Here we are

again. More games
for the under fives.
Actually, let’s hope
Capcom has designed
Chiki Chiki Boys for
the very young or it is
in deep, deep trouble!

REVIEW
X7

his game could be
a good laugh if you
ever invited a
selection of Capcom
executives round for
dinner. Casually bring
the conversation round to
games and without a
shadow of -a doubt they
will be foaming at the mouth over
Streetfighter 2. Time the moment right
and then mention Chiki Chiki Boys and
watch those Capcom boys gag on that
cheap red wine. Ah...we can but
dream!

All that nonsense aside | am
assuming this is a game for
youngsters. If it is, well, it could be
judged as very average. The sad fact
of the matter however, is that I'm
incredibly vindictive and therefore it's
going to get the slagging it so richly
deserves.

Unlucky Capcom! What more do
you really expect charging 40 quid,
even if it is aimed at the really young.
Hold on a minute that makes the
outrageous price an even bigger insult
to children and adults alike.

SHORT, SHARP AND
POINTY!

To begin with Chiki Chiki Boys is a
side scrolling platform affair which for
the vast majority the time has dull,
completely uninspired flat 2D graphics.
| can see no comparison to the

‘bright and cheerful’ visuals
mentioned in the press release. |

One of the main characters
happens to be a short-arsed
little thing wielding a sword, ™
and the other main sprite is
another short-arsed thing
swinging a sword, but wearing a
helmet. | love a little variety, don’t
you?

If you can contain yourself to read
on I'll explain what is the object of the
game. Well, what | think is the object
of the game! Again no manual has
been included just more chips for the

bloody EPROM board (A bit of office
talk for all you budding writers out
there!).

It seems the order of the day is to
fight your way through three very
small levels. The scenarios are
underground, underwater and flying in
the sky battling numerous angels
among other things. In this last level
you actually get to meet the big man,
God himself.

Stop press: John has just handed
me some important looking scraps of

paper. What’s this?-Oh, the plot.
Monsters once conquered the
land of the Chiki Chiki boys, now
o they are out to reclaim it. Well,
i now we know. Back to the
review!

Right where was |? When
battling through this hostile
environment money and special
bonus power-ups must be collected.
Some of the power-ups can be used
in a smart bomb effect, which means
that you can destroy all enemies on
screen.

The money comes in very handy
when, well, buying things! Such as

D RIE YV
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PON*'T %oU KNOW THI S
THE FHRINE OF Mell
GoOD OF THe HEAR

more powerful weapons, tablets that
increase stamina (Hold on, isn’t that
sort of thing illegal in this country?)
and speed.

WHAP IT GOOD
AND HARD

Apart from this there isn’t really a lot
more to say about this game. It's just
the usual ‘wander around and hit




SUCRD & SFHIELR
SUORED

Those tablets on the left
provide energy. Is Capcom sure
this game is aimed at children?

One of the end-of-level
hee guardians. I think it

T 1S "MRGICAL ORB™ . ; ) looks very similar to the
COUTS 1200 COINS. T devil in Time Bandits.

4 Well maybe not! It is red
- e————— though, so that’s a start

the little stars of the game want
to distance themselves from the
embarrassing mess

This game is corhhuy
twisted. Here have
to duff up Iltthy:':mls. i Erm, what can I say.

Fancy a long hot

The obligatory dragon
pops up to make a
cameo appearance

things with swords’ scenario. It's very
small and unbelievably easy. There
are no exciting features just a large
blank expanse of background.

If Capcom wants younger players
to buy this shouldn’t it
have a special price tag
to match. Mums and
dads beware, someone
wants your cash.

CHIKI CHIKI 2

BOYS PLAYABILITY =2

DURABILITY 1

@ If the price was right it @ It costs £40
would be an ideal game
for small children

Another nasty thing
Jjust waiting to gobble
up the little hero

i 1
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The indoor pitch is no less
cluttered than the outdoor
arena, but the trap doors
make it a little more
interesting

player one is off the screen

FOOTBR

|
]
|
!
|
|
V
|
|
! et again it seems
that the Americans
have decided that if
a strange race of
creatures in the future
was going to play a ball
game it would have to
be American football!
| In Pigskin Footbrawl
there are two styles of pitch; indoor
and outdoor. The outdoor
resembles a ramshackle battlefield
and the indoor is a banqueting hall
| after one of those weeklong feasts
| that the Vikings used to have. This
| is quite a coincidence, given that
l most of the players have that
Vikingesque feel about them. You
| know, stupid names and helmets
with horns in them!
\ Pigskin Footbrawl is a two-joke
game. The first is that you can hit
} people and the second is that the
pitch is littered with obstacles. The
‘very close-up’ view of the pitch (if it
is 100 yards long the screen shows
| 20 yards) means that the ‘comedic
{ potential’ of bumping into things is
| exploited to the full. For ‘comedic
potential’ read ‘great idea for 10
minutes but doesn’t
it get bloody
annoying soon after
that’!
The real downer
though is that you
@ only control the
This

" captain.

Replacing ‘ball” with “brawl’

usually means a crap, yet

violent version of the original
game. Will this be different?

means that you spend half your
time trying to lead him back onto
the screen without bumping into
said obstacles. This fact really
takes all the fun out of the fighting,
in that you only have direct contact
with about 20 per cent of it.

DAGGERS DRAWN!

The fighting is allegedly enhanced a
tad by the addition of weapons.
Assorted spears, daggers, axes and
nooses are scattered in a very
laissez-faire manner across the
pitch for the teams to pick up. The
harder the weapon, the longer the
guy you hit with it stays down. Gee,
what fun! .

You can’t however, really
control any of this. What you can
change is what attitude the team
has, although | couldn’t perceive
any noticeable difference between
the four different styles of play.

On the plus side you get some
very good speech and sound
effects, top quality grunts and
groans, but you don’t get much
else. I'd be delighted if | got Pigskin
Footbrawl on PD for my Amiga, but
I wouldn’t pay this
amount for it. The
game is good fun for
10 minutes, apart from
that forget it.

A massive scrap breaks out on the
pitch, but the guy controlled by

Wou are the
1Eader of &
TENEJAJE ba
of WARRIORS
E Uit A GAD
ATTTUNDE.. .

FOOTBRAWL

45%

- SCORES OUT OF 10
s [Grapkics 7
SCORE

SOUND S8

|PLAYABILITY &

DURABILITY &

ONE/TWO PLAYER

@ Initially raises a
chuckle
® Great sound

Telt 0532 500445.

® Not enough gameplay
@ Irritates quickly

Thanks to Console Plus:
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Win! Exclusive Sonic 2 jacRet!
plus a selection of

the very latest _,

games. -

k___‘_,.—ummmm S

THE BEST GAMES BY MAIL

ame Plan is a

members-only

cart club which

provides its

members with

official Sega

products. There are

no membership fees,

but once you've joined you are offered

a number of savings on games, with
your first game being 25 per cent
off the recommended retail 4

7
.

draws to win brand-new
releases.

If you're interested in Ey—f": 1
joining the club call 0459 ‘ 2,1

_

price. Members are also /4 C/
; ; // :

entered into free prlze A
s 4

123999 for full details CW IR

This number is charged at
local rates 24 hours a day.

HOME-RUN

Thanks to Game Plan we have
the chance to offer a stunning
Sonic 2 baseball jacket worth £80,
plus a free game of your choice to the
first prize winner. Three runners-up
will win any game of their choice.

All you have to do is answer the
following question...

Question: if Game Plan can
provide the first game which you order
from it at a 25 per cent discount how
much would this be if the game cost
£39.99 to start with?

Would it be:
A: About £34.99
B: About £26.99
C: About £29.99

Don’t forget to include both your
choice of free game along with your
jacket size (small, medium, large,
extra large) when you enter.

Send your answers to:

Sonic Threads
MAG
Maverick Magazines
Waters Green House
Waters Green
Macclesfield
Cheshire
SK11 6LF

Get your entries in by 31
/ March '93.
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“Sad and

lonely”™
says JacRie.
Are you all
really that
bad? We try
to find out.

RICHARD
HEARTLAND

GD: Do you feel the recent
harassment of games players in the
press is justified?

RH: Generally, | would say it’s
unfavourable, but it has probably
improved a bit, | don’t usually pay
much too much attention to the
media. I think certainly fantasy
games such as Dungeons and
Dragons get a very bad press, at

THE DEVIL'S ADVOCATE AT VIRGIN MEGASTORE LEEDS

DEVI

The evils of game playing, especially video

games, has attracted more than its fair share of
media attention recently. With new and shocking
revelations appearing in the national press almost
every day we decided to ask the people at who all
this abuse is directed what they thought of their
current media standing. ‘
Are we going back the witch-hunt of the early
’80s when several influential pressure groups
mounted a canipaign to have all Dungeons and
Dragons produtts completely banned, claiming
they were “The Devils Toys?” or is it just another
publicity stunt/by the British press hungry for
more hype now the royal family are out of vogue.

university many
to this view, they
stereotype. So
not help themsel
involved and tha
well, the rest is
GD: Could you e
yourself being ac
or games?

RH: Well, if we'’re tall ] -

computer games then, no. A lot of
games are good fun but the bottom
line is if you complete it you get
bored with it and then you want to
go off and play another game. |
think the closest thing to an
addictive board-game would be
Dungeons and Dragons because
there has so many different
connotations one can get from it, it
is such a good game.

GD: How do you feel about certain
quarters cultivating the idea that
games players are, for the best
part, social outcasts?

RH: Well role-playing games are the
complete opposite. To play a the
game correctly you need a circle of
people, how can this be
unsociable? Most people | know do
not belong to any particular gaming
sphere, we all have fairly varied
social life that do not involve
games.

e are those type of

i 2 and there are those
who go for the more involved genre
of games. You know, the type of
game that can last a long time and
fill in those long boring rainy
evenings.
GD: Do you feel that this coverage
is totally unjustified?
SR: For the most part, yes, I find it
insulting.
GD: What type of game do you
prefer, board or video?
SR: | enjoy most games, but I’'m not
an addict before you ask...or
accuse! Any game that will give me
a few hours of enjoyment on any
format suits my needs.
GD: You speak of being addicted,
any views?
SR: Ha, | suppose it is easy to
become addicted but | have other
interests besides games, my bike
for one, the TV also comes in
thereabouts.
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dictive’ debate?
t of it is probably

some 3 rimarily about how

come addicted and it
surpri how fast people can

become hooked to video games. I
suppose it all depends on how well
the person in question takes to
things, they could just as easily
become addicted to sport. | enjoy
games, but ’'m not addicted.

GD: What are your thoughts on the
stereotype image of a games
player?

Ady: Well it’s certainly not true of
myself, do I look like a train-
spotter? I think the on the whole
the console does not suffer from
this image it’s more the role-
playing types who suffer from this
bad press, but at the end of the day
they are all games of one
description or another. Personally |
can’t see the di<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>