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Greetings, Sega Fan!

It gives us great pleasure to welcome you to Mean Machines:
The Essential Sega Guide.

As you may or may not know (and we won't be too hard
on you if you didnt), we've both been reviewing Sega games
for the pages of Mean Machines Sega for several years and in
that time we’ve had the pleasure to see just about every game
that Sega have released officially on the Megadrive, Mega-CD,
Game Gear and Master System — as well as a lot which have
only been available from Japan or the USA as imports.

We've tried to cram as many of these games as possible
(374 unless our limited arithmetic skills have failed us) into this
complete reviews guide. We've included the imported games as
well as the official releases, because although they’re not wide-
ly available in High Street chain stores, dedicated Sega fans will
find most of them are well worth seeking out on the shelves of
your local games store.

The world of Sega is getting more exciting all the time.
Even since we began work on this book we have been swamped
with new releases which we didn’t have room for in the main
reviews, but which we've included in a special section towards
the end of the book. Since we launched Mean Machines Sega,
though, we've seen the launch of the Mega-CD, Sega'’s step
towards a more advance breed of video games, and even the
average capacity of a Megadrive cartridge has doubled from 8
megabits to 16 megabits allowing better graphics and more
action. And now that the Megadrive version of Streeffighter Il
has been launched it looks like massive 24 megabit cartridges
are going to be the norm! Who knows what’s coming next?2
Well, we do, but we'll have to leave that for another time...

Happy Gaming!

Jaz & Rich.
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Hand-held gaming more your

scene? We've got loads of Game
Gear titles for your to read about
and they’re right here...

f
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MEGADRIV

. S . 1
his in-depth simulation
enablesploers fo foke con- PRESENTATION 61%
trolofeither the eponymous Pretty sparse in the way of pre-
688 or a Russion ALFA submo- sentation screens, and the inclu-
tine in @ number of missions sion of foreign text when playing
ranging from a simple training the Russian sub is a real pain.
exerdise 1o all-out sub-oqua % i 81%
war! When a blip appears on your Attack Sub uses sampled speech  and gratuitous violence for my ol % =
There ore fen missionsin ~ sonar, the best thing to doisto  for crew repors, and if you liking. But this one has a grip- Nothing special, !"-" the ‘“"m‘?'"ll
all, with varying scenarios, bt hop across to the radio room choose the Soviet sub, all of the  ping atmosphere which draws screens serve their purpose quite
the objective of every mission s where o computer study of your  speech is changed into the flu-  you into the action and keeps well.
1o torpedo some enemy forget  farget displays exadly what tis. ent Russian, which s a nice you playing. I's quite tricky to SOUND 79%
and escape without being sunk Alternatively you could use your  touch. get o grips with, and the Robot-like led M d
yourself. Your sub is only periscope and your own eyes fo Usually, slow-paced simu- instruction manual has fo be o Sl o
equipped withosmall amount  check out he sitatio,shouldlatios ke 688 AockSub read proery, bt onceyou sparse effecs. No music ot “"
of torpedoes and warheads, so your target reside on the sur- aren't my wp o tea, with far embark on a mission and start PLAYABII
firing off missiles any old how  face. too much fddling around and ~ sinking enemy boats (not Ater a while controlling the suh -
is't good enough. Youcould it To add o th relism, 688 notenough lrge exlosions fiendly ores ke i, it second nafure and here's good
a friendly vessel, or a biological becomes very enjoyable. If
torge (probably  whalel). youreloking foran unusual funto "‘h""d "':'":g Ghig
and engrossing game with plen- oS
ty of lasting appeal, have a look LASTABILITY 85%
a this. Plenty of tough and d'mlleﬂging
missions fo complefe,
difficulty levels and a choice nf
subs as well.
OVERALL 84%
A decent enough simulation, but
lacking slightly in the thrill stakes
to really hit the mark.
S —

eroblasters is another of the

Megadrive’s most popular 2 k 2 S PRESENTATION 85%
genre: the horizontally-scrolling L An adequate array of options for
shoot ‘em up. Based on the
Kaneko coin-op of the lafe 3 3 cie 0|fhﬂ1& typ!l The ﬂﬁed
Eighties, this is one of the earli- E 3 3 bonus is the two-player mode.
est blasters on the Megadrive, 5 . GRAPHICS 77%
50 it's quite hard to come across Not dazzling now, but
on the shelves. Like most shoot-  some variety. The graphics The game's major flaw is that in any system, but nowadays it Aeroblasters retains some effects
ers, you power-up with the plen-  range from very smart fo so-so,  its too easy, especially in two- looks a bit fired when compared that still impress.
tiful supply of icons, though the  and the game is inconsistentin  player mode, so you'll hove to fo younger shoot ‘em ups like e
extra weapons themselves parts. The one thing you can b resist the plentiful continues. Biohazard Battle. SOUND 4%
aren't very dramatic. sure of is a gigantic end-of-level  Aeroblasters was hailed in its Afitting soundtrack for the cease-

Pilots Holly and Mike boss with awesome weaponry. time os one of the fop blosters less action, and a good range of

punch their way through six lev- destruction FX.
els of evil empire action, giving f
you the chance fo play two-play- L
ers at once. Some of the levels and o
have tight maze sections to e . blasting action, with some variety
negotiate, giving the gameplay in later Ievsls

2%
Unfnnunmlr Aeroblasters is too

easy fo complete, and the game's
features aren't that fresh.
OVERALL 74%
Once a good shoot ‘em up,
Aeroblasters has been overtaken,
and belongs in the second divi-
sion.

S —
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PRESENTATION 73%
Afair selection of options and an
arcade-perfect attract sequence.
GRAPHIC 75%
Not much variety, but the excel-
lent 3D sprites whizz around the

- 1 p b screen at top speed!
; ; . SOUND 80%
Thumpin’ good rock soundiracks

and explosive effects.

PLAYABILITY 74%
Fast and furious, but not terribly
demanding. Fans of the arcade
given, : game will love it.

The joypad buttons llow = pleasing LASTABILITY 69%
Youto change the speed your F- -~ > Twenty-one levels but they're all
a bit samey. You will come back to
it now and again when you fancy
afost blost.

OVERALL

A simple but enjoyable shoot 'em
up, but even though it's still better
than G-Loc and even Afterburner
11l on Mega-CD it can't be regard-
ed as an essential purchase.

RESPONSIVENESS
SUPER-SONIC

o he? Well, Alex Kidd had

his hey-day some five years PRESENTATION 60%
back, when he starred in some Not a great deal in the way of
xu; Mos;ﬂﬁi'ﬂl: ngvenmre& & ‘ smart fitle screens, a minimal

ega’s answer fo Super selection of options but the way

Mario, he made o later debut in ad gy 2
this, his only Megadrive game :!\;h?ame itself is presented is all

Sadly, the old magic had gone,
and a rather mediocre platform  leaves Alex Kidd looking and out. Despite the cute scenario, to buy is the price tag — just GRAPHICS 61%
adventure i ol tha's lefthere.  sounding ke o Master System Al Kid s for fanafcs only, ~ under £20 onthe budget label. The Alex Kidd sprite i quite nice

The Enchanted Castle is a mix- game, but with the addictiveness  and there cannot be many of JAZ but the whole game has a sort of
ture of platform jumping and of the 8-bit adventures ripped them left. The only inducement ‘slightly-enhanced Master System'
puzzle solving, across a large | ’i IZ <

mop of ever-changing scenery. WS look about it.

The gameplay isn't that bad, - —— Ls ~ SOUND 53%
with los of ecrets rooms and ) 2 3 ~-L Some excruciating music, sound-

bonuses fo find, and the game’s T 08 2 e 1 ing like kid's TV twaddle.
quite big. The big problem is 3 [ ¢
the game fails fo utilise the z Tt - PLAYABILITY 65%

Megadrive's capabilites, which 2 5 BESE It's not too bad to start with:
— z plenty of locations, plenty of puz-
zles

LASTABILITY 49%
Not much in the way of original
ideas, and the action soon
1 i #
GAME DIFFICULTY . L g b{(omes routine.
MEDIUM ; ov

ALEX KIDD IN THE
ENCHANTED CASTLE

D v ' Alex's ageing adventure isn't

UNLIMITE
SKILL LEVELS much cop, despite the budget

1 %
RESPONSIVENESS ko

FAIR S —
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"he most terrifying monsters

from outer space have land-
ed, and they're busy eafing
humans, vomiting smelly
entrails into people’s under-
wear, and generally causing o
bt of a hord time. Only o hero
armed to the teeth with destruc-
tion-bringing arfillery con give
them a right royal kick up the
backside and sove the world!

There are three distinct

sections fo Alien Storm, but in
all of them the aim is simple.
Standing between you and the
end of the level are a whole
host of creepy ghoulies and your
aim is to kick alien butt
(although the use of high-power
lasers is probably going to be o

the priority is finding all the and raucous blasting effects.
prisoners and getfing through ‘The only problem | can see with
the exit before the mission fime it is that the gomeplay fails to
runs out. change significantly between
Alien 3 immediately each level. It's always o case of
impressed me -.m m dark, learning where each and every
omaz- alien ond prisoner is, and the
ing porall lling and excel- set pattern,
lent animation. The sound is which MUST b learnt o beot
also impressive with some. shll the time limit. Still, olthough
music—if a fod i not i l

i’
polished, highly enjoyoble
blosting/exploration ame.
RICH

ALIEN STORM

tod more effective). There are
eight levels of alien-busting
antics, with the final showdown
taking place in the aliens’ UFO
—in flight!

Every level has o special
building that contains humans
trapped by the alien menace.
Here, the action changes info o
3D Operation Wolf affair, with
the good guys blasting the

18 MM MEGA REVIEW

aliens and completely destroy-
ing the scenery!
Alien Storm is o fantastic

blost that's virtually orcade-per-

fect! The graphics are spot-on
with a whole host of brilliant
aliens and decent bockdrops.
The action is mega-fost, very
smooth and highly addictive.
You'll be ot this until you've
completed it ... which, erm, isn't

very long I'm afraid.

Yes, if's sod but oh-so-true;
completing Alien Storm is about
os difficult putting on a pair of
trousers! It's a real shame that
the exira difficulty levels don't
really add that much of  chal-
lenge to the game. Fortunately,
Alien Storm is budget-priced
(€19.99), soit's not as if it's o
‘major rip-off or anything, but it
is disappointing to find that an
otherwise excellent game is let
down in the long-term play
stakes.

Al the mlmuophm ndudm
regul including
joypad configuration, but no pass-
word syﬂam
93%
% rip with doom and
sprites are superbly
nmmmd

SOUND: 89%
Gun sounds are brilliantly but
some of the funes are a lttle too
jolly and don’t match the forebod-
ing atmosphere.
PLAYABILTY: ~ 90%
Gmimm'i;dhﬂwmnmlsis

and strai
e,
sive.

LASTABILITY: ~ 86%
m.:fm difficulty levels and I:
a system mal
this very challenging.
OVERALL: - 89%
An excellent platform game with
:?k ﬁ;: ﬂuilk and spills you could

PRESENTATION: 89%

Loads of options and nice presen-

fation screens make this a very

attractive game.

Avide : of excelled et
va nt

which lookdzyﬂ like their um

counterparts.

Doia:&l!t:sms and brilliant blast-

ing produce a stunning

aural cacophony!

L,
fing xenol is

mega-enjoyable and very safisfy-

ing from the word go, especially

in two player mode...
LASTABILITY:

Imtﬁn i ht levels won‘t

And & ':Iary lor;in atall.
aving two players fighting

side by s:g makes it even easier!

lhmnnwedihlyensymﬁmsh
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AII hell hos broken loose in
Fantasy Land, where once
again the forces of darkness
(headed up by the despicable
Evil Overlord) have risen up

from the depths of Hades fo give

the living a bit of a bad time.
Only one person is hard

enough to launch a counterat-

tack against the rampaging
legions of doom, and that
someone is the eponymous

Alisia Dragoon! She’s probably

the hardest girl in the known

world, known for her thunder-
ous magical bolt-throwing abili-

ties and her strange relation-
ship with dragonkind.
It's her tosk to travel

through the eight-way scrolling

R

levels, using her magical abili-
fies to beat up any undead min-
ions who cross her path. Alisia
can also call upon the terrifying
capabilities of four different
dragons, each with their own
qualities and powers, whom she
has befriended to cause yet
more havoc.

When | first strted playing
Alisia Dragoon | quickly
acquired the powerful homing
lightning beam and sat back,
expecting that it would allow
‘me to crush everything in my

path. But as soon as | reached ore merilessly put back to the

the end-of-level boss, my pre- beginning of the level

conceptions were proved horri-  (argghh!). Allin all, though, the

bly wrong! Alisia Dragoon original gameplay and the fast
is a tough mother of game,  action make this one that you'll

throwing everything but the come back to time and again.

kitchen sink af you! In foct, con-  RICH

serving enough energy for

your confrontation with the

first boss is quite a task.

Normally, this sort of caper =
puts me off, but the game-
play isn't all that frustrat-

ing — apart from when you m—

use the continue option and

s

Al'l‘!l!'D BEAST

PRESENTATION: 85%
A few options to tweak, induding
alternative control methods. The
game itself has a decent feel to it.

GRAPHICS: 92%
Gorgeous backdrops and charac-
ter graphics. A visual feast!
SOUND:

Some up-fempo tunes back the
proceedings and there's some
great blasting effes too.

PLAYABILITY: 84%
It's always good to play a game
which s a bit different from the
norm. Even better, the simple
nature of the gameplay makes
this easily accessible...
LASTABILITY: 88%
.and the well-balanced difficulty
level makes this one that should
keep you well occupied for a few
weeks.
OVERALL: 87%
A good fusion of platform and
shoot ‘em up elements makes for

an absorbing, challenging game.

3

PRESENTATION: 2%
The two-player mode is a definite
bonus, and all the ‘trappings’ of
the arcade are present.

GRAPHICS: 6
Boring, bland and blocky spring
to mind when the backgrounds
and sprites are surveyed.
SOUND: 59%
Speech of yesteryear, and unwolf-
like howls sound pretty ragged.

Other music is minimal.
PLAYABILITY: 60%

Mildly com, Jmlswe for a few goes,

but Altered Beast has no depth to

its gameplay.

LASTABILITY:

45%
Most players will plough through
Altered Beast in a few sittings —
and they won't be back.
OVERALL: 48%
Crusty as they come, Altered Beast
is from the arcade’s Jurassic era.
Game evolufion selected it for
extindtion!

| P————
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mazing Tennis s designed

by veteran programmer
David Crane, well known for his
gaming innovations. Amazing
Tennis continues the tradition by
taking a new approach fo pre-
senting video game tennis. The
viewpoint of the game is from
directly behind the player,
putting the game into a realistic
3D perspective. The game is.
played by using the basic shots
— volley, drop shot and lob to
force an error on the part of
your player — either missing
the ball or hitting it out of the
court (the likeliest event in this
version of the game).

As you become more profi-

cient you'll learn factics for

% 4

A

influencing shots. Posifion of and at immense speed. The the Megadrive for two reasons.
the player and fiming of the feeling of 'being there’ is Firstly, the opponents are pro-
shot make all the difference. heightened by the comprehen-  grammed to play really well,
Dominating the gome from the  sive speech, the digitised voice  making it hard fo get a shot
net is your ultimate object, but  of established umpire. The rac-  past them. Meanwhile you are
the computer players are recep-  quet and net samples are simi-  struggling fo play from the new
tive fo your strategy. larly authentic. perspedtive. In one-player mode
The players are shown as While Amazing Tennis has  you are aided by always playing
‘massive sprites, which feature. a faultless look, some may be at the near court, but two ploy-
some brilliant animation. The put off by its difficulty. It's prob- ers have to swap ends, and
ball moves very realistically, ably the hardest fennis sim for ~ judging distance at the far end
o g 21 heri * However, the wide
wwh* range of shots and
. the speed of Amazing
Tennis make it well
Y worth persevering.

= ge ook o

4

skills. Despite all this, the range are thus tiny, and the game is

charaters, with names of surfaces, and the shots you'd d l
like Cassie Nova (ho ho! expect from any decent tennis the player movement has been
Geddit?), but not in any recog-  game, it all goes sour. This lies bodged. The players
isab An addi- ith th are not able to walkin o
muﬂwkmm i
game, l k

b Voag al
going.

‘presentafion is
enhanced by a training mode,
‘where a ball machine tests your
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PRESENTATION: 75%
There are los of options, but the
presentation is quite spartan —
and there's no frainer.

mﬂ”ﬂllcz e 84%
e realism of the 3D perspective
is remarkable, but it causes some
play problems.

2 82%
The FX are excellent and atmos-
pheric, with some really neat
umpire speech.
PLAYABILITY: 86%
The initial difficulty makes
Amazing Tennis fricky fo get into.
LASTABILITY: 90%
Tactics come with time, and the
opponents are tough cusfomers.
OVERALL: 89%
A premium tennis fitle, that's one
of the most realistic console ren-
derings of the sport yet. Brilliant
graphics and sound make
Amazing Tennis one game which
truly lives up to its name!

PRESENTATION: 64%
One or two players, singles or
doubles, a training mode and
skins game. But there’s no
International tournament.
GRAPHICS:

Atrocious in just about every
respect, with poorly drawn and
badly animated sprites stumbling
around ugly court backgrounds.

37%

SOUND: 61%
The demented Dalek umpire does
his job at keeping score, but with
no panache.
PLAYABILITY: N%
1t's a fast game, but the players
are frustratingly difficult to con-
trol.
LASTABILITY: 36%
The problems of gameplay soon
makes you question the whole
endeavour.

38%

OVERALL:
Andre will want something

stronger than coffee when he sees
this dire effort.




1 was o bad day for partide

physicist, Lester Chaykin, when
his atom-smashing experiment
went wrong and sent him
hurtling through into another,
nastier dimension. Naturally he
wants fo get back home, but at
the beginning of Anather World,

ANOTHER WORLD
(34
VIRGIN
PLAYERS

DIFFICULTY
MEDIUM
CONTINUES
INFINITE
SKILL LEVELS

splsh, the hop, ki ondjump,

%
AQUATIC GAMES

ELECTRONIC ARTS
PLAYERS

1-4
GAME DIFFICULTY
EASY

rch Rivals casts aside the

serious sim aspect of other
Megadrive Basketball games
titles and proffers a more car-
toon-like, humourous approach
to the sport.

Only two players from each

team are on the court af any
time and the player controls

ARCH RIVALS
FLYING EDGE
PLAYERS
GAME DiFHCULTY
(CONTINUES

N/A
SKILL }MS

RESPONSIVENES
ERRATIC

MEGADRIVE REVIEW L.

N N
AT o iim-like quali < \
ANOTHER s iy v | [PSTATON S
TR AL Kl snbiaomad b Shigh The presentotion screens are a eol jaw-dropper
WORED viuosis enhonced by simple | e, and vl animetd
but effective sound and reward-
- e G e it GRAPHICS: 92%
3 $ g S UG- I8 Qiipe £ That Very stylsh and atmospheric. The animation is
the prospects for that don't ook learning where to jump or run,  you ocasionally get bogged belovole and th oveoll deematcqualdy s
100 good. because there are plenty of down in some sections where astounding.
This world is full of goping  lever puzzles for you tofathom you just have to do the same psny
pits, loser-wielding guards, out os wel. thing over and over again, [y — deﬁnnely i
Lester-eating lion-things, grasp- The graphics and animo- before finding the solution. ing a top-notch, cinematic feel to the game.
ing fentacles and other platform tion really have o be seentobe  Overall, though, it's very enter- m"mm 92%
game-style hazards, but playing  believed here. Superb attention taining. Lester is easy to control and his quest is com-
isn't just a matter of to detail gives this gome a real ~ RICH pelling, but there's no freedom of choice over the
- route fo achieving his goals.
83%
It vill take time to master, but once you've fin-
ished there’s lttle compulsion to go back and
v play some more.
R, # ¥ OVERALL: 87
o = A 4 s A breath of fresh air in an often all-too-pre-
P gl {_r dicdoble market that should appeol o everyone.
-

N c N
PPRESENTATION: 75%
Up to four players and a practice mode — but you
an't select events, which is a big mvslnlw

the tour de grass (unicyding),
the bouncy castle (trampolin-

GRAPHICS:

James and his pisine chums are ol bﬂghﬂy
oloured and nicly animted. The whole gome
looks very ol

SOUND:

Fishy fie-in tunes calculated to drive you

o 1

PLAYABILITY: 58%
Some events are boring, some are frustrating,
but none are much fun to play.

58%
The ds | bests, and there is
m ‘to improve performances, but there's not
much fo look forward fo.

OVERALL:

1f Robocod was the fille, this is the fish hwds
Aquatic Games is a dull sports gome with o few
feeble jokes thrown in.
S

doesn't provide enough fun to

keep you playing. Controlling PRESENTATION: 5 2%
only one player is frustrating, There are aumbﬂ:’d\m;um hvm;lcy’r:h not
espcily since the other ployer [ Bl ndly and don't odd much o the

only one of this pair. As any
non-baboon knows, the object of
the game is to score more points
than the other team by simply
posting the ball through their
hoop. However, such s the des-

lacks intelligence and never
peration fo win that the teams does what you want, and the
stoop fo whmeyev unsporfsman-  ropey tel{wsmn detection just sprtesand a single,lmp bockdrop.
like measures it takes. Thus, on-  makes things worse. The con-
court volence i an inegral part  trols ar fddly but if's easy to e it
of Arch Rivals. What's more, suss out the perfect technique only by a few dismal effecs and fuzzy speech.
there’s o two-player option so for scoring a basket with every
3 PLAYABILITY: 3%
you can biff your shot. In two-player mode there's Over-responsive and for foo simplisic here's no
friends any time you  a tiny spark of fun, especially if thought or killrequired fo win. i
like (although it's you manage to pull your oppo- LASTABILITY: 7%
advisableto onlydo  nent’strousers down (very No league or ployoffs mean single games quickly
this in the gome!) strange and perverted indeed), become boring. Two player mode is nlikely to
The idea but really it's all too shallow save it
behind Arch Rivalsis  and superficial to sustain infer- OVERALL
a good one, but like est for more than a couple of Adullnndlmmmmrulmwlm
its arcode counter-  afternoons. focade doesn't dredge it from the ‘MEMMP

part, it simply b
e

GRAPHICS: 61%
A couple of well-nimated but under-detailed
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his was one of Sega's first

ive games, but even
though it's been superceded by
gomes like PGA Tour Golf 2, it's
s!ml"llmuimbhsimdmimvf

sport.

Take to the first of the 18
holes and you're presented with
a 3D view of the fairway, with
trees and sandtraps littered
around the place. Choose your
club, find the leg position that
suits you best, check the wind
strength and direction, and
make your stroke. This is
achieved by pressing the button
once fo start the backstroke,
pressing again af the fop of the
swing, and a third time fo con-
nect with the ball, and deter-

‘ecome the modern doy

equivalent of Constable,
Picasso or Da Vinci with Art
Alive —the first ort package
ever produced for the
Megadrive!

You are given the a blank
canvas, along with the necessary
paints and crayons necessary to
«reate a masterpiece. Just select
the colours you want fo use
(known as the palette) for your
picure, along with the begin-

E R

Asld Palmer s Golf

mine the amount of chip or slice
put on the ball.

The choice of club is para-
‘mount: choose a wood when
only 80 yards from the green
and the ball goes sailing into
the woods — or off a diff, as
some of the courses are in very

Art Alive enables you to
«reate your own sprifes, ani-
‘mate them, and even let them
‘wander across your chosen
backdrop. You can create your
PUR3P B Dk sl

strange locations indeed!

Not a gome that is easily
mastered, Arnold Palmer's Golf
requires a lot of practice and
perseverance. The music might
be diabolical, but the graphics
are big, bold, defailed sprites
which look great. Unfortunately,

you've drawn your picture you
can't store it on cartridge to
look at later (0 very stupid over-
sight indeed). Storing them on
video is the only option but
ml’sziﬁymmwnni,in

ning background colour. The:
¥ ol Lies

:'npmmlhnulli"m

bocousetheart progrmislfs

where it loses fo the PGA Tours
of this world is in the realism
stakes. PGA's excellent 3D
graphics, control system and
range of features gives it a sim-
ulation feel, but it's brilliantly
programmed so that it's easy
for beginners fo get into. Arnold
Palmer’s Golf
is fun, but it's
much more
limited in it's
scope, s0
after you've
been out for
a few rounds
it tends fo get
a bit samey.

are limited and a chore fo use
and generally the whole pro-
gram s very fiddly and difficult
fo work with. The cursor is so
large you can't judge where o

thon childish scribblings are
‘minimal.

PRESENTATION:

Not many options, but there's a
good stand of presentation
throughout the game.
GRAPHICS: 81%
The animation of the golfers is of
a high quality, In# the trees :n
very pretty fool The scenery does
tuelz a while to redraw nﬁ'syr each
shot, though.

SOUND: 62%
The theme is truly awful, and will
drive you up the wall in no fime.
But the sound effedts are good.

PLAYABILITY: 82%
Once the basics are mastered, it
simply becomes a matter of
improving the score. It's much
more fun with two players.
LASTABILITY n%
Although it's not Excitement
Incarnate, you will keep coming
back o it fo improve your par.
OVERALL 72%
A decent golf game, but the PGA
games are far superior.

PRESENTATION: 56%
You have fo colour in the fitle
streen yourself! The presentation
of the control panel is passable.
GRAPHICS: 51%
It depends on your arfistic skill
really! The crude drawing tools
hard{y cater for a limitless imagi-
nation.

SOUND:

Brain-warping music plays while
you drive your pencil around the
screen.

PLAYABI

{ a3%
The crudeness of the drawing
tools means that even a junior
artist will soon find them annoy-
ingly limiting.
u.s;ullurv 31%
With no easy way to store your

for

pictures for later viewing i, if's
pretty pointless persisting with Art
Alive.

OVERALL 35%
Forget it. You're better off with a
pendil and paper.
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tomic Runner puts he ployer D three'sdropshipis aferocious 0% D
ina nudear-powered ATOk firing vhid of destucion and | Eensve noducionssen hotseems 0 go on
Tracksuit Of Tomorrow, then in E N NEH desolation! forever. Between sloge map adds to the gome’s
on Evil-Deatharian-Aliens- Aomic Runner breathes ool
Invading-The-Earth scenario. new lfe nto the runny-jumpy- GRAPHICS: 89%
The dynomic garment gives powers that enable himfo run ~ though some of the sprites are @ shooty genre on all frons. Once: mmm mﬂﬂmmﬂ bockgrounds are
Chelnov (the Atomic Runner of like the wind, jump like an bt small, the backgrounds are  you've got the hang of the con-
the title) with super-human enlarged flea and fire deadly breath-taking, and some of the ~ trols, it's pretty hard to foult the UND:
bolis of energy from his finger- ~ guardians are fruly amazing.  playabilty. There are loads of ““"",g;"“"""m“‘"ﬂ'"*"m i
N s Nost impressive ore fhe end-of-  _ things loshootot i olldirec- [ :':mu;""”‘ £
ATOMIC RUNNER The graphics are excellent;  level bosses Thenf:'v:‘ Ll ::Z:;::: ;Py\:’nug;;l::z: f:; ::eny T A
A get the hang of them, they become  almost
lous dragon several targets ot once while instindive.
el ot o Alogy LAY ¥
ug This game packs quite a challenge, but once if's
dragons, then there are few new and original finished you won't return fo it.
there's a bug- features in Atomic i‘zunnev, this OVERALL: 91%
eyed brassidol i really how shoot ‘em ups Aveom dalnge.The oy el moon A
that tries fo should be. ‘minioturised graphic style, but it doesn't affed
stompallover ~ RICH | the gomeplay at oll umlﬂnwlmwwh
s head. Stage bloser.

Thnl wily old racer, Ayrfon e — e, Graat though this is, it's far

Senna, from whom the game 100 much like the original Super

is licensed, is having o crack ot / A Monaco GP for its own good. ” s

yet another globa i and uperngvi L The programmers hove obious- ::':I":""’h e

doesn't want any race virgins ly used large chunks of the orig-

standing in his woy. ridicule your failures and gener-  have you on a slob that he has  inal Super Monaco GP program ,‘;‘;;;:,";’;““’,2 m:ﬂ,ﬁ:ﬂ:&xﬂ
Thus he has singled you ally make you look like an utter  actually set up a special tourna-  and simply added a few extra though.

out os his rival to publicly dimwit. Can you reverse the ment for the two of you. Ayrton  features. When you consider SOUND: 8%

compliment by dusting Ayrton's  has selected his three favourite  what could have been done to Dull ,,,,,'i,,, ‘noise and few other effects, but the

monkey exhaust pipe? courses from around the world the game — new graphics, a car tunes are qu‘ne nice.

Such is Ayrton's desire fo and challenged you to a one-on-  set-up system, record fables,
‘maybe even a split screen two- Ensym mmml hm illfeels realistic. leryol
player mode —it's painfully high speed thrills.
obviousthat Ayrton Senna’s { iasTaBiLTY: 80%
Super Monaco GP I1 is an oppor- ‘There are 19 courses to master, as well as three

twoormoreof tunity missed in a big way. Still, B LN A O LT

these and his if you haven't already got the foo long.

head should first game, check it out. OVERALL: 87%
i JAZ

PRESENTATION: 90%
Nicely presented throughout with loads of pics of

AYRTON SENNA’
SUPER vno"no GP

Avery good racing game — but if you've already
got Super Monaco GP, this simply isn't different
enough to be worth buying,

D ‘ ¢
- 0 | PLAYABILITY: 76% s
. | Amusing intermissions, but no options. In-game %
% presentation is smart. 5

GRAPHICS: % B
Some great spites and backgrounds which ade-
quately recreate the look of the movie. Animation

is equoll upfosnuf.
SOUND: 80%
A selecion ofgood qualiyfunesand fronfier-
S g | world style effeds acompany the oction.
BACK TO THE FUTURE 3 e
X Very addidive f firs,withthe four lvels offer-
"“'lﬂ“‘gg" ing plenty of vried and highly enjoyable adion
GAME DIFFICULTY LASTABILITY: 6%
MED/DIFFICULT but one you've complted it (whichdoesn't
SKILL :.t"!l.i L take that long), the appeal starts o wear off.
LEVELS RICH OVERALL: 7%
o Avaried ond thoroughly enjoyabl fim fe-in

3 R which i let down only by its lack of lasting
2 appeal.

¥




alljacks s a future sport con-

tested by two players control-
ling robot crabs, each guarding
a conveyor belt loaded with
balls. The object of the game is
to use your crab's rocket-pow-

d claws fo snatch your oppo-
nent’s balls from his side and

put them on yours. If all of your
balls are stolen, you have a lim-
ited amount of time o recover
them, and failure results in los-
ing the round. There's not much
more to the game than this, so
whether you're playing in single
or two-ployer head-to-head
mode, the boring single screen
action becomes a turn-off in
short fime. The poor graphics
and sound make the gameplay
limitations all the more appar-
ent, and although the gompelay
initially has some novelty value,
it definitely runs out of steam
before you've got your money’s
worth

TATION: 67%
Amplniomiﬂnslmm,hmpmlylnmm

| sentation n general.

GRAPHICS: 55%

The roboticcrabsarethe best bt bout the game,
It thecrn i r vy o oo
ied.

SOUND: 5%
it sconof il s

Pll' g 55%
You can't resist having o few goes, just to see

ornot it really i os crop s it first
appears.

35%
‘The gameplay is blond and the meagre supply of
computer opponents makes it poor value
OVERALL: 49%
The weird gomeploy mokes it enjoyable for
short while, but the appeal soon plummets.

atman by Sunsoft is licensed

from the first film of the
caped crusader, and shouldn't
be mixed up with Sego’s Batman
Returns. The games are separat-
ed by o good three years of
development in the Megadrive,
but Batman still holds its own as

a platform beat ‘em up.
The Caped Crusader has fo
stop The Joker's plans to mas-

sacre the Gotham populace with
deadly lughing gas, and this
entails chasing him through

twenty levels of platform beat
‘em up action, interspersed with
scrolling Batmobile-bound
blasting stages. Batman’s com-
bat skill are pitted against the
likes of ‘Shakedowns’ who run
him down, ‘Enforcers’ in jet-
pn(ks und Heatwaves with their
The game is very

24 MM MEGA REVIEW

pretty, with moody and gloomy
graphics that go quite some way
o capturing the mood of the
film. The action is also smart,
with extra weapons fo contend
with and a bat-rope that lets
Batman swing from the rafters.
But it's way too easy for commit-
ted and experienced platform
gamers, and only offes good
value to novices.

JAz

a
PRESENT/

Seant nmms Im thnnqmg the difficulty mulmm
ina game which s too easy. The

]mphn receate the lwk of the film mv muly

IICS: 85%
Again, R s dr, moody backdrops and sries
make the game lok us ke he morie.

SOUND: 84%
‘The sound motches the look perfectly, with stir-
ring arrangements and changing

YABILITY:
Decent punching, swinging, bataranging odtion.
LASTABILITY: 64%
‘Twenty different levels, but apart from the odd
Batmobile shoot 'em up stage it all o bit somey
— and easy 1o complete.
OVERALL: 70%
A smart-looking platform game which is pretty
'good fun to play, but which is unfortunately just
100 easy o keep you occupied for very long.

PRESENTATION: 90%
Loads of Bat intermissions and presentation
screens, but limited options.

GRAPHI 92%
Big, detailed sprits, great use of colour, fne
‘backgrounds and smart animation.

SOUND:

Atmospheric tunes accompany the wmu und the
effects are varied and of good quo

PLAYABILITY:

Fast, responsive, loads of things fo see und do,
und Batman himself has o wide repertoire of

LASTABILITY:

There are seven long levels to beat, hmh
flawed continue option makes the game 100 easy
o finish.

OVERALL: 68%
Probably the best odaptation of the Batman
comic ever, which is unfortunately marred by the
indusion of posswords and infinite confinves.




n the sequel fo Sega's first

Batman game, the heroic
Dark Knight hos to take on the
evil Penguin’s schemes for
Gotham domination. As Batman
fights his way through the cty,
he's under constant attack from
Penguin’s henchmen and his
fiendish inventions, as well as
the mysterious and savage
Catwoman!

Batman Returns follows
the plot of its film parent very
closely s Batman takes to the
streets and battles his way to
the memorable roof-top show-
down with Catwoman. From
here on, the translation fo video
game features our hero waging
war against, curiously, some of

N
BATMAN
BY
SEGA
HA!-S
‘GAME DIFFICULTY
TOUGH

| BATMAN RETURNS

the city's architecture. For
example, Bats is confronted by o
huge mechanical monument
which he destroys before going
on to face the terrors of the
cathedral. Batman is then pur-
sued by the cathedral’s gar-
goyles fo add to his troubles.

Ultimately, every location
that the Dark Knight visits
becomes a crumbling wreck in
the wake of the Penguin’s

destruction — an assault course
of falling rock and fire hazards,
5o Batty-Boy best watch his step.
So... gasp af the fop-quality
graphics, revel in the atmos-
pheric effects and cream your-
selves over the sparkling origi-
nality...? Dream on. Sega
bagged themselves a very tasty
licence in this one so it's disap-
pointing to find that it's trans-
lated into a platform beat ‘em

up, which is both unoriginal and
frustratingly over-difficult.

The look of the game is
very dark, obviously in an
attempt 1o recreate the atmos-
phere of the movie, but it just
results in making everything
difficult to see. It's not a terrible
game, really, but it's not terribly
enjoyable either, so you'd be
bats (ahem) to buy it.

Jaz

arth has been ot war with the B
T,
years. After o

battle mission, Commanders TER D\ A =
Berry D Mayers and Lori —
good guys they have been kid- //
nopped by the i
on the return journey fo
Terrainia — and it just so hap- destroying the enemy forcesin  1oo, especially when you playit  don't stand much of a chance.
pens that they're being held their search for the hostages. on the single-player opfion. The Pimldhllm'ﬁissmnfsh-
hostage on the flag ship of the Sporti i odds lly stacked agai uation, but the
Barrax Empire’s battle fleet. graphics, this is one of the most  you, with a huge amount of ple in the office who found the

Asatop, rack, elite, crack  attractive Megadrive blosfers enemy craft oll with their sights  high difficulty level really off-
pilot, you (and a pal, if you around — the backdrops and locked onto your ship — if you putting. Check it out if you're
fancy a go at the two player sprifes are excellent. If's not just  don't grab some power-ups hardened blasting fan.
mode) have risen fo the chal- a prefty face, either —it's tough  quick (and hold on to them) you
lenge of busting out Bergen and
Mayers. The job entails flying
over the verically scrolling
worlds of the Barrax Empire,

0
87%
The animated infroduction screen
sefs the scene and the infermis-
sion screens sustain the atmos-
phere.

PRESENTATION:

GRAPHICS: 76%
The backdrops are dull, and
although the sprites are large,
they are poorly animated.

SMID'N .ﬂiﬂlﬂ i 80%
ice atm ic tunes, but poor
sound effeds.

PLAYABILITY: 74%
Above average platform formula
stuff, but the unresponsive con-
trols make it very annoying.
LASTABILITY: 80%
The game is hee-uge! The high
level of difficulty also makes it
durable, if you can stand the frus-
frafion.
OVERALL: 7%
Could have been a good film
adaptation if it weren't for the
frustrating gameplay!

PRESENTATION: 1%
The game is very well presented,
with plenty of options. Nice pre-
sentation screens as well.
I‘IlﬂlMKS: - h" %
n spite of its age, the graphics in
Battle Squadron haven't

much at all..

SOUND: 72%
Decent enough effects, but the
tunes are slightly lacking.

PLAYABILITY: 87%
Plenty of really decent shoot ‘em

thrills on offer, and it's still one
or the most d\nllangmg
Megadrive shooters.
Tlﬁﬁlllllﬂ". = l';%

e two-player opﬁun ps the
thrill-level high, and in the sin-
I;Ie -player mode there's plenty of
long-ferm challenge.
OVERALL: 85%
Atough and addidive vertical
scroller. Recommended to hard-
ened blasting freaks.

e e
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We could ramble on all day
about this gome’s obsurd
storyline — but the game's blurb
spells it all out far more suc-
cinctly than we could ever put it

“When the Dark Queen
kidnaps both your best buddy
and the best looking girl this
side of the Mazallion Star
Cluster — what are you going fo
do about it?

“Are you gonna cry? Hide?
Call the Starcops? No way!
Because you're a Battletoad and
Battletoads don't cry, hide or
call for help. Bottletoods get
real MAD — and then they get
EVEN!

“So, strap on your Blaster,
power-up the Toadster, and get

on down to the Dark Queen’s
planet — but, watch out ‘toad —
this lady's bad, and she’s got
whole mess of really nasty sur-
prises lined up for you — like
the Psyko Pigs, the Mutant
Ratpack, Robo-Manus and

the Saturn Toadtrap, fo

name but a few.

“Aiiieeeee!”,
“Arghhhhh!” and
“Mmnnnrrraghhh!” ore o
printable selection of some
of the exclamations of frus-
tration this game forced me
to cry! It's tough with a cap-

ifol ‘T'! Be it the mega-difficult
Jet Turho section, the slidey ice
level (that skids you into mas-
sive spikes — arghh!) or the
amazingly frustrating snake pit
stage, you're guaranteed to

he programming feam

behind Bio-Hazard Battle set
out o create a shoot ‘em up
with o completely different look
1o any other on the Megadrive
Considering how many games
have trodden this path before,
its a testament to their skill and
success that Bio-Hozard looks so
distinctive and plays so well

The scenario has a vague

eco-consciousness, with the
world in a shocking state due to
mutations caused by excessive
pollution. Slugs, snails and
puppy dog’s tails have inherited
the Earth it seems. Two players
have the job of cleaning up the
mess by flying their own
mutant-like craft down to the

N
BIO HAZARD BATTLE

BY
SEGA
—
GAME DIFFICULTY
HARD
3
suu tevess
RESPONSIVENESS
EXCELLENT

sereaming abuse o the console.
However, a few days on and I'm
beginning to warm to the game
— simply because it is so tough.
So, for you players moaning
about Sega games being so
easy, | definitely recom-
mend this. For players
who don't like fo be frus-
trated, stay well away
from this game — it l just
make you ongry and
unsociable — and will turn
your face o very embar-
L rassing shade of red.

surfoce.

Bio-Hazard has oll the
familiar attributes of the hori
zontally-scrolling shoot ‘em up.
power-ups and bosses. Their are
four power-ups, of varying
strengths, and each reats to

and the ultimate nemesis is o
sphere, bursting with maggots.
Elsewhere there is plenty of
opportunity o view the uniquely
grofesque graphics, with mas
sive segmented worms floating

different croft (there is o
choice of four) in different
ways. As fo the bosses, they're
pretty spectaculor in ferms of
appearance and strength.
You'll face o massive full
screen garbage monster, o

spindly-legged jungle giant

J

across the screen almost grace:
fully. The backdrops ore forget
table, but some of the experi
mental spites in Bio-Hozard
are stunning. Later levels take
you down funnels with enemies
appearing fo ‘pour’ from the
walls, and the underwater level
is a gem. What looks like an
uneventful shoot ‘em up turns
into a bizarre and rewarding
voyoge of exceeding dificulty
that carves its place in the
Megadrire Hall of Fame

Jaz

-

PLAYABILITY: 59%
Some fairly decent cut screen
intermissions.

GRAPHICS: 7%
The scrolling's smooth and the
animation fluid, but it does have
the look of an 8-bit game.

SOUND: %
Afairly good range of sound
effects and hi-energy music,
enhances the afmosphere.

PLAYABILITY: 78%
The action is fast and fun, and ini-
tially compelling — especially with
two players. Some incredibly hard
levels make the game extremely
frustrating.

LASTABILITY:

Loads of levels fo conquer — and
some of them are really difficult.
QVERALL: 79%
Although it is just a graphically
enhanced version of an 8-bit
g?muiﬂ!!uﬂ::mds is very ¥
playable and poses a very toug
dl‘;{l:nge.

PRESENTATION: 89%
Nice attract sequence, the two-
player mode is goood and there
are a modicum of options.
GRAPHICS: 90%
The backgrounds are fair-fo-mid-
dling, but many of the horrific
sprites are unparalleled. One
warped looking game.
SOUND: 78%
The tunes range from the frantic
and garbled to later more sinister
tunes. Great FX.
PLAYABILITY: 89%
Fabulous feel to the action, with
tons fo shoot, and a fast pace fo
the proceedings.
LASTABILITY: 90%
It really does improve as you go,
with a very steep difficulty curve.
Perseverance is well rewarded.
OVERALL: 89%
A dassic shoot ‘em up that looks
different to its peers, but may
rove a little too taxing for junior
Jaser froops.
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ob is the eponymous cyborg

hero of this massive platform
exploration game from EA. He's
the robotic equivalent of o
feenage delinquent, as he bor-
rows his dad’s inferstellar Buick
for a hot date, and proceeds to
«rash it on a carelessly placed
asteroid. Then follows the fask
of finding a new sef of space-
wheels to get him fo his impa-
tient sweetheart.

There's a new car of the
end of each level, but to get
there Bob has fo cross more
than ten sub-stages full of
robot-hating creatures. Luckily,
the boot of the car held some
useful items including six differ-
ent weapons and a variety of

| EREw

godgets Bob con attach to him-
self. Weapons and objects are
found dotted around the levels,
usually hidden on inaccessible
platforms surrounded by lova

lakes and reached by a vine.
Bob's gadgets include helicopter
headgear, bouncing platforms
and floating time-bombs.

As you beat the puzzles
and the monsters

the game starts
fo unfold on a
small-scaled
map, and every
few stages o
password offers
itself, which
thankfully spares
you from going

over the some

territory again. EA have tried to
make Bob endearing by hoving
him say ‘funny’ things and look
a bit wacky, but he ends up
looking os nerdish and bland as
his name suggests. The shoot-
ing/platform exdtement is also
a bit limp and the only thing fo
keep you inferested is the puz-
zle element, but even thot turns
out to be minimal. In fact, it's
quite a struggle to maintain any
inferest past the second world,
s0i’s not @ game | would rec-
ommend

JAzZ

EETERL]
s

PRESENTATION: 78%
The attract sequence is fair
enough, but there are no options
apart from a password system.

GRAPHICS: 72%
The Bob sprite is big and well ani-
mated. The game’s levels look
very samey.

SOUND: 63%
Guegh! An array of annoying
funk-type soundtracks that prove
fo be a constant irritation.
PLAYABILITY:

The blend of exploration and
shoofing is reasonably good fun,
but is never compulsive or parfic-
ularly challenging.

LASTABILITY: 79%
The game is huge, covering a vast
amount of levels, but the game-
play doesn't develop any more
interest.

OVERALL: 78%
An average platformer which
deserves recognition for its explo-
ration element and nothing else.

thus completing the level quick-
er (and getting fons more bonus
points!).

Bonanza Bros was a great
‘game in the arcades, mainly
because the player only had to
stump up 20p for a game which
‘was packed with great humour,
excellent graphics and decent

TEEEEEED

playability. The Megadrive ver-
sion is very close fo the coin-op,
with only some of the later lev-
els and bonus stages missing.

However, the gomeploy does

get very repetitive after o while
ond even on the hardest level it

doesn’t represent a serious chal-

lenge to o decent games player,
simply because you get
somany credits to play
with. | didn't find much
fun with the two-player
mode either — there’s no
real sense of either feom
work or competition to
dd fo the gameplay. If
you're a real Bonanza
Bros nut, you'll like this,
but if you only find the

game marginally intrigu-

ing, spend a couple of
quid on the coin-op
instead.

RICH

T

PRESENTATION: 92%
Excellent in this department, with
loads of options and attract
screens which are just like the
coin-op's.

GRAPHICS: 91%
Great comic sprites and a wide
variety of bn(ﬂdrops. Again, very
similar to the coin-op.

SOUND: 90%
Spot-on tunes and groovy effects
—the Robodog is skill!

PLAYABILITY: 83%
The unusual gameplay and
graphics make it quite good foon
fo start with ..

LASTABILITY: 74%
.but be warned: the game's far
100 easy to complete if you use all
the credits. Play sensibly and use
them wisely.

OVERALL: 82%
Fans of the coin-op will love this.
Others might find the action too
repefifive. If in doubt, check it out.

S ——
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MEGADRIVE REV

In this role-playing game, you

command a party of new
recruits into NEO, an organisa-
tion devoted to ridding the
golary of the lastvestiges of the

mega-powerful RAM fadion.
These twisted beings are the

previous tyrannicol rulers of the  RPGs. The process is carried out  where each member of your hacking .

solar system who enforced their  in rounds, with each of your porly ads in the best interest of Atfirst play, Buck Rogers
iron-fisted law with genefic characters coming under your the others (although it offen doesn't exactly ooze excitement,
mutant warriors! Your first mis-  control in furn. Once you fake ends with more casualties than and the weak graphics and
sion sees you repelling a minor  charge you may elect foryour  manual combat) sound do nothing but heighten
invasion of mutant Terrines at person fo move around, attack, As your charaders progress  the despondent atmosphere.
your Earth headquarters, before  waif, carry out first aid on your  through their escopades, they  Ge past these small hurdles
advancing to the orbital com- fellows or pass completely. earn experience points which however ond you'll find an
mand base where you are Alternatively, you could just they con frade i of the NEO invalving and rewarding game
assigned to save divilisationin o leave combat to the computer training centre for new skills, The combat system can be
number of different missions. using the “quick combat” option  such as stealth and computer slightly annoying, although it's

Combat in Buck Rogers is a
little more involved than in most

b

fen fimes better than any
other RPG system, and
you can always stick fo
quick combot in less-than-
desperate

situations. Size is
another thing Buck Rogers
has going for it. There are

. )

PRESENTATION: 87%
Lots of presentafion screens and
they're quite well done, too.

GRAPHICS: 68%
Small and weedy sprites with little
animation. The backgrounds are

quite repefitive too.

SOUND: 35%
The music and effects are pretty
weak.

PLAYABILITY: 1%
The control system makes things
easy and there's certainly a lof o
do. It'll tax more than your reflex-
e, o thickies had better watch
out.

LASTABILITY: 89%
There are enough missions fo
:(aep you going for a few weeks at
east.

OVERALL: 90%

loads of asignments and A (holleni ing and refreshing RPG
':"".5”' "’Vlh""" e which makes up for graphical
8 ouply B - deficiencies with an abundance of
sions, making the battery Jayabili
back-up essential. Playaoily.
iV
S ———
L:'l's u; one 'hi"ﬂm?'{liE?" N
om the start — this isn't TR o

your standord beat ‘em up. The
player takes the role of a young,
ambitious martial arts novice
attempting o learn four differ-
ent skills: Kendo, Karate, Bo

DOk AN

(using a long staff), and

Nunchaku (a weapon consisting  levels, and the object is simply  ready for the challenge? fadtion and achievement when

of two short sticks connected by 1o decrease both his levels Budokan is really a think-  you stort 1o make headway in

a chain). before yours diminish to zero.  ing man’s fighting game. You the Budokan. The graphics and
During a fight, your stami- The adtion culminates in have to use both your brain and  sound are both top-notch, and

na and Ki levels are very impor-  the Budokan tournament in reflexes as you balance stamina,  with tough opponents fo beat,

tant — the former displays how ~ which you select a discipline and  Ki and pure skill to outwit the Budokan is highly recommend-

tired you are, and the latter then knocking the stuffing out opponents. The sheer variety of ed 1o beat ‘em up fans who are

determines the power of your of him (or her!) or even a friend  moves take time to master, but looking for  real challenge.

blows. They both increase the if you opt for the two-player practice reaps its own rewards —  JAZ

longer you avoid being hit, but  mode. Do you think you're you really feel a sense of satis-

decrease when you move, or get

hi. An oppanent assimilar 1, *8Sox |
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Nice opening graphics, and a
dear and informative manual
help you get started. The controls
take a bit of mastering, though.

GRAPHICS: 86"
The sprites are all superbly ani-
mated making the fighting look
very realistic.

SOUND: 82%
Good effedts, and the music,
though not inspirational is at
least unobtrusive.

PLAYABILITY: 85%
Tricky to begin with, but once
mastered the moves you'll defi-
nifely be hooked!
LASTABILITY: 89%
Plenty of opponents to beat, and
the game's open-ended nature
means that you can keep coming
back toit.

OVERALL: 87%
Tough, addictive and difficult to
master. A brilliant beat ‘em up.

SN
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7 N
PRESENTATION: 93%
Loads of options and stafs to look ot and tweak.
In-game presentation is good foo.

GRAPHICS: 74%

The action sometimes gets cluttered and the

sprtes look os ifthey could do with a good feed.

SOUND: 80%
Decent musiconthe fife sreen and the exellent
speech createjut the rght amosphere.

3%
The controls ore tricky ot first, but the game pace
is qute fos
LASTABILITY: 80%
..and with oodles of options and challenging
gomeplay, this isn't a game which will be mas-
tered overnight.
OVERALL: 83%
An involved simulation which should definitely
appeal o serious basketball fans. Arcade players
might find it o bit too much though.

L

& &
PRESENTATION: 7%
Loadsa options o hoose from and flawless in-
‘game presentation.
GRAPHICS: 9%
Colourful sprites with top-noch animtion over
expansive, super smooth scrolling animated
groun

3 4 | sounp: 8%
allow experts o The effects are prefty good and so are the funes —
form tricks that let them attain the problem is that they don't suit the action very
seemingly impossible scores. well

, California Games is PLAYABILITY: 93%
Fost and furious gomeplay which is easy fo get
into but takes quite some time fo fully master.
90%
In multi-player mode,thisi one your mates will
be asking you to get out time and time again but
even as asingle-ployer gome i’ sl bil
OVERALL: 91%
Califrnio Games s o fun-pocked mult-event
sports game which should be checked out.

I

~ ~
PRESENTATION: 65%

A nice ronge of options, a decent title screen and
lots of cortoony excerpts throughout the stages.
which help maintain the comic book look of the
gome.

GRAPHICS: 52%

Good representations of the Marvel characters,

but the sprites flicker horribly ot fimes ond the
bockgrounds are utterly bosic

N < 69%
CAPTAIN emgmu Lots of very tinny digitised speech and nof effects.
PLAYABILITY: 76%
DATA EAST Easy to control and really good fun to play, with o
ru!ns goodly number of enemies fo woste.
GAME DIFFICULTY LASTABILITY: 66%
EASY Amazingly oddicive iniially and the training
COg/'I}I/II;ES mode strefches that inerest, but too easy.
(13730 OVERALL: 67%
e Initilly very good fun, but the hrillsoon wears
RESPONSIVENESS ?“v Not o gme we'd recommend, even to omic
REASONABLE -

L —
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‘aptain Planet is one of a new
\_breed of super heroes. His
idea of public service is not
leaping around the Metropolis

PRESENTTION: 53%
Scant game options, but the pre-
sentation screens detailing the

grabbing people from burning % zones are bright and cheerful.

buildings, and foiling small-

time armed robbers. No, s o GRAPHICS: %

far bigger fish he fries: the envi- ding power. For ge outlets. Should o edged, blocky scenery and Capt Planet looks far too close for

ronmental cotastrophe facing example, Gi, the Asian girl is Planeteer lose his energy supply  sprites. The collision defection comfort fo the average Master

our entie planef. This happiestin water, ond con he's ejected from the zone. Lose  and contrl system is appalling- System.

Megadrive adventure starring throw water balls; Ma-Ti, born in every zone and the spirit of ly inaccurate, making it unfairly

the carfoon charader centres on of South American Indiansis  the world, Gaio, isdefeated.  difiul. The puzl element of SOUND: : .

the aciviies of Zarm, eco-ter- privyfo the healing secrfs of  The zones are guorded by the gameis so easy as fo make Some of the funes suit the toxic

rorist who hos six of the Cap'n's  the rain forests. Each of them is ~ Zarm's henchman, labouring itirrelevent, i’s wrestling with z6ne settings, but the FX are

mates, the Planefeers, on his trapped in their own ‘loxic zone’  under names like Duke Nukem  the controls that takes up your laughably bad.

island fortres. The planet's fate each of which have varied and Verminous Skumm. Sounds fime. Capt Planef is bod, there 5

isinesricably linked witktheir.  homes. T firstlevl is amas- _ cheesy? Well, Capt Planet s the are min latlomers (anen, ';"l‘""m' 0 zd‘%
SCue. sive malevolent computer, with  Edam of platform games — Flashback) that surpass this The planeteer supposedly under

Each of the Ploneteers has  further levels incorporating ura-  cheesy and fough. The gome ~ mockery. your control has other ideas,
adifferent world origin, and o nium mines, oil plotforms and looks atrocious, with rough-  JAZ apparently.

LASTABILITY: 22%
The frustration factor is incredibly
high with this game, and there's

no reward for your perseverance.

OVERALL: 30%
The eco-friendly theme may be
laudable, but Capt Planet is soft-
ware pollution of the grossest

kind.
PRESENTATION: 82%

A lovely sequence showing Minnie
being whisked away, but not
much else in the way of options.
GRAPHICS: 87%
To this day they still impress.
Brilliant layers of disney-esque
backdrops and fabulous sprites. A
console cartoon.

SOUND: 80%
Superb and atmospheric music,
& 2 arranged to suit the graphical
r S —_— T —— s R T mood of every level.
“"'__ b i 3 3 : PLAYABILITY: 86%
it 338 7 The game was obviously playtest-
ed to death — Mickey is o dream
fo control.
LASTABILITY: 7%
As platform games go, this lacks
original features, and is too easy
for experienced players.
OVERALL: 84%
A great buy for younger players
who will be delighle«g with its jolly
and varied appearance. A great
Disney license.

A e e s
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This is o Megadrive version of " = -

an ancient — but il ace — PRESENTATION: 49%

Nintendo gome, featuring o * Extremely polished but there are

radio-controlled cars racing e no options to tweak at all.

:rwnd in high-speed tomfool- GRAPHICS: 63%

ry. Just take control of your i s D)

finy speedstor and botle it out The scrolling’s smooth and the

with five computer players on rockets or rearward-dropping bonus along with a jozzed-up After that, though, the fun graphics do their job, but '!"E

the Pro-Am curcits of doom!  bombs, ond naturally fthese  mofor! There ore three diflerent  lvel tars fo wane, simply whole thing has a very 8-bit look
The objective is simply to connect with your opponents' vehicles in the game — a speedy  because the graphics and the toit.

beat the other drivers fo the fin-  vehidles they're out of the race, 414, a souped-up station wagon  action startto ge rather samey SOUND: 63%

ish line, but there are various bt only for o while. and a hyper-fost sports model.  and boring. Also, after a certain 2 >

ways to achieve this, not all of The weapons and ammo Atfirst, Chompionship Pro-  number of races one of the com-

Some of the sound effects really

them exacly sporfing.There's  are ying around the fracks, Amis really good fun to play,  puter cars develops a turbo capture the atmosphere, but it's a
the normal route fo success of  waifing fo be picked up, along  and i spite ofthe rather sim-  speed abiltyand s almost shame that the music is so dull.
course; drive carefully and steer  with new car parts which boost plistic graphics and sound it's guaranteed to come in in first PLAYABILITY: 88%

around all the ol slicks and your acceleration, top speed and  very addictive. | wos glued to place. every time!
opposing cars.. On the other the traction of your tyres. As the Megadrive for hours trying Ifit had had more fo it this e S A
hand you could arm your litfle  well as ol these, there's olsoa 10 get my hands on the sporls  could hove been better than }"” nertia ° "‘eb‘f""'e‘ making
minibuggy with forward-firing bonus letter file on each track car — and when | did there were  Micro Machines, but the fun runs DY Pely P GO,

and when you've collected the sill twelve more levels to con- out just a bit too quickly. LASTABILITY: (133
[ CHAMPIONSHIP sel, you're awarded o mossive  quer. RICH There are loads of levels fo con-
| PRO-AM quer, but they all look the same
with only the hazards being any
different.

Extremely easy to get into, with

Abrilliant conversion, but there

could have been a lot more vari-
efy in both the graphics and the

gameplay.

RESPONSIVENESS
EXCELLENT

PRESENTATION: 91%
Packed with arcade quality pre-
sentation screens and an excellent
range of options.

GRAPHICS: 90%
Massive sprites, smooth and var-
ied animation plus some excellent
looking backdrops.
SOUND: 91%
The music suits the game perfectly
| and is a rousing blend of ballad
and boister!

| PLAYABILITY: 87%

Easy to pick up, hard o put down,
and it certainly isn't foo easy to

beat!
LASTABILITY: 84%
CHIKI CHIKI BOYS Ifs so addictive you're bound to
s:l!l keep coming back to it. Besides,
| | the HARD difficulty setting takes
i H.Al'!ls | some beating!
| mn:mns A Si“’;:l‘ plnﬂtlw‘;n;l game which
probably would have scored much
| wE T higher had the two-player feature
|  RESPONSIVENESS not have been sorely missing.
| MEGA { |




felevision and consuming a few
bevvies when along came the
evil Gary Gritter, who mercless-
ly snatched his lady love, the
fair Ophelia. Of course, Chuck
isn't going to take this sitfing
down, so decides fo rescue his
beloved from Gritters perverse
clutches.

The rescue attempt
requires Chuck fo run around 15
scrolling platform levels, brav-
ing the treacherous traps and
hazards that Gritter has pre-
pared for him. Luckily, Chuck
isn't defenceless in his quest; his
enormous beer belly can be
used to repel enemy attack with

tep into the Time Machine!

Columns is old as the hills,
coming out as one of the
Megadrive's first games. The
gomeplay is very close fo that of
Tetris, the smash-hit aracde
game, which sadly never got an
official Sega release. Jewels fall
from the fop of the screen, into
anarrow chonnel. They stort o
pile up at the bottom, and the
game ends if they reach the fop
of the screen.

The way to eradicate the
blocks is to assemble them in
order according o colour, using
the joypad fo direct where they
fall. When three or more blocks
of the same colour are lined up,
vertically, horizontally or diago-

just one lethal pelvic action and
he can also pick up rocks and
boulders to chuck at his
assailants.

Most platform gomes are
just a test of your skill, but
Chuck Rock is actually some-
thing of a brain teaser. Solving
all of the mini-puzzles, along
with making the best use of
your rocks adds a new dimen-

nally, they disappear, and o
bonus is awarded, depending
how high they were stacked and
how many the row consisted of.
Occasionally a floshing jewel
appears, which destroys all the
blocks of that colour if it comes
1o rest on one.

This very simple game
structure is elaborated by the
array of options, induding a
head-to-head mode, where
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sion to the gameplay. Most
Megadrive platform games are
completed very quickly, but not

50
Chuck
Rock. Its
15 lev-
elsare
packed
with
chal-

players have o channel each.
There's also a Flash Columns
game which plays in reverse, as
the object is to reach a buried
flashing block at the botfom of
the channel. There's a spread of
skill levels, that determine
speed ond the number of block
colours.

The graphics are some of
the simplest on the Megadrive,
with little variety as you

lenge and | guarantee that this
cart will lost a long time.

progress, but they are dear and
effective. The three soundracks
play for ages, and sound
strangely echoey and
mysterious.

Columns is a reloxing and
enjoyable pastime but s your
skills improve, games last for
hours turning thot relaxing
ambient feeling into one nearer
‘montony, since the game has a
limited level of increasing diffi-
culty. But there’s nothing else
quite like Columns to recom-
mend os on alternative (except
Blockout), and os part of the
Mega Games | package it's very
good value.

JAZ

90%
A nice attract sequence and some
useful options make up the pre-
senfation side of the game.

GRAPHICS: 91%
Truly superb characters, animo-
tion and backdrops. A veritable
visual feast of large proportions.
SOUND: 93%
Swing your stone age loin doth fo
some groovy tunes and thrill to
the wealth of superb sampled
effedts.

PLAYABILITY: i 9:|%
Instantly appealing and playable,
mmﬂdim from the
word go.
LASTABILITY: 90%
Fifteen long levels to conquer
make this a game that should last
for a long fime.
OVERALL: 91%
An excellent and quite original
platform game that's highly rec-
ommended fo all Megadrive
players.

PRESENTATION: 88%
There are loads of options, allow-
ing for all player skirls and the
head-to-head s excellent.
GRAPHICS: 55%
Simple, of necessity, but nice and
colourful nonetheless.
SOUND: 82%
The echoey, ambient tunes are
most hypnotic and add to the
atmosphere no end.
PLAYABILITY:

Columns is simple fo play, but is
good excercise for the mind, and a
quick game always satisfies.
LASTABILITY: 79%
There are limits to the fun factor,
but the enjoyment of the two
player option endures.
OVERALL:

The gameplay is a bit limited, but
it's still good fun. Watch out for
the soon-fo-be-released Dr
Robotnik's Mean Green Bean
Machine, which is a similar game,
but with a bit more fo it.




‘pots, eh? Nothing but trou-

ble. In fat, you could almost
sympathise with Wild Wicked
Willy's desire o capture a crop
of zits and imprison them. But
no, because these spots are the
pimpulous pals of none other
than the fearless Cool Spot who
has vowed to rescue his boilish
buddies from their prisons on
the beach and in the bath and
the nursery.

To release each captive,
Spot has to run and jump
around whole mazes of perilous
platform-type screens, packed
with Willy's weird cohorts. On
the way, Spot has fo grab as
many spinning cool spot icons as
possible because it tokes 60 of

he word on the street is that

the sinister UCC Corporation
are involved in a top secret pro-
ject to breed illegol and danger-
ous mutant creatures which they
plan to sell to the highest bid-
der. The operation must be
stopped, but to do that the
authorities need proof of its
existence, 5o it's down fo you, as.
one of the top secret agents in
the world, to infiltrate the
Corporation, find some mutant
embryoes and escape.

The action is portrayed in
first person 3D, using a mixture
of polygons (for the corridors)
and sprites (for objects and ene-
‘mies) to create the display. Your
objedtive is to explore the

these to provide the Cool Power
required to unlock his pal’s cage
at the end of the level. Grab
enough spots o fill your
Coolmeter to 85% and you get
to have a go at a bonus round
for extra lives!

Just as | was fed up with
platform games, Spot comes
along to remind how good they

can be. Each level is the right
mix of frustration and reward,
and the incentive of the bonus
game leads you fo search out
every spot. As you can see your-
self, the grophics are brilliant,
and the sound is also ace, for
both music and FX. But it's not
just the facade that makes this
the megagame it is: Cool Spot

has that rare feel about it, that
gives you such a hit when you
pick up the joypad. I’ the con-
trol, it's the animation, it's the
brilliont character. | can assure
you of eleven levels of great

PRESENTATION: 89%
A choice of difficulty levels, and an
ace sound fest.

GRAPHICS: 94%
Super smooth animation on Spot,
for all his many movements, The
backgrounds are just brilliant.
SOUND:

Brilliant surf-rock soundracks!
Tons of chirpy sound FX too.

PLAYABILITY: 92%
Cool Spot grips you like a vice the
first time you pick it up, and it's @
‘session game’, one where you
take a thermos and a week's sup-
ply of before you start.
LASTABILITY: 88%
Eleven levels is sufficient to keep
you at it for quite a while. Some
are very challenging indeed!
OVERALL: 90%
Spot has earned the right to label
himself cool. Platform gamers will
go ape. This has to be one of the
best Megadrive games of ‘93!

S ——

Corporation building, collect
equipment and solve puzzles in
order to reach the higher floors
of the UCC building.

The Corporation do not
take lightly fo unauthorised
intruders so you can expect fo
run into all sorts of security
robots and some of their more
gruesome genefic experiments

on your mission. Luckily, you
can arm yourself with all sorts
of weapons and even build your
own agent, complete with bionic
limbs and psychic powers before
the mission begins.

Corporation impressed me
immediately with its excellent
user interface and decent game-
play. The thing is, not matter

ow long | ployed the game |
kept coming away with the feel-
ing that | had hardly scrafched
the surfoce of the gome — i's
that deep and complex. The
graphics [partcularly he pre-
sentation screens) are very
impressive, although the corri-
dors look so samey it's easy to
get lost. The soundtrack backing
the action is good but |

R
PRESENTATION:

Loads of excellent gameplay
options for you to fiddle with and
the presentation screens are
great.

GRAPHICS: 80%
The graphics are sometimes indis-
finct, but the overall 3D effect is
quite impressive. I's a shame the
corridors all look alike as it
makes it very easy fo gef lost.

90%

SOUND:

A good tune plays throughout
along with functional effects.
PLAYABILITY: 84%
It takes a while for the action to
really get going but after that
tli,ilngs become much more enjoy-
able.

LASTABILITY: 87%
There are many levels to explore,
each with many puzzles, so you
should be at this for ages.
OVERALL: 86%
A high quality, atmospheric role-
playing adventure game.
Recommended.

e e i e e



7"he evil Doctor K hos created
1 on army of deranged repli-
conts in order to take over the

world, and only two men can stop

him — Andy Attacker and Ben

Breaker, the top soldiers of the

CIA's special Crackdown force.
Armed with o machine gun,

ifyou're
going fo get through
~ unscathed. Two-player
- mode s a different
N\ ball game altogether

ike. If
enjoyed the coin-op, you' II w-
tainly enjoy this, so go forth now
and purchase it pronto.

3 78%
Afew nice intro screens, with simultaneous two
player options and difficulty levels, but not o
whole lof else.
GRAPHICS: 73%
The miniscule sprits are o bitindistinet b they
work okay.
SOUND:
The usual bangs and explosions abound, wnh

r spot effects and some very good sound-
tracks.

PLAYABILITY: 74%
‘There's not really much fo the game, but if's quite
good fun for o while, especilly with two ployers
fighting sde by side.

LASTABILITY: 9%
Loads oflevels, but the game i rather easy to
omplete in two-player mode

OVERALL: 3%

A decent conversion of an entertaining coin-op,
though it does look o bit dated these days.

The best way to make a succes-
ful and playable pin-table is
fo give it a good theme, and
make it as atmospheric as possi-
ble. Cre Ball is a mix of ghoul-
ish horror elements and hard
rock: metallic table, slimy
sprites. The table is spread over

CRUE BALL
BY

n the future, American

Football takes on a new
dimension, if the action in
Cyberball is to believed. The
game is really lose to the rules
of American Football, where two
teams have to force their way
down a pitch by ten yards, within

CYBERBALL
BY

three vertcally scrolling screens,
with a set of flippers on each.
The object is fo move o the next
ranking by adtivating the ramp

and flying to the sub-game sec-
fion. There the flipper turns to

guard the left side of the screen,
and the ball destroys approach-

four attempts or ‘downs’, and
finolly fo the goal. In the case of
Cyberball,the game is played by
20ft robots, and the ball is a
bomb, which explodes if after
the fourth down. Play is a mix-
ture of real-time oction, when
the play begins, and team strat-
egy. You decide the general
course of a play by selecting
from a range of passes, runs and
punts, displayed below the
action screen. The real-time
adtion is shown, with the players
represented in blue ond red. The
grophics oren’t bad, but the
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entire game idea has improved
on immensely by the John
Madden games. When you think
that Cyberball was out even

ing skeletons. The soundtrack is
the most noticeable and hyped
feature of the game. EA have
used three ‘works' of American
Metal band Motley Crue and
although the Megadrive isn't
capable of metalic miraces, the
renditions are fair enough.

What Crue Ball renlly lacks
is fost adrenali

PRESENTATION: 76%
There i o novel introdudion 1o he game, ond @
sound fest for those groovey funes.

GRAPHICS: 0%

The metallic table looks okay, but the sprites are
very bland ond game looks quite bore, especially
when you compare it o something ike Dragon's
Fory.

SOUND:

P
action. The table is preny sparse
of features, just a few bumpers
and bonuses. The higher screens
have different features, but
these don'tchange enough on
further levels to maintain infer-
est in the game. Crue Ball fries
to be rock n’ roll but it barely
‘musters a quiver.

Iz

before the first Madden's —
and there have been another
two since, you realise that this is
an old-timer on the Megadrive
sports circuit. It should have
given up and opened a pub by

9%
ic, and if that's your
bag, you'll be quite happy.

PLAYABILITY: n%
Crue Ball is easy to get into, though the action
would have been more interesting if the pro-

| grommers had made it more like a real pintable.
LASTABILITY: 61%
There's not much progression in the nine levels.
‘Done it seen it sets in quickly.

OVERALL: 65%
(Crue Ball doesn't really cut it. Not enough action
going down on the fable, man!

| PRESENTATION:

Afair range of options and two player mm
Nice futuristic atmosphere.

GRAPHICS:

The layout works well enough to get a numﬂe on
the action, but looks very dated now.

SOUND: 60%
| Crowd and FX do o minimal job in creating the
stadium atmosphere. The speech from the female
commentator is minimal but excellent.

76%

The game is more basic than Modden's bul
choosing plays is easy to occomplish. The adtion
‘doesn't rely as much on tadics, though.

LASTABILITY: 67%
Cyberballis the shallowest of the football sims
you may choose. Even the unusual setting won't
hold your attention for long.

OVERALL: 67

Past its prime, Cyberball is the future sport IMI s
fost moving into history.

S —



here you were, happily

indulging in your pastime of
space-craftflying, when, ol of @
sudden, the controls of your
aoft fused! Amazingly, you
manage fo find a suitable plan-
et to land on, but sadly, you
don't survive the crash — doh!
Luckily, an alien entity finds
your shattered body and
implants your consciousness info
a gyborg frame. What's more,
this alien scum decide to erase
your memory! Aiiee!

However, the memory wipe
doesn't go quite to plan, so you
decide to use your new-found
cybernetic powers to locate the
alien entity and give it “some of
that” The only problem is, to

s the owner of a fine,

Darius-class attack space
vehide, you have decided to
take on the might of the hostile
alien empire, using all your
laser-powered weapons fo blast
the xenomorphs info oblivion.
This involves traversing @ num-
ber of horizontally scrolling
worlds blosting all-and-sundry
with your guns and bombs, col-
lecting power-ups on the way
(sounds fomiliar?).

You'll need all your shoot

‘em up skills to survive the epic
confrontations with each level's
end-of-level boss. Their zap
guns and missiles have been
fully primed for moximum
destruction - and only a real

destroy the entity you're going
to have fo punch, kick and shoot
your way through legions of
enemy cyborgs! Plenty of
punches (indluding uppercuts
and body-blows) are available
for your cyborg fo use along
with a variety of kicks. You can
also stun your opponent and
pull offhis arms or even his
torso! Armed with these pieces,
you can either chuck them at
your next opponent or attach

srrrsrsssy
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%

hero can send them all packing!
The destruction of some
aliens results in a rather nifty

power-up pod being left behind.

Collection of this usually results
in one of your craff's weapons
systems being substantially
upgraded.

There are o massive twen-
ty-six levels in lhu gome - but

them to yourself! Excellent
You can even start the

game by designing your own

custom cyborg. Just enter the

Assembly Room and put togeth-

er one of the many special tor-
soes, leg units and a bolt-on
special weapon

I love Cyborg Justice — it's
great! The sprites and anima-
tion are excellent and the beat
‘em up adtion is ace! The
weapons and moves fake ages

els spreads out fanlike, so as
each one is complefed

yougeta
choice of two fo take on next.

But be warned.

to master, but the effort’s worth
it and it's even better when
another player joins in!
IFthere is a fault with the
game, it's down to the lack of
backdrops and interaction with
the scenery. Still, I'm amazed
that all this has been packed
into a four megabit cortridge.
Goodness knows what it
would've been if a whole eight
meg were available.
RICH

trouble is it's lacking the sort of

imaginetion (particularly in

bosses and power-ups) that set

these gomes above the mass of

Megadrive blosting games and

s, after a while, it does geta
boring.

PRESENTATION: 90%
Avast range of options are avail-
able, including different difficulty
levels, arcade or duel modes.

GRAPHICS: 89%
Superbly detailed sprites and ani-
mation. Shame there are only five
different backdrops.

SOUND: 78%
Decent crunching effects when
robot fist meets cyhorg hide! The
music is occasionally a it poor.
PLAYABILITY: 88%
Getting fo grips with your Cyborg
takes a while, but it's great fun
mastering the moves.
LASTABILITY: 87%
Quite challenging as long as you
steer clear of the EASY skill set-
ting. The two player option and
the duel will also have you com-
ing back for more.

OVERALL 89%
An excellent beat ‘em up, with
tons of extra weaponry, superb
moves and addictive gameplay!

PRESENTATION 69%
Plenty of options, but the attract

sequences are very underwhelm-
ing.

GRAPHICS %
Small, but detailed sprites with
decent scrolling backdrops. The
exofic fish bosses are pretty smart.
SOUND n%
Forgettable tunes are overshad-
owed by the raucous blasting
effeds.

PLAYABILITY 79%
Fast blasting action which is easy
to get into from the outset, but
the lack of original features is dis-
appoining.

LASTABILITY 75%
There's lots to play but the levels
are all rather samey and not that
inferesting to play through.
OVERALL 70%
A good, challenging shoot ‘em up
which lacks that spark of original-
ity which would have made it
something special.
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here's one Megadrive gome indudes miniscule sprifes, ani-
Tguummoed to make a shiver l ‘mation and b Eoch biss i e
run down your spine every fime ﬁk 5t" e of the screens is tedious and whinsical inro screen whichlooks ke t wos
it's mentioned: Dark Costle! frustrating beca acack ged pe
Some of the unfortunates at in the pavement causes death

Electronic Arts must turn in their  Devil's trumpet into the world.
graves when they realise they Dark Costl d

filled with dunqeu like Vampire
bats, rats, d sin-

one

unleashed this spawn of the ‘man’s attempt o kill the vom-
pires reposing in a

™ Tronsylvanian castle. The castle

DARK CASTLE is a flip-screen platform maze,

ister piles of, well, brown stuff.
Rope swings and ladders take
you fo later 'attractions' such as
dragons and torturers' lairs.
Apart from the
‘merest germ of
0 good ideo,
Dark Castle has
absolutely
nothing else of
merit. The
grophic ore
awful beyond
belief, that

he Davis Cup is tennis’ nice

trophy. It's a team-based
tournament, where the prize is
national prestige, not big wads

of cash. By choosing that os the
basis of their tennis sim, perhaps
Domark where frying to give it o
different perspective. Davis Cup

Tennis offers the same features
‘as most of its competitors —
one or two player action, singles
or doubles, a tournament or
friendly mode, and a chance fo
pracice skills. The pradtice ele-

De(apanmk (starring Chuck D
Head, ohem) is on of the
most environmentally friendly
games on the Megadrive —

‘ment of Davis Cup is augmented
by the five different practice
areas. There are games for
sharpening timing, positioning
and factcal skills.

But where a tennis gome
proves itself is
on the court,
and Davis Cup
really cts it
here. The view-
point of the
court s from
quite a low
position,
adding a sense

because it's been recycled no less
than twice! It started os a plat-
form game on the Moster
System called Psycho Fox, which

was one of the fastest and most
ployable on the 8-bit machine.
So popular was it, that a
Megadrive version, named
Magical Hat Flying Turbo
Adventure wos an early release,
back in 1990. The magical hat of
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the title was worn by a plucky
young lad who traversed about
20 platform levels of traps and
zombie creatures. The game wos
delayed by over a year while
Sega redesigned it info
Decappattack. The wacky
Frankenstein's
Monster-being of
the itle throws his
head at the enemy,
and they respond
with bits of their
body. The level lay-
outs are identical fo
Magical Hat, with

and the control method is
abysmal. The music is an affront
o the ears, but the sound FX are

GRAPHICS
They were awol when Dark Costl wos e
m.. st gkl By hs e oy

hilarious samples of people : : _51%
‘making funny noises. | can only mﬁfwdmﬂm in D Minor.
surmise that the g

put these in because their game mbymdmmi o
::;de become something of a s W‘.ﬁl'l M’“ o M it i nglon

Itis o bit of a lough I sup-
pose, but | guess I'm only saying
that because | didn't have to pay
good money for Dark Castle
before playing it. Buy it at your
peril
JAZ

of realism and movement. The
ball movement is superb, the
player control responsive, and
the player sprites look good
(opart from their low-cut
shorts!). Davis Cup boasts a
unique solution to the problems
the second player faces when
playing from the back — two-
players use o split-screen. The
area is quite cramped, but big
enough to have an enjoyable
gam. There are also no less than
50 computer opponents, and

do exhibit different play
styles. This is not an easy fennis
game fo play, but its incredibly
stylish in every aspedt. Best on
the machine.

only graphical changes. Either of
these games offers a fair
amount of gameplay, as the lev-
els are quite long and involved,
but Decapattack s the one fo go
for (if you can sfill find it)
because the bizarre graphics
give it some individuality.
However, many bigger and bet-
ter games of the genre have
appeared since.

JAz

between pain and pleasure. But probably not.

LASTABILITY %
Play it for more than o day and you'll be joining
the inmates.

OVERALL 13%
One of the worst Megadrive games in the history
of the world. Truly a nightmare experience.
e

93%
Avi»hhmolnptmﬂmnddmhmm
ment of the game.

GRAPHICS
A workable split-screen, which sets it npunimm
other Megadrive fennis games.

SOUND

fnhulmmwwiwuﬂdlmﬂmndk
scores, and

PLAYABILITY 88%

It's one of those sport gomes that are well pro-

grammed but need a little pradtice. The high

level of control you gef givesithe gome a realisic

LASTABILITY 90%
No essthanfifyapponentsfo bea! The gome-
s godi Do Cop ot il sy
your carridge o or o ong ime.

OVERALL 92%
The premie fenis game on this onsoe. Looks,
sounds and ploys ke a dream.

 PRESENTATION 0%
‘The standard array of options., but the wacky
munmim sareens are quite omusing.

el reallyzonywith robot lmbs nm
around, buteverything is quit blocky.

Pt dsibes b music and FX, [yl
ing is really outstanding.

PLAYABILITY 3%
The latform gomeplo isslightly unusuol.

Throwing your head is one novelly, but the game
lacks any really stortling features.

LASTABILITY

Its an agreeable game to partake of uane
are plenty of levels, so you're bound fo keep
‘going untilyou've completed it..

2%
i ill
uoui vuluq plmy of Imls um‘: .I:-m
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sing all manner of cunning

trickery and polifical
‘manoeuvring, an evil Middle
Eost didator named General
Killbaba has successfully
launched o military attack
against a small neighbouring
nation. In between wheezing,
collapsing and suffering various
heart attacks, the US President
devises a devious plan with
which to remove the dictator
and send his forces packing.

Operation Desert Strike

has been initiated and you,
pilot of a rock-hard Apache
helicopter gunship have o infil-
trate five occupied strongholds
and use its advanced weaponry
to take out various fargets des-

\

DESERT STRIKE
ELECTRONIC ARTS
PIAFIS
GAME DIFFICULTY
MEDIUM
mn;uu
SKILL LEVELS

RESPONSIVENESS
SUPER

anod on the semi-popular
film, this game puts you in
the yellow overcoat of ‘The
World's Greatest Defetive’. Dick
Tracy, for it is he, is on the trail
of Chicago’s nastiest and ugliest
gangsters who are apparently
planning some vile underworld-
ly deed. And so, armed with his
revolver, a tommy gun and his
bare fists, Dick has fo stomp
through fown seeing off the gar-
ishly dressed gangster hench-
men who are after him.

As Dick plods the street, he
comes under attack from
oncoming hoods and also bad
guys on the other side of the
street. It's on these distant das-
tords that he has fo use his

DICK TRACY
BY

geea it
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ignated by the mission con-

rollers.
But remember, your gun-
ship only has a limited amount
of armour and should the
enemy forces get through your
shielding, you're history fly boy!
ing able
o find extra fuel
and weapons isn't
‘much good unless
you're able fo
pick them up
safely from the
air. Luckily, the
Apache is kitted
with out with a
natty winch that
automatically
lowers itself when

can tackle things in any order
you like - searching for MIAs
first, destroying a power station
or faking out the airport!
You've also got fo think ahead
and work out optimum routes so

that you leave yourself with

return to the frigate fo complete
the level! The graphics (parficu-
larly the helicopter sprite) and
the sound are both excellent
and the whole game is beauti-
fully presented with cut-screens,
‘mission details and map screens
galore! But how long
will allthis excitement
last? Ruddy ages, that's
how long! There are
five main missions,
each with ten sub-mis-
sions, and later ones
are incredibly difficult.
The sequel to
Desert Strike (Jungle
Strike) was released
this summer, but this
sfill holds its own as

you hover over a box of sup-
plies. This winch also comes in
handy for picking up double
agents and MIAs.

Desert Strike's gameplay is
brilliant and | love the way you

enough fuel and ammunition fo
be able fo complete all the
assignments in that mission.
Things get very tense when sup-
plies are low and you've still got
an assignment fo finish AND

one of the best shoot ‘em ups on
the Megadrive, and it's one
gome you definitely shouldn't
be without.

Az

fommy gun. It tends to be a lit-
tle uncontrollable, but with
pradice spraying the hoods
becomes second nature. Just
wotch the effect it hos on the
scenery - it demolishes most of
the windows and woodwork,
and even causes fire hydrants to
spring a leak!

Between levels, Dick can
earn plentiful extra credifs by
taking part in a reaction testing
bonus game set on a target
range. Three targets bearing

scoRe o000

the faces of goodies and baddies
spring up and Dick has fo plug
all the bad guys without hitting
any of the good guys.

The action is also livened
up a bit when Dick has to ride
between parts of town on the
running board of his patrol car,
while gunning down the gang-
sters who drive post, Tommy
guns at the ready.

Megadrive Dick Tracy
sports excellent graphics (the
sprites are beautifully drawn

and animated,

score 3600

and the backdrops are very
reminiscent of the film). The
control method is slightly
unusual but is easy to get to
grips with and the game itself is
very challenging. It certainly
takes alof of practice before
you can go all the way through
the game in one go, giving this
plenty of lasting appeal. If
you're after a shoot ‘em up that
doesn'tfeature losers and alien
space ships, Dick Trocy is @ good
‘un.

R
PRESENTATION 90%
A fab opening sequence, cut
screens, brilliant in-game presen-
tation and a choice of control
modes make Desert Strike very
polished.
GRAPHICS 9%
Minutely detailed and well-ani-
mated sprites along with decent
backdrops.

SOUND 89%
Completely brilliant music and
atmospheric effes.
PLAYABILITY 93%

The chopper is easy fo control
making for some excellent blast-
ing action.

LASTABILITY N%
Five stages might seem meagre,
but there are loads of sub-mis-
sions and later levels are
extremely tough.

OVERALL 92%
A superb Megadrive shooter,
which is still @ must even after the
release of the sequel!

O

PRESENTATION 81%
The comic-coloured intro scenes
provide information and help set
the mood of the game

GRAPHICS 84%
The main sprite is wonderful (as
are the backgrounds), but the
enemies are rather wooden and
jerky.

UND 68
Sound effects are a little thin on
the ground, and the music's not
too hot either!

PLAYABILITY 82%
This is fun to play and easy fo get
to grips with, and the control
method's simple to use.
LASTABILITY 7%
It's not easy to beat, but the
gameplay doesn’t vary a great
deal from level fo level.
OVERALL 80%
A good, challenging shoot ‘em up
which is a pleasant change from
the norm.
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Jhyuﬁ:‘w.:'dd'::'i:ﬂdd ed, so it may not appeal to 6%
exponent me Streets of Rage fans.. It's also
Skateandl You o e sy bl |t T
kid who's girlfriend has been cwlty, and the higher skills don't one s a joke. Boring scenario
Kidnapped and foken t the offer any ew features. AR B
‘other side of town’. To get there o i into gang ummy n.. food and pover-ups are hnid-n Strangely, DJ Boy took absolute ‘The town looks reasonable, the enemy spres
as quickly as possible you jump in bins years to make it on our shelves ook P'!"Y okoy od the skoteacion i well ai-
into your roller skates and set wnhl).l!oylmduom:khom I}ypﬂmby,undlluk;dlmn oﬂim“y undlhmmnnn,us mated.
an army fair sfill not the cutting the SOUND 66%
induding strange adverseries Megadrive. You'd expect some wheely groovy tunes as accom-

W3 Bglhotme Boat le - 1) By s verylght-heat:
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Arad-hmd, alien wolfman is
sucking the happy hopes of
all their happy hopes into seven
magic globes and placed them in
the custody of seven of his most
trusted evil minions. Now it is
Doraemon’s mission fo bring
back the smiles by platforming

DORAEMONADY

his way through seven strange
and magical worlds. With his
pistol-a-popping and the occa-
sional game of scissor-paper-

ployground - as soon os the
machine is powered up
Doraemon appears beneath the
Sega logo and cheekily drawls

dle on what Doraemon can do
things are very obvious. There
are a fair number of bonus

stone, Doraemon s aiming o
bring all the happiness back in

fime for feo.

Sega have used the licence
well and this earless cat turns
the Megadrive into his very own

1
GAME DIFFICULTY
VERY EASY
CONTINUES
INFINITE
SKILL LEVELS

EXCELLENT

the word ‘Saay gaah’. This
stands as a good indication of
what is to come, which is a very

ployable and often amusing cort

stocked with variefy.

The screen-shots them-
selves illustrate to anyone who
is familiar with Doraemon that

the graphics represent him down

fo atee and he's animated per-
fectly too. Though there are
seven stages they aren't very

long and once you've got a han-

DOUBLE CLUTCH
BY
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rooms but they're easy fo find so
you can stock up with about fifty

extra ives and loads of contin-
ves, and be absolutely
completing the game within o
couple of hours! It's a great lit-
tle game but hardly the cat’s
whiskers (even with the
Doraemon fin pencil box and

stationery sef which comes in the
x).

RICH

ond even the slightly lower price

tag doesn't make it o priority
buy.

paniment, but the selection is quite poor. Not
even foot-tapping.

PLAYABILITY
DJ Boy's gomeploy looks 00 bascin mmpnnwl
it Sreets of Rage | &1

LASTABILITY 9%

The real bummer about the game is the easyness
ofthe low skilevels. Resit playing them.
OVERALL 1%
Other exponents of martiol ars gain respedt with
oge; DI Boy is ancient but not venerable.
R ——

PRESENTATION 9%
There are amusing snippets from Doraemon at
the front end and between levels; unfortunately
it ollin Jopanese.

GRAPHICS

Large sprites move smoothly against bold,
impressive backdrops. Doraemon is a real stor.

vaiul xhwph wmuy tunes and lots. ol unesy
Doroemon speech!

PLAYABILITY 0%
Excellent fun due to Doraemon’s lvely personali-
ty. There i a hilarious variation on 'musical
chairs of the end of the game.

LASTABILITY

The gome takes only o muple of hours to play
through os it s very easy inc

OVERALL 2%
Avery m|ayahle beautifully presented little cart
that is too short-lived because of easy gameplay
and a plentiful supply of extra lves

PRESENTATION
Nice digitsed pics of the drivers, and the (hm(e of
two skill levels make for fair presentation.

GRAPHICS 68%
The courses are well defined, but quite bland,
and the cars hordly look like speed machines!
SOUND 67%
There's some reasonable speech at the start of
the races, but the laidback musicis not suited o
the game.

PLAYABILITY

Double Clutch appeals infially, and the dunl
player mode is o welcome feature.
LASTABILITY 55%
The pace s too slow for a driving game, and
you'l sail through most courses in a single st-
ting.

OVERALL 61%
Double Cloich i playable and well-progrommed.
It just appears dull next to Micro Machines.

o ——




DRAGON'S FURY

you ing pressing
results in an attack fo the left

whilst C aims a blow to the right.

Biis used to jump, although

need springs on your feet

1o jump like the Lees. This

method makes it much easier to

fight your way out of corners,

although it till pays to learn the

special moves, such as the
famous jump-
ing cyclone
kick.

Sounds
like a recipe
for fighting
excitement, but
lordy me, it
would seem
Double
Dragon Il has

‘eyber” beings with spe-
dal skins immune to the deadly
anm-m!hmimm
destroy life on

ﬂumdlﬁawrﬁmuh-
ates with a plan codenamed
N

DYNAMITE DUKE
BY
SEGA
PLAYERS

s

Dynamite - a superhuman
cyborg called Colonel Duke
who's armed with o machine

gun and a bionic arm and capa-

ble oftoking o the army and

destroying them single-handed-

Iy

The adtion is displayed in
first-person perspective 3D, and
is ployed over six different lev-
els, with Duke shooting and
punching his way through
hordes of
maraud-
ing bad-
dies. At
the end of
the lost
level is the
evil
President
who con-

grounds are oh-so-boring.
sound is feeble in the exireme,
with a poor excuse for a sound-
track and crippled effects.
Although the control system is
quite a novel idea, the respon-
siveness is so poor that it doesn't
help much ot all. Luckily your
suffering is cut short as Double
Dragon Il is so easy that only Mr
No-Hands could fail to complete
it on his first go. Beat 'em up
fans would be well advised fo
run away from thi release ot
high speeds.

PRESENTATION 3%
Afew options but that's it really.

GRAPHICS 39%
Primary-school sprites in shabby colours animate
themselves shodily over boring backgrounds to
the accompaniment of dodgy scrolling

SOUND 3%
The sound is conspicuous by its poorness. The
tune s bland and the effects follow suit.

0%
The conrol method fokes a bi of gefing used o
and although s o good idea i’ wasted on the
snooze-inducing gamepla.

JLASTABILITY

19%
Ifs easy i’ oring it doesn' st very long ot
al

OVERALL 30%
Alacklustre conversion of a coin-op thot wasn't so
great to begin with. There's nothing to do and it
{ust isn't worth the money.

trols the enemy army - destroy
him and the threat to world
is neutralised.

As you'd expect, the graph-
s ore os close to the orcade
game os you're ever likely fo get
and the sound is pretty much
spot-on. But when it comes fo
gameplay, the Megadrive ver-
sion is almost identical o the
Master System version in the fact
that it's very addidtive at first,
but lacks losting appeal. There
are extra difficulty levels, but
really they don't make the game
that much harder. Dynamite
Duke will definitely appeal to
shoot ‘em up fans, but anyone
else should try before they buy.

| PRESENTATION 90%
There areeere fflesreens, o possword system
ond an all-importont two-player opton.
GRAPHICS 9%
Stunning effcs, especially on bonus stages. The
sprte animation and backdrops e both superb.

9%
Excellent sound effects and  well put fogether
;vmsiml score enhance the game atmosphere per-
fecly

mullun

se the boll moves very realistcally, |h|s is
just Inke pinball, but with ol of those impossible
extros!
LASTABILITY 88%
Mastering the tougher bonus levels should keep
you going for some fime. Working on o high
score also fakes prodice.
OVERALL 92%
A remarkable “gothic pinball sim that succeeds
in every aspedt. A must for oll Megodrive owners!

PRESENTATION 68%
Afair selection of difficulty levels, but not o lot
else.

GRAPHICS 80%
Very nice indeed, and remarkably dlose to those
of its coin-op parent.

SOUND 0%
Nothing oo umnishiw  the usval mix of bangs
and

PLAYABILITY

Really rather entertaining, and quite easy lo gzv
into.

LASTABILITY 69%
Locks long-lasting appeal because ifs rather easy
1o complete. The difficulty levels odd o bit of chol-
lenge, but they're not that differen from one
another.

OVERALL 3%
Again, a pretty decent conversion of the coin-op,
but only Operation Wolf fons will want to play

this for any length of fime.
e e
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.. MEGADRIVE REVIE

Hil the ice in this all-fime
ssic sports sim. The team
behind it are Park Place, also
responsible for John Madden’s
Football and the recent
Muhommad Ali Boxing. There
are tournament modes or exhi-
bition matches for you fo ry,
and of course there’s a fine two
player head-to-head mode.

By the power of your con-
trol pad you have to steer a six-
a-side team fo victory, making
them skate like mad, pass the
puck and trip, body check and
even punch out the opposition!
It takes a while to get the hang
of the control because of all the
inertia on their movement (but
then they are on ice), and steer-

ing the puck to that tiny goal
takes some doing.

Ice Hockey hos a reputa-
tion for being rather a rough
game and EA have even includ-
ed this into the simulation by
adding the option o start a bit
of a rinkside rumble and slug it
out with a troublesome oppos-
ing player. Of course, accidents
also happen in the course of
play, and players are frequently
led offin various states of disre-
pair. Perpetrators may also be
forced fo sit out o quarter in the

HO(

sin bin.

You could forget you're
playing a world dlass field with
that sort of conduct, but most
nations are represented (though
ot by the real-ife players —
that only came with the sequel),
with play levels that reflect their
world standing. So you can bet
that the Canadian sides are
pretty tough cookes!

When it was first releosed
in 1991, EA Hockey was one of
the best Megadrive sports
games going, thanks fo its out

fabulous graphics and smooth
play, and olso for the brilliont
atmosphere captured by crowd,
the insane Hommond organist
and the commentators contribu-
tions. It's sfill o fast and furious
game, which | would have no
qualms about recommending to
you, i only it hadn't been
superseded since its first release
by its sequel, NHLPA, and the
soon-fo-be-released sequel to
the sequel, NHLPA '94

AZ

Beyond the shallow sounds
where the pleasure boats
drift, Ecco and his dolphin rel-
tives live in o harmony unknown
to humans. Until one strange
day, when a mysterious storm
descended that, like a giant
hand, grabbed the dolphins and
whisked them into the air and
lo, they were gone. The object of
the game, of course, is for Ecco
1o travel 20+ levels of under-
se0 enigmas, solving puzzles
and avoiding a watery grave in
his quest to retrieve his etacean
pals.

Ecco might be lucky
enough to be up near the top of
the food chain, but that doesn’t
that dolphin danger doesn't

ECCO THE DOLPHIN
BY

lurk amongst the coral reefs.
Jellyfish, puffer fish and sharks,
among ofhers moke Ecco less
than welcome unless he can
ward them off with his dolphin-
style, high-speed nose charge
attad
Much of the challenge,
though, is provided by the rocky
environment of the reef. As the
depth increases the space for
Ecco fo manoeuvre in becomes
very limited. But sometimes the
ocean geography, as well as the
ocean wildiife plays o part in

solving the puzzles

A game about o dolphin
‘might sound a bit daft, but Ecco
is nothing short of sensational!
The graphics are out of this
world - Ecco himself himself is
superbly animated as he
explores the depths and the
nigh on photographic parallox
scrolling backdrops look gor-
geous. Enhancing the atmos-
phere are a series of fabulous
soundtracks and great effedts.
Fortunately the game’s design-
ers haven't spent all their fime

on the cosmetics - the gameplay
is thoroughly enjoyable and
highly addictive. The difficulty
level is beautifully balanced;
you're drawn into the game
with a large, but fairly safe first
level where you can learn the
skills and tricks of dolphin
aquabatics, but from then on
this game is fough - and with
over 20 levels fo conquer it's not
agame that'll be completed
overnight by any stretch of the
imagination.

RICH

PRESENTATION 93%
Everything you could want with
options and stats to check when
you're off the pitch, and atmos-
phere on it.

GRAPHICS 83%
The rink looks great and the
scrolling is super smooth. The
sprites perform very realistically.
SOUND

Great crowd effedts, that erupt
when a goal is scored. Average
title music.

PLAYABILITY 89%
Super fast gameplay, takes a
while fo become attuned, but tac-
tics and slick manoeuvres follow.
LASTABILITY 89%
There are 22 national squads to
beat, some of which are rock
hard. There's the evergreen two-
player mode.

OVERALL 90%
EA Hockey has a place in the
sports locker of every Megadrive
owner.

PRESENTATION 90%
Services the ?ume perfectly with a
good manual, easy password sys-
tem, and a pleasant demo.

GRAPHICS 95%
Astounding Dolphin animafion,
and the background graphics are
awork of arf.

SOUND 93%
Wonderful echoing Dolphin song
accompanies the music score that
is just right.

PLAYABILITY 97%
An instant hook, due fo the
unique control method the strong
slloryline, and attractive early lev-
els.

LASTABILITY 96%
The intensity doesn't diminish,
and thankfully the game isn't o
pushover with over 20 enormous
levels.

OVERALL 97%
A Megadrive classic without
doubt, and a strong contender for
best game ever!
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dangerous wizard who is com-
plmly anm fun. He hos

his minions in the four
dnmenml zones with them. This
is the outline fo Elementol
Master, a vertically scrolling

Ilis not well in Cyber City.

Criminals are running amok
- looting, pillaging and raping
the city of allits worth, so Cyber
City's mayor sets up the ESWAT
(Enhanced Special Weapons and
Tadtics) division of the Cyber
Police fo deal with the evil, crim-
inal menace.

3

shooter from competent

Jopanese coders Tecnosoft. You

are the young mage who secks
o free the world by walking
through the zones, fighting
ghoulish creatures: orcs and

dragons fo reach the large castle

of the Elemental Master. Along
the way you assemble an ele-
senal that matches the

with lots of smart special effects,
fantastic weapons that spread
across the sereen and good solid
blasting gameplay. I's similar
to Twinkle Tale, and about as
good, actually, but because this
is older you might find it harder
fo spot on the shelves.

TATION 70%
No surprises here, options are limited to a stage
mrdmdriﬂhﬂs.lmhsligmm

GRAPHICS 8%
The grophis areexcllnton the whole with ots
ofsnazy secil efecs, on th big bosses re
stillimpressive.

SOUND 8%
Hh'uwnmwdmlhwdmnk

Aowdblnst mllynhmmmmnm
bigger creatures and get to fry some major-
league monster ass.

78%
Four longish levels then  multi-stage, monster-
| packed fifth level which is enough to keep you
going for a while.
OVERALL 79%
It's a blast from the past, but one worth revisit-
ing.

PRESENTATION
Mlulmmnqummdnnnodphd
sefting the mrhnpms the standord
ivs,:ﬂllw-kmd
Tl-uun-lywmlﬂyﬁhﬂnwwdbu&
the mechanical sprites which
»hhpmsmmm

Dlmmmvmns memll
decent. Good music ond suitable blasting effecs.

fun fo ploy,
I dnmvmmm i\s'u
SnET

You'l defnitlybe loying right oL
| o
alos tho won' ke oo longf reach.

o o 25 g, b
oy ko g ol
e

punks nto oblivion! Along with

I\ (G N\ 7 giving the player the benefit of
extra armour and powerful wammm sroens thal ive ""
= Y gravity-defying afterburners, m,,, ot avaldic
power-up icons endow the R 0%
The player takes on the that-be that he's eligible to join  ESWAT suit with o variety of There's o great varily in th: el bk
‘mantle of a hard-bitten SWAT the ESWAT elite, two levels deadly weaponry, rocket launch- drops, and some brilliant parallax scrolling
cop, who seems to be dealing worth of eight-way scrolling ers, flame throwers, thot sort of ull-ax
with the ariminal epidemic oll platform blasting have to be thing.
on his own, with only his trusty tackled - each with a very nasty Thshllmdllﬂmh &mmmmhmm(mfh«lﬁ
mdhm-my In ‘end-of-level crime boss to be ESWAT arcade game, but don't SWAT cop with an upper-closs accent?)
order : lﬂlhpﬂyndl!ﬂnhhkk PLAYABILITY 87%
. PR Then it's Good, dow
= Tt
e 1] |1 ond extement qu-i-wnynnhduw LASTABILITY 86%
» T 111 of donning the I'salso slightly de
- i specialised quite challenging with even the up for with plenty of extra weapons and varied
Vit ESWAT armour easy level being pretty tough to leves.
“ ondusingall  beat Highly recommended fooll | OVERALL o 87%
manner of blasting addits. Nota very ‘h‘;“"!*" mm domn
extroweaponry  JAZ Lpas acasisbonts e
i 1o blast those B
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Enro Club Soccer from Virgin is

bosed on the home computer a’R
footy sim Manchester United
Europe, but with a whole host of
updated options. It adopts a
horizontally scrolling grand-
stand-view style of play, with
the ball sticking to the ployers’  more palatable. European Cup jiggery-pokery,
feet s opposed to being a free- Euro Club Soccer has two Simulation mode is the one to
rolling spheroid. play modes, the first being choose. In this mode, things are

There are 170 feamsiinthe  Arcade, which is more reminis-  more realistic, with a slower

game and you have fo take cent of games such as Tecmo play speed and plenty of rule
your chosen squad fo the finals  World Cup than real soccer. The  violation potential, not fo men-
of the European Cup champi- ref is a little lax in this mode, tion that all-important
onship by trouncing 15 other the ball travels unfeasible dis- European tournament.
randomly-selected computer tances and players have a ten- Presentation-wise, this is
teams. Up o nine players can dency to slide huge distances superb. The tournaments, save
take porf in seven fournaments  when they fackle another play-  mode and general options are
and there’s battery back-upto er. Only friendly matches are oll excellent. Sadly, though, the
make the lengthy compaign played in Arcade mode - for

gameplay isn't of the same high

EURO CLUB SOCCER

VIRGIN
PLAYERS

vander Holyfield's “Real

Deal” Boxing casts the player
as one of the contenders for the
world's number one. Players
choose fo play s a boxer who
has olready established a rank-
ing, or kick off a new boxing
career by creating their own
player. There are 29 opponents
to choose and each of them has
their strengths and weaknesses.
To prove o formidable oppo-
nent, a player has to develop
impenetrable blocking, a strong
left and right hook, and a pow-
erful uppercut. The number of
rounds is a matter of choice, but
only experienced fighters are
able to go the distance. The ulti-
mate challenge is beating

EVANDER HOLYFIELD'S
“REAL Dﬂ'li" BOXING

42 MM MEGA REVIEW

Evander Holyfield himself
Seconds out, round one!

The on-screen stats display
the boxer's energy levels. Every
time he sustains a hit it is
reduced, but spending fime
effectively blocking causes it to
rise again. Also disployed is an
indicator showing the extent of
injury to head and body. If an
opponent’s indicator shows

A

signs of extensive head domage
itis worth hitting him there
because he is more vulnerable.
Watch your own indicators
though to make sure you don't
end up with the cauliflower
ears!

If the gameplay matched
the same standards of the
graphics, this would be a win-
ner. Sadly, though, the most

AL HAMMER

standards. There are several
sloppy points which mar the
action, namely the poor collision
detection, low player intelli-
gence and very awkward con-
trols which make putting
fogether passing moves very
tricky and frustrating. Had the
gome been more rigorously
tested and these irritations
removed, Euro Club Soccer could
have been an outstanding soccer
game - especially with such
excellent graphics. As it s, its
flaws means that most players
will get more frustration than
joy out of this.
JAZ

impressive thing about this is
the still screenshots. The anima-
tion of the boxers is poor (they
look more like they're fawning
over each other than punching),
the joypad response is treacle
slow and the game logic leaves
the computer boxers with glass
jows - o few sessions is all you
need to come up with a winning
move that's guaranteed to beat
each boer every
fime. The presenta-
tion may be stun-
ning, but my advice
fo boxing fans is to
try Muhammod
Ali's boring gome
which i vostly
superior.

JAZ

PRESENTATION 94%
More options than the human
mind could possibly comprehend,
plus some groovy intermissions.

GRAPHICS 86%
Smart sprites and animation all-
round. Shame about the back-
grounds though.

SOUND 42%
Dull tunes and insipid, sparse
effeds.

PLAYABILITY 75%
Frustrating collision defection
problems and some sloppy game-
play points make getfing into this
tricky.

LASTABILITY 65%
The fournament cerfainly takes a
long time to win, but will frustra-
fion be the only winner on the

ay?
OVERALL 69%
A superbly presented soccer game
which is sadly let down by some
awkward gameplay points. Had it
been more thoroughly playtested
it could have been brill.

PRESENTATION 90%
An excellent range of options,
including a save option for home-
made boxers. There's a two-play-
er mode foo.

GRAPHICS 64%
Superbly drawn sprites and back-
drops let down by poor anima-
tion.

SOUND 2%
Ooph’s and uurgh's from the box-
ers but the sound doesn't really
catch the atmosphere of the sport.

50%

PLAYABILITY
The boxers are slow and awk-
ward, and the game logic makes
winning a matter of routine.

LASTABILITY

There are 29 opponents to tackle,
but the tedium is overpowering.

49%

OVERALL 52%
Some good ideas and some
impressive graphics ruined by
awful gameplay and in-game
logic. Certainly not the main
event!




s tough being a cyborg, just

ask Professor Kildare. He was
programmed by his creators to
redevelop an Earth shattered by
World Wor . This task involves
reverting all the now-mutated
population of the planet back fo
their original forms. Still, ot

ancy flying the deadliest

Fighter ever devised, before
the real pilots get their hands on
i? This game enables you to do
just that, and even creates o few
war zones for you to fly it in!

You could opt for basic F-

22 flight training in the USA or

F-22 INTERCEPTOR
ELECTRONIC ARTS
PLAYERS

On(e upon a time, there was a
young lod called Julian who
lived with his two brothers in the
land of Holm. Life for them and
their countrymen was peaceful
until, just when it looked like
things couldn't get any better,
bad fortune struck the land.
Crops failed and Holm was

FAERY TALE
ADVENTURE

BY
ELECTRONIC ARTS
mlvns
DIFFICULTY

TOUGH

X
Wil

However, four of the team
have been kidnapped by Sluggo
and it's up fo the remaining
pair, Shannon and Ackroyd, to
travel across nine desolate
wasteland levels, killing
Sluggo's cronies
and, rescuing their
teammates.

The player can
4 play either Shannon
or Ackroyd in their
platform adventure.
Both have different
skills and weapons;
Shannon, for exam-

least he has perfected a method
by which fo do this. Now, his first
six combat-trained Ex-Mutants
‘wage war on the evil mutant
overlord known os Sluggo and
his vile minions.

attempt “the real thing” inthe  best the enemy can throw at
likes of Irag, or even Russia you.

(even if they're our mates now).
For real flying heroes, there’s
even an Aces Challenge, where
your F-22 is pitted against the

‘The flight controls are of
necessity simple, but this is real-
ly more of a shoot ‘em up than @
simulation. By using a combina-

tion of buttons
on the joypad,
all the essen-
tial options are
ovailoble,
induding the
obligatory
exterior views
of the adtion.

teered o set out fo recover the
item and free his lond from
menace. And his brothers vowed
that if Julian couldn't find it,
they would take up their swords
and complete the quest in this
graphic adventure.

invaded by hordes of ugly mon-
sters from the Seventh Level of
Hell. The town elders decided
that only a magical talisman
could save the land from the
invaders - but the talisman had
been stolen! Julian has volun-
Julian
starts off carry-
ing only o dog-
ger, but later
gets the chance
1o grab o lood
of goodies.
Extra weapons,
in the shape of

IVE REVIEW .

ple, isn't as weapon-proof as
Ackroyd, but she is faster.

Ex-Mutants will be most
loved by those people who
believe you don't have to be
beautiful to be a benefit to sodi-
ety. The grophics are a litfle
small and fuzzy, but they do
their job. The game itself is a lot
more fun than the look sug-
gests. The levels are big, and
filled with surprises and if you
look dlosely, you can ell some of
the bosses and traps are
inspired by Konami's
Costlevania series. Ultimately,
it's not the best at anything, but
far from the worst of all.

ground details are sparse, but
what you concentrate on are the.
torgets and enemy planes, and
these are smooth and defailed.
Wait until you've got five air-
craft all hurtling around trying
1o stick a missile up your
exhaust! There are fons of mis-
sions to challenge even the most
skilled of top guns and even if
you conquer them all, you can
create some of your own. With
ifs stunning presentation and
chollenging, thoroughly addic-
tive gameplay, F-22 s not only
another prime example of how
advanced ond complex console
games con be, it's also o fantas-
fic game in its own right.

Jaz

bows, maces, and dirks give him
additional fighting power, and
gloss vials revive lost vitality
after o punch up.

There are loads of things to
do and the land is huge but |
didn’tfind the overall situation
porticlorly enthralling - in foct
it didn't interest me ot all. The
‘monster sprites are weedy and
the heroes mince around the
place looking very unheroic, all
to the tune of some ghastly
medieval soundtracks. As
Megadrive role-playing games
go, this is one of the worst, and |
suggest you try something like
Shining Force or Landstalker
instead.

RICH

3
PRESENTATION
Loads of options, intros and infermissions, vmh
skiploads of cheesy comic-style dialogue.
GRAPHICS 84%
Smart backgrounds and groovy animation add
atmosphere, but don't disguise the fact that the
sprites themselves are pretty duff.
SOUND %
The effects are good and there's loads of speech
which often crops up during the game. The music,
‘however, is too quiet, too dull and too mulitive
rumlun

The gome is very smooth, easly m-mlw- ond
the action comes thick and fost.

85%

There's nine long and wwh levels to keep you
going, and even once i’s beaten, Ex-Mutants will
still drow you back.

OVERALL 85Y

A great game which i, for once, enhanced by its
difficulty level.
S —

PRESENTATION 96%
Too many options to lst, but suffice to say, every
option you could possibly indude is here.
GRAPHICS 89%
Great static screens and fost polygon plane
graphics. Colours are o bit garish, though.

81%

cannons, mis-
siles und awlmm Only |h| in-game musicis
slightly lacking, and that can be turned off.

m 93%
ing missons make getting info this very

92%
..ond there's loads of ough expert missions fo
keep you flying, plus the option fo make your
own. Lastability is guoranteed!
OVERALL 93%
Atruly superb ﬁluMImmbw simulation. A must
for your collection!

N e e i

PRESENTATION
The brief scene-setfing sequence is pimm bm
the 36-rune save game system is far too long-

winded.

GRAPHICS 45%
The gome is displayed in a sot o semi-30 view
which hns mdy ‘monsler sprites wandering
aroung

SOUND

‘The tunes are rather nasty and the wund -«am
are minimal.

PLAYABILITY 60%
At firt, the hero seems to die every twenly sec-
onds making this a very difficult gome to nn info.
LASTABILITY

‘This adventure is huge, but i's unlikely thm
you'll want to keep playing.

OVERALL 61%
A dull role-playing game which won't convert
non-adventurers fo the cause.

.~
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Snm evil bleeder has gone
and pinched the Moster
Sorcerer's music while his
apprentice (aka Mickey Mouse)
was asleep. If Mickey doesn't
retrieve the notes before the
Master returns he's had i, so,
using his junior magical powers,
Mickey whisks himself off into
dream where he does battle

with possessed magic mush-
rooms, mobile broomsticks and
evil toads.

The object of each level is

Vw\e gangster, Geese Howard
is the man responsible for
the death of Terry and Andy
Bogard's father,and the broth-
ersare out for vengeance
Mercfully they are not alone in
their hatred of the man Geese,
for their long-fime friend and
Thai Boxing champ, Joe
Higashi, is out for Geese's blood
00,

This game gives one or two
players control of this situation,
taking Terry, Joe or Andy to
their date with fate, ensuring
tht the putrid Geese gets his
just deserts! These three men
are expert martial orists, who
possess secret mystical moves
which you must master to stand

FATAL FURY
BY

to find the hidden notes. But be
careful, because if you don't
find enough notes by the fime
you reach the end of the level
(ond that means battling
through three sub-levels) you're
sent back fo the beginning fo
start again! Thisis incredibly
annoying.

In fad, the gameplay is
badly flawed and
there are several
highly annoying
features. For o
start, the collision
detection is very
’nnm- Mickey
loses energy even g
when it looks ke (€
he's deared a
baddie! The magic:
controls are very
sluggish - you
press the fire but-
ton and there's a
horrible pause

before Mickey shoofs . and if o
baddie is close by or moving
towards you fast, you just can't
avoid being hit. That might be
frustrating, but worse still are
the completely unavoidable
hazards the programmers have
put into the game. Platforms
drop, baddies pop up out of
nowhere or change direction

ing styles.
Overall
this is an accy-
rate conversion
of SNK’s coin-
op/Neo Geo
gome of the
same name.
However some
features are
absent from the Megadrive ver-
sion, namely a couple of the
boss characters and some bonus

any chance ogainst Geese and
His fiv bizarre henchmen who
all have their own weird fight-
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without warning, things fly on-
screen giving you no chance fo
avoid them ... aaagh! | like a
challenge, but when you're
given absolutely no chance and
are forced to memorize and
anticipate hazards and traps
before they happen, playing
becomes a chore.

JAZ

games.To compensate, the pro-
grammers, Takaro, have twisted
the story line a touch and placed
brother against brother, friend
against friend as Terry, Andy
and Joe duel for Geese's doom.

The graphics and move-
ment in this game are dead
smart; fast, fluid and very effec-
five. The gameplay and range
of opponents is similarly good -
however, the game does have
its limitations. Pulling off the
special moves is a lot more diffi-
clt than in, say, Street Fighter
1 - especially as most of the
moves end in  diagonal. You
really need a decent joystick
(rather than pad) to get the
most out of it. However, | would
say that Fatal Fury is domn
good fun, and beat ‘em up fans
are advised to check this out.
RICH

Brilliant Disney-style presentation
screens create a great atmos-
phere.

GRAPHICS
Excellent backdrops and some
great sprites.

54%

SOUND

The Megadrive renditions of
music from the movie are
abysmal and fuel your frustration
level immensely.

PLAYABILITY 61%
Arrrrgghhh! Fantasia’s many
gameplay flaws result in frustra-
fion as soon as you start playing!
LASTABILITY 56%
1t's tough - but there are so many
annoying features that many will
be put off before they complete
the game.
OVERALL 61%
Lovely graphics let down by total-
ly dreadful playability. Even the
biggest Mickey fans will be disap-
pointed.

PRESENTATION 92%
Striking and comprehensive. The
options screen has much to play
around with.

GRAPHICS 93%
Bold sprifes pitted against each
other against a wide variety of
locations, providing atmosphere
to the proceedings.

SOUND

The soundtracks and sampled
effedts reflect the on-screen adtion
well. Most of the sampled speech
is a bit rough, though.

PLAYABILITY

Playing on a control pad is
clt, but the promise of hardcore
fighting action makes you keep
trying.
LASTABILITY
The two player option gives it o

84%

86%

long life expectancy.

OVERALL 84%
A good conversion of a decent
game that fairs well despite the
tricky controls.



he Fatal Rewind is o game

show of the 21st century, For
the contestants, driven by pover-
ty into faking port, the rewards
are high - but the stakes are.
higher. Perform well and you’
rewarded with loads of lovely.
cash. If you die, well...

‘The general format of the.
game is remarkably simple. The
confestant, encased in a robotic
shell, travels around the eight-
way scrolling platform land-
scape. His objedtive is simply to
reach the exit for obove. He
uses the robot's spider-like abil-
ities to scale walls and jump
platforms, while the built-in
cannon fends off the waves of
attacking robots which materi-

‘Grand Prix season. As well as
the stondard sixteen circuits
there are four fictional ones
designed o help develop racing
skills and experience.
Compefition is furious so taking
advantage of the construction
option is vital for success. There
is the chance fo change tyres,
suspension, wings, brakes,
engine and transmission.
Players face a total of 16 oppo-
nents eager fo make sure you're
the lost fo see the checkered

To drive Murray Walker to

ST\

)

bursting point there is an option
allowing racers fo challenge o
tival or go head-to-head with o

friend.

There are just three things
wrong with Ferrari GP
Challenge - graphics, sound and
gameplay. There's hardly any
background to speak of and the
other cars are incredibly badly
drawn. The 3D update is jerky
and completely unrealistic and
the still screens between races

AVE REVIEW
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PRESENTATION
Plenty of options that let you
tweak the gameplay, although
dodgy the control method is very
annoying indeed.

79%
Finely detailed, smooth, parallax-
scrolling backdrops, but every-
thing looks a it samey from level
fo level. :
SOUND 81%
Some good tunes on offer here,
along with decent effeds.
PLAYABILITY 76%
It's a simple enough idea, but it's
not parficularly easy to get into.
LASTABILITY 79%
Sixteen very long, very hard lev-
els, each with at least two sub-lev-
els fo conquer - not a game you'll
beat overnight.
OVERALL 78%
Avery tough shoot ‘em up with
only minor faults stopping it from
getting a higher mark.

R

are dull. The sonics follow this
trend of horror, with a terrible
droning engine noise and hord-
ly anything else to keep your
ear drums occupied. But worst
of all is the gomeplay. The car
slides ll over the rod in a style
more befitting a hovercraft than
a high-performance cor, stop-
ping dead whenever it comes
into contact with an object
instead of just losing
speed or even flipping
right over. The challenge
level is low because the
opponents are complefe
baboons, and the finol
straw is that all the con-
struction options have lit-
tle or no effect on the car’s
performance bar the gear-
box. Absolute dross.

RICH

X
PRESENTATION 90%
Tons of options including a save
position system for the GP, two-
player mode and car customising.

GRAPHICS 44%
The 3D update is very jerky and
unrealistic and does nothing o
evoke the exhiliration of racing.

SOUND 42%
Weedy tunes and sound effects.

When the car crashes it sounds
like someone sneezing!
PLAYABILITY 49%

Steering is unrealistic, leaving you
feeling you're not in complete
mmm{ Much of the gameplay
becomes routine after a while.
LASTABILITY 33%
The 20 circuits and two-player
option should keep you going for
a while - if you're prepared to put
up with the fedious gameplay.
OVERALL 44%
An well presented game ruined by
poor in-game graphics, lack of
realism and naff gameplay.

S —
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MEGADRIVE REVI

PRESENTATION 84%
Animated title and intro screens.
In-depth character selection
screens.

GRAPHICS 75%
The sprites are original and well-
drawn and the animation is rea-
sonable.

SOUND 45%
0Ooh! Ghastly tunes and weedy
effects make Fighting Masters an
aural graveyard.

PLAYABILITY 75%
Control of each character is easy,
although in the heat of battle
some of the direction controls and
button combinations can be fricky.

LASTABILITY 70%
One-player mode lacks challenge,
but with two players around, you
should be kicking each other in
for some fime to come.
OVERALL 72%
Not quite Streeﬂi?hter 11 but this
is still an enjoyable two-player
game.

hat do you do when your
end of year science project F = z PRESENTATION 92%
;T:;';"t“l'n‘,’l:":,'lln'g"ms > \ Loads of amazing cut-scene ani-
society? That's exactly the situo- | mations add a great deal fo the
fion that Conrad Hor, finds ) - S atmosphere.
himself n. His proje, which GRAPHICS 95
measures molecular density imati ites i
reveals ot hundrds of peope i down. Conradsuvves the  ith ease. Wihhis gun drawn, s h sherexcllenc of he I,',':p';;' ',',"“‘:,',',‘::,';'},',’L' e it
aren't human ot all - they're aosh, but he's alone, bewil- Conrad is always ready for animation, if'stotally incredi- Store 106 ks Jod Tor Thelr it
aliens, bent on toking over the  dered and wondering what the action - sneaking olong, blost-  ble! Conrad himselfis 0 master- nali P ok g
world! However, before he can ~ hell is going on. It's your job fo  ing and rolling his way outof piece of animation - te scope inalty and unique style.
present his findings fo the help Conrad foil the liens’ evil  (or into) trouble. Mostering the of his abilites is stunning. The SOUND 8
authorities, the aliens are made plan that could threaten the full range of Conrad's skills is game’s no pushover either - Excellent sound effects and dra-
aware of his investigations and  safety of the entire galoxy! essentiol in beafing some the EASY mode s quite taxing, but matic music.
(ot surprisingly) decide fo kill Conrad Hart i the most game's more fiendish puzzles. NORMAL mode is a lot different,
him. well-animated, athleically pro- You'llbe amazed ot the ~ with many more enemies fo PLAYABILITY _, 93%
Luckily, he manages to ficient character in the history of  graphics in the game. As you tackle - making it even more Simply brilliant. Once you've got
escape on a stolen air-cycle, but  video games! His repertoire o can see from the screenshots, action packed! Flashback is one the hang of controlling Conrad,
the aliens give chase and shoot  othlei abilites s almost end-  they're completely different of the best Hegadrive gomes you'll have a ball trying fo solve
less. As well os walking and from every other Megadrive I've played in ages - for an the game's fiendish puzzles.
running, Conrad’s able to per- game available, such is their arcade adventure second to
form a ronge of diffeent leaps,  unigque stle. But what the none, get this. LASTABILITY 93%
as wellos dimbing platforms~ screenshots can'tshow you ot ol RICH The EASY level will be polished
. . off in around a week by experi-
enced players, but the NORMAL
and HARD levels are amazingly
tough!
OVERALL 93%
Quite simply a Megadrive classic
which shouldn't be missed.

R S E—————
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licky is a small blue bird who

gets his kicks by travelling
into horizontally-scrolling, cat-
infested territory, rescuing
defenceless chicks. As the chicks
are collected they follow Flicky
around the screen until he can
drop them off ot the Exit to com-

frer a hard doy's mining ot

the Bedrock quarry, all Fred
Flintstone desires is a bit of
piece and quiet but one family
risis follows another, starting
with Wilm losing her jewellery,
and Pebbles making off into the
desert. There's usually some

THE FLINTSTONES
BY

plete that level.

Of course cats and birds
don't mix too well, and while
Flicky picks up chicks, the prowl-
ing pussies are after some light
lunch. The cats kill Flicky on

contadt, but there are plenty of
objedts the avian can collect and
lob ot them o stun them.

Flicky looks and sounds
like the worst Megadrive game
in existence. But one game was

Swie P

prehistoric renegade behind the
thefts and disappearances, lurk-
ing in the outlands. So Fred sets
off to retrieve the missing items,
at the bottom of pools, in the

midst of deserts, and even some

orgotten Worlds is a multi-

directionally scrolling shoot
‘em up with power-ups, shops,
and trillions of aliens. Each level
features different bockgrounds
as you progress through the
ruined cities. The creatures -
which come in an astonishing
variety of shapes and sizes -

% |
FORGOTTEN WORLDS

e

nestling at the heart of active
volcanoes. Apart from the stan-
dard jumping and clubbing of
platform games, Fred is able to
do a couple of other tricks.
Fred's a neat swimmer, and is

all it took for me fo become hor-
ribly hooked. The gameplay is o
constant fest of reflexes as you
feeter on a knife-edge between
ployingit safe and ending up
with a rubbish score, or running
the big risks and going for the
mega-points! It may not look
like one of the most playable
Megadrive games, but it's true.

fast on the pedal-car. Flinstones
adequately captures the wacky
style of the cartoons, with dumb
dinosaurs. To its favour, it keeps
some gameplay twists for later
levels, and uses some neat visu-
als effeds. However, it's very like
Tazmania, and a clutch of other
platform gomes you may
already have.
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attempt fo stop you, but your
satellite and firepower can stop
them in their tracks. Once an
alien has been blasted, it conve-
niently turns into cash that you

can pick up. The money can then
be used to buy extra weapons,
health, information and various
other goods in the shops which
pop up on each level.

The end

of each level
is guorded
by an evil
god. As well
as being
visually dif-
ferent, they
all have
their own
forms of

PRESENTATION 29%
Completel rubbish. Even the e screen is
potheic, devoid Mnny options to tweak or even a
nice. w tol

31%
A qmphiml travesty, with tiny sprites and back-
drops souwlul, you'll think a six year-old has
drawn
SOUND 3%
The music ond spot effes are incredbly anny-
ing monstrosities.

1 PLAYABII

Ty 85%
Flicky offers a game so playable you'll want to

| keep on going for ages - it’s that good!

mh
So many levels to complete, Flicky offers months
of satisfying play.
OVERALL 85%
A.. eudm/mwl abortion but Flicky s stil great

PRESENTATION 80%
Fair selcion of ptions. The difficuly evels are
deverly arrange s that eve theeasy levlis
reasonably foing,

GRAPHICS 87%
The Flmmm charadters appear in perfect cor-
foon detal.

0%
A |m 'uo finkly and finny 1o be worth listening
100, but the sound FX are all right.

Iy 86%
s only @ platform game, but if's 0 well-con-
structed one, with varied levels. A lot of platform
game dliches (such os a train level and on ice
Tevel) are in there.

ABILITY 80%
Flinstones shouldn't present too much challenge,
and evokes a strong feeling of deja vu.
OVERALL 82%
Abit of a lough for Flinstones fans, but not to be
taken too seriously.
———

deadly attack. The first is
Paramecium, a circular mefallic
aeature, surrounded by a pro-
tective ring of drones. Next is the
Fiery Dragon. Then things start
to have an Egyptian flavour, as
the God of War and the Sphinx
rear their ugly heads. You battle
through these nasties until you
reach the top boss, a winged
demon on a throne!

Even though this s one of
the oldest Megadrive cartridges,
it's still a pretty good shoot ‘em
up. Twa player option, loads of
meaty weapons, smart graphics,
plenty of things to shoot — it's
all competent stuff.

( PRESENTATION 75%

Not many options but lots of nice cut-screens
which look like they're straight out of the arcade
gome.

GRAPHICS 88%
Smart sprites and blxkgwundx which are very
similor fo the arcode game’s.

SOUND 9%
Not u;: m the standard of the rest of the game,
ot

PLAYABI
Tricky o nzl mg hang of, but once you da me
blasting’s good fun.

LASTABILITY 80%
Easy o beat on the “normal” level; tough on
“hard”. However, it's got so many features you'll
keep returning, and the two player option is
alwoys a good laugh.

OVERALL 85%
A great conversion of an old arcade game which
Jooks good and s prety good fun fo play.

S ——
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Formulo One World
Championship consists of 16
lethal tracks, which 20 mod roc-
ers spin around, risking life and
limb for  bottle of champagne
and a few million quid in spon-

sorship — and the Honour!

fashion, they're all viewed from
the driver's point of view. The
mdlenib,w%

1's wor time again and as

trainee pilot in the Air Force,
you are plunged into the thick
of it. Many missions await you,
with the object being to wreak
as much havoe behind enemy
lines as possible.

G-LoC is a 3D shoot ‘em
up, viewed from the cockpit, in
which the player uses missiles
and a high-powered cannon fo
obliterate the enemy forces on
land, sea and air. One point is
scored for every plane, tank or
ship destroyed, and these points
are used fo buy power-ups ot
the shop between missions. But
their real value is os decorations
- get 160 points and you're ele-
vated to top ranking and are

object graphics are quite simple,
and the game looks a bit
sparse, but the speed and the
realistic feeling of movement
‘more than compensafes.

‘The game has two speed

modes,

Torbo is just ridiculously fast,
making control of the car a real
‘problem. However, thrill mer-

chants may be disappointed that

«rashes just bring you to a halt;

there’s no smouldering boiler-
suits and broken vertebrae in
this game, matey.

That doesn't stop F1 grip-
ping you fotally, asit's a com-
pulsive and perfectly balanced

retains much of the speed of the
solo game, and the 19 other
cars (with drivers named affer
the real F1 stars) exhibit excel-

judged to have won the war!
Sega seemed to have
missed an opportunity with G-
LoC. Previous versions on their
other systems were quite accom-
plished, but G-LoC fails to
utilise the power of the
Megadrive. The action was okay

for the arcade, but it's too linear
and limited to hold my attention
for long, despite the speed of
play. It's simply a matter of
shooting o botch of targets
(which more or less ly right
past your sights) within the time
limit. Graphics are nothing

lent skill and believable racing

taics.
There's a comprehensive
racing season fo fake part in,
and no less than 10 battery
game save positions o store
your racing progress. In addi-
fion, o hostof other stats cover-
lwmuwllfmhuwﬂ
ions and drcuit fimes, moke
this catergorically the best dri-
ving game on the Megadrive.
Not even the Super
Monaco games can match this
for speed and thrills, and if
you're a mad keen motor
;I::umisislhuh‘"
rive race game you'
ever need fo buy.

more than mediocre, and some
sections, like the bombing raids
are very shabby. The Brit pro-
grammers, Probe Software,
have done o nice job on the pre-
sentation screens, and maps,
but that's not enough fo redeem
this outmoded and outgunned
orcade
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flier.

PRESENTATION 90%
All the racing options you could
possibly want and a stunning
split-screen dual-player mode.

GRAPHICS 92%
The circuit graphics do look really
sparse, even dull, but at the speed
this thing moves you haven't got
fime fo look at the scenery any-
way. Fabulous sensation of move-
ment.

SOUND 80%
The music is barfy, but the engine
noises and screeches are great.
PLAYABILITY 94%
There's no question that ths is an
instantly addictive game for speed
addids.
LASTABILITY
The ability o keep records und
race consecutive seasons encour-
ages long term playing.
OVERALL 93%
Forget the rest. FIWC s simply
the best Megadrive racer there is.

TR T

PRESENTATION

Not many options, but well pre-
sented

throughout, with nice between-
flight screens and menus.
GRAPHICS 80%
The 3D effect is good, but there's
not much detail fo the back-
grounds, and some effects fail
miserably.

SOUND 63%
The sound is really nothing to
write home about.

PLAYABILITY

Inifially there's the inferest of
testing hand-to-eye co-ordina-
tion, and the urge to explore.
LASTABILITY 51%
There's lots of missions, but each
is a basic offair of shooting a far-
get quota.

Distinctly average, and not even
an improvement over the older
Afterburner 11




ased on the dodgy arcade

game of the same fitle, Gain
Ground pits one or two players,
controlling a team of warriors,
against the Moster Computer
and its minions, which are
threatening to fake over the
world. The said minions toke the

rincess Lucanna was abdudt-

ed by the dragon Thanatos
on her 181h birthday. Her only
hope of rescue is young
Galahad, a guard in her servie,
charged by the King to find and
return her 1o the realm.

Galahad traverses three

form of weird aliens, robot sol-
diers, and huge metallic mon-
sters.

Each player makes a choice

l‘?p',v

between playing three chorac-
ters to start with, but other char-
acters with stronger powers
appear in time. Weak characters
like the
have
spears as
weapons,
whereas
the magi-
cion hos
acessto
water
spell. The
characters

-l 04

increasingly deadly worlds,
starting the quest carrying only
[ muty sword. Better gear is on

he needs cash from the bodies of
the enemies he slays on the way.
Eudlwldnuudnupdum

Tl

eing o bit of a thickie, you

have volunteered to partake
of a highly dangerous mission
against a for superior enemy,
defending a system of inhos-
pitable planets.

Galaxy Force |1 is one more

in a long line of shoot ‘em ups
on the Megadrive. The action s

viewed, Afterburner-style, in 3-
D from behind the craft. The
player zooms around five
different planets destroying the
alien stronghold on each one.
Each planet consists of a surface

stage, and then a flight down o
narrow tunnel fo the subter-
ranean nerve centre.

The kindly technicians on
Earth have supplied you with an
unlimited supply of fire-and-for-

get missiles.
These lock
onto the
nearest far-
gets and
track them
automatical-
ly. Also,
handy
power-up
carriers

'make their way through a sin-
gle-screen battlefield viewed
from overhead, with the aim of
reaching the exit. The game is
spread over 50 increasingly
crowded battle areas, making it
harder ond harder to ‘gain
ground’, Each of the choracters
has their own basic attack,
together with a special weapon
that usually involves a ranged
attack.

The graphics, sound and
insipid gameplay were lambast-
ed three years ago when the
game first dared show its face.
The infervening years have been
less than kind, and this is the
kind of cart thot should be given
a wide berth.

SOUND 3%
Not the best part of the game, which gives you an
indication...

”Mmm,mwdhd:‘
gomeploy.

LASTABILITY 28%
Affer one go you won't ever want o have soiling
the cortridge slot in your Megadrive again.

OVERALL 29%
drive tille, best o

To get to the portals Golahad is e o y
usually required o find an PRESENTAI ?
object guarded by a large mon- m’"";::‘l" M"'Mm’:
ster. i TR but not amazing ’
- n grophicol ond game caapmcs o
PR e Fgih ol
Sh:dwofﬁnl!m' but this is and good backdrops
‘much belter with more interest- m -
ing puzde. However,hrs 16| s oyt s s oo ok
and barogue; or plodding and flat.
PLAYABILITY
Good apart from ollsion detecton.
MﬂﬂhdmmW-
ake | gy - and | 3 .
e kit mens o
s fongs could poison you! ree present a vost gome area, and if's @
Aside from little idiosyncracies dangerous place!
like that, Golahad is a very OVERALL 82%
i de ad € d only by o lock of

ippealing

appear once per level o supply
you with a power boost for your
auto-fire lasers. Galaxy Force Il
is 0 lome effort, with oll the
speed and playability of some-
thing slow and boring. The
sprites oren't bad, but the ani-
mation i jerky. The real culprit
is unresponsive control and poor
collision defection, which make
the game abhorrently frustrat-
ing. Like the ageing arcade
Dalek from whence this came,
it's a lood of rubbish.

JAZ

mndly-ndmniwm

Comprehensive options unnthn
mﬁd\lﬂk]ﬂlhhlnﬂiuu

57%
Looks okay when ' stil, but everything moves
oy and ekl o 1he 3 ot -
nel secions s simply a olour-cyding rick which
doesn'look f ol onvincing.

54%
Crummy sound effeds and a few tur
mm”n'm mM?

61%

ol i o A s
wmm: almos immediate

apathy.

LASTABILITY 48%

Five short levels take about holf an hour to com-
. After that you won't want to come

OVERAH 51%
poor conversion let down by poor graphics,

sIuMpmlphymdlndddmhm

e e e e
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eneral Chaos i the losest
hing on consol fo imitate : : PRESENTATION %
thse paintboll war games peo- . i} High quality throughout, and an
ple like 1o ploy in woodlond, . - ; - imaginafive game seffing.
pretending they're The Dirty >
Dozen for the doy. ; GRAPHICS
The game is set in the The animation on the soldiers is
midst of the protracted struggle  one captures the capital of the  ily armed unit, which s slowto and take direct control of one good, but the backdrops are flat,
between two warring countries ther move, or o quick pair of om- soldier, which is much more and the display gets duttered.
in a series of skirmishes on their There are o random selec-  mandos, who are usually out-  sensible
teritory. One ployer has the ni- tion of batlfieds,with difler- ~ quned. There are some admirable )  T5%
tiative and selects a region to ent landmark features like walls Once the action begins, the  qualities to this game, such as A 59"“}“[‘ °fb°'ﬂ5 ‘!"' and some
fight n. A dlose-up of the battle-  of sandbags, rivers, lokes and ~ bizarre control method fakes  the mult-player option. It aso deeply irritating music.
ground oppearsan single  tree, ol of whichprovide cover. over. One butfon makes o looks good, the fighters are PLAYABILITY 68%
sareen and fo capture the region  There s also o choice of troops  unfs fire, and one foggles RS | The unusual concep is promising,
you jus hove fo use your small for each round. There are between players. However, olity, ond s on oiginol con- ks e od? Hell h“'
band o roopers o kill he grenade lobbers, gunners, instead of having directconrol,  cept. Butas  single ployer ut the control method s hellsh,
small bond ofenemy troopers  flamethrowers ond bazookas.  the aypad moves o wrsor, game s irtaing, nt ust and completely wrecks the one
who are guarding the area. The range ond effetveness of  morking the units destinafion. because of the conrols, butalso player game.
Further rounds are fought unfil  each weapon is shown, and its It's a confusing and unwieldy because the action is limited to LASTABILITY 69%
vital fo position them properly. system. However, if you've got bouts sef on a single screen, and
The finol pe-round choiceis o of EN's ¢-Way Ploy adap- it rus quie slowly. Nicety, A, gig':“émw%'y":&m’

whatsize squad 1o pick: o heav- tors up 1o four ployersan plug bt no dgr for you.
theirjoypads  JAZ to plug in, some real enjoyment

may finally emerge.

OVERALL 70%
General Chaos hos some excellent
ideas and looks like it should be
?ood but it has too many flaws
or it to be a widely popular
game.

ere’s something strange in N
the neighbourhood, and PRESENTATION %
‘“h"'el"e" wlod he The intro bits and between Ievel
Ghostbusters — the only feam
who can save the city from an e dl)l:l'! ”em.m have
spidsiicof spooks ond much to do with the films, but
ghoulies. they do help establish an ongoing
The abjetsfo dear each plot. Hardly any options, though.
Tevel by clcing rogue ghosts“busters re called o fourtower be zopped verynearhe rop. inhe game's umorousgrophic | GRABHICS: 70%
for cash rewards, then use the blocks in NYC, each complaining The four buildings all hold  style, the detailed sprites mak- Cute, and hithy detailed mmo"_
money to buy more advanced of spook adtivity. After dealing different hazrds, such os flam- ing up for poor scenery and | i Kis Theghiost
equipment and weapons then  with o voriety of minor oppari-  ing floors and iy pools ontain-  ghost grophic. Even though it style graphics. The gho: ‘E
move onfothe next house. A5 ions o each floor, each level s ing gt squid. When youve  doesnt ook ke anything por- and the backgrounds are bit iffy
the game progresses the boys ended with the obligatory major  conquered these terrors, the ticularly stunning to start off on fhe whole.
uncover a sinister supernatural  baddie, whose weak spot must  action moves to a sinister out of  with — in fact it looks positively SOUND 75%
plot to plunge New York info be discovered and exploited. town castle, and after a couple naff — Ghostbusters actually
» g Spot effects are adequate, and the
the seventh level of Hell! Once the ghost is busted, a of levels of busting in there, an  turns outfo be a testing and “Disters thewis i ouurate;
The ‘busters can crouch, green spookete is released and  earthquake shakes the city and  enjoyable mixture of action and
jump, and fire to get through our hero hos to quickly trap itin  opens up the way to the finale ~ exploration. It well worth its PLAYABILITY %
the hordes of spirits. The hisparticle beam and drag it in @ huge underground level budget price. ley balanced d|"|m|'y level
towards the ghost trap on the where an exciting dimox awaits. makes this very easy fo get mto
% floor. This is tricky, as the ghost The three stars of the
GHOSTBUSTERS is onstontly moving and must  movie are porirayed quite well é_lﬂllﬂﬂ:“gm gnmeplu
BY imple, chal y
SEGA Emwdes plenty of gm but it won't
MF eep you occupied for months.
camE piFiCUTY OVERALL 3%
Better Lﬁon it IookshA ItmI:I -
2 enjoyable licence which shoul
m: appeal most to platform fanafics.
RESPONSIVENESS
[
S —
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oki, the evil Prince of
__Darkness hos returned to
our fair pleasant lands, leaving
atrail of death and destruction
wherever he goes. And worse...
he's kidnapped Sir Arthur the
Knight's girlfriend!

Pausing only fo jump into
his special hardman's suit of
armour and collect his magical
lance, Arthur sefs off for the
final confrontation with this

E REVIEW [

)

PRESENTATION 93%

A carbon-copy of the arcade pre-

sentation, vuth added skill Imls

and hidden level selects.

GRAPHICS 84%
tures won't be satisied until ~ sttus, and moy be poweredup  Darkness, you find you can't Very dose fo the coin-op, though
they've got Arthur’s head on o devastating defeat him, and have fo retrace nowadays it does look a bif ropey
one of their demonic lances. Loki's domain is o morbid - the five previous levels with o in places.

Arthur defends himself collection of graveyards, vol- new magic weapon. This is just SOUND 89%
with throwing lances, but other  canic dungeons, and statues one example how challenging Ghouls ‘n’ Ghosts h fth
‘weapons are hiding in chests (where you must walk along Ghouls ‘n’ Ghosts is. Lesser ot/ Ll)S[S as one of fhe
olong the way; swords, xes and  thei lippery tongues). Ghauls ble ot some 0 and spooky
holy water included. Only some 'n’ Ghosts avoid being just of h sedtion dally of any console game.

platform on the higher difficulty levels. Excellent music from start fo fin-
i iy i

Thm is a certain Burger chain
who get ever so touchy when
you mention their environmen-
tal record. They thought it
would be a very good idea to
sponsor a console game that
linked their nome with ‘green
issues’ (and
fun for the ki

So, meet Mick and Mack,
Global Gladiators. This pair of
pint-sized rainbow warriors
travel through four platform-
strewn levels (three stages in
each), using their goo-guns to
stop the aivities of the evil pol-
luters. The secondary tosk is fo
amass o huge score by colledting
the McDonalds Golden Arches s
they go.

You might be mmemed
about how effective
environmental learning aid.
After all, beovers are not the

Between each level is o
recycling game, where litter
falls from the sky and must be
put in the correct one of three
bins. The main levels feature
variety of nasty characters:
machines pumping out gunge,
rabid beavers de-foresting tracts
of woodland, and chemical
plants working overfime in
Toxic City.

est. The fruth is it's just good
old platform entertainment,
sweetened by some very nice

and the backdrops are really

‘main problem with the rain for-

graphics, sound and presenta-
tion. The animation is excellent,

bold. House music and smart
speech make up an excellent
soundtrack. The gome itself is
quite good fun, but don’t be
fooled by the title —it's o single
player gome only, and you get
the option of playing Mick OR
Mack.

Anyway, the green veneer
may be wofer-thin, but young-
sters will like Mick and Mack.

RICH

S ———

PLAYABILITY 90%
Plenty of Gothic horror thrills ‘n"
spills on offer here as you battle
zombies and undead creatures.

LASTABILITY 90%
One of the toughest Megadrive
games, and every moment is
quality.
OVERALL 90%
One of the Megadrive's classic
fitles, and a top conversion from
Capcom.

PRESENTATION
Exlramsly slick throughout vmh
lots of nice touches. The bonus
game is particularly smart.
GRAPHICS 89%
The animation is brilliant and the
backdrops are bold and colourful.
But there's not that much variety.

SOUND 90%
Great dancey music and spot FX,
but the prize goes to the super
sound samples.
PLAYABILITY 86%
Incredibly easy to get into, and
playable, bm the slick exteri-
or hides a simple game.
LASTABILITY 78%
It's good fun for a couple of hours
but Global Gladiators suffers the
dual fate of being too easy and
too shallow.
OVERALL 79%
This ain't going fo change the real
world, or even the games world.
But it's an entertaining little plat-
form game, all right.

L
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ods was initially the creation

of the Bitmap Brothers, o
team of Amiga programmers
hailed for their innovative and
playable produdts. Gods was one
of their biggest hits, and they
undertook the Megadrive con-
version themselves in Britain,
although Sega Europe strangely
decided nof to release the game
here, so unless they change
their mind you'll only find it on
the shelves of an importer.

Gods is a four-world, plat-

form shoot ‘em up, with o
strong mythological theme. You,
champion of Olympus, travel
through twelve stages, solving
puzzles that hinder progress,
and killing hordes of grotesque

demons.

Gems play an important
part in the game. Different
colours offer clues, energy or
open doors and traps in distant
ports of the playfield, making
the puzzle ospect o major part
of the game. The action side to

Thn' evil being Death Adder,
has kidnapped the King and
Princess of Yuria! And the dirty
swine has also carried off the
legendary Golden Axe! And fo
cpitoll, he’s killed some of
your family. So grab your axe or
sword and put on your fighting
trousers, ‘cos it's time for
revenge!

Dsn'h Adder has hidden
himself in his greot big castle,
and between you and him is his
army of horrid creatures.
Goblins, skeletons, black
knights, ogres, giant swordsmen
and even dinosaur riders are all
present to wear down your
energy bar and stop you in your
tracks! It's effectively a fontasy

beat ‘em up. There are three
charadters, the exofically named
Axbattler (Dwarf), Gilius
Thunderhead (Barbarian), and
Tyris Flare (Amazon). Each has
a set of moves, thot let you
crash down on your opponents,
roll under their feet, and even
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the game is surprisingly well
developed, with rabid mutants
attacking in hordes. Usefully,
the hero has a handy armoury
of knifes, maces, spears and
axes. The more powerful
‘weapons are bought in the
shops between levels, using

spin your swords in an arcing
movement. Advanced ployers
learn team fadtics in two-player

mode, and how fo put combina-

fions of moves together to deal
with the likes of the Hammer
Giants.

Between each of the five

gems as currency.
It's hard fo see why Sega
never picked Gods up. The
graphics have a classy, moody
feel and the action runs ot o hell
of a pace. Gods is a bit intense
for casual
players and there are less
frills than the
average plat-
form game,
but in terms of
pure gome-
play ' fop-
notch stuff.

levels, the players rest, and
thieving dwarf mages come to
steal their possessions. By giving
them a swit kick they release
potions, which may be stored to
summon earth, air or fire magic
fo come to your aid. Another
feature s to steal the dragons
some of the enemies
are mounted on, and
turn their fiery breath
fo your own advantage.
Golden Axe is
strikingly close to the
«in-op it wos based
on, with the duel mode
(in which players spar
with each other)
increasing the fun.
Unfortunately, the slick
presentation hides
aslightly too-easy
game, that most play-
ers will whisk through
inno time.
Iz

PRESENTATION 83%

Quite sparse, with a short atmos-

phericintro, and a few options.

The ﬁ|:Itlssword system is extremely
usel

GRAPHICS 86%
Gloomy temples and Roman back
streets. Gods is classily decorated
but not cheerful. The animation
on the sprites s a bit oo mechan-
ical, though.

SOUND 79%
Average music, mixed with some
very good sound FX

PLAYABILITY 80%
Very smooth, but very demanding
shooting action, for those who like
a challenge. Sometimes the tricky
controls add to the challenge!
LASTABILITY

The twelve worlds are not mas-
sive, but the game is sometfimes
impossibly tough.

OVERALL 78%
A very tough platform shooter.
Good, but not for novices.

PRESENTATION 93%
The range of options, including a
training mode is simply superb.
GRAPHICS 84%
Still highly impressive, especially
when magical fire-breathing
dragons descend!

SOUND 80%
Ghastly groans and battle noise.
You really feel you've done some-
one an injury!

PLAYABILITY 83%
Golden Axe is instantly enjoyable,

and working as a team is great
fun.

LASTABILITY 7%
Sadly, the game difficulty is set
too low. The whole game unfolds
too quickly, and you don't really
need much in the way of factics,
even to deal with the toughest
charadters..

OVERALL 80%
Not the best beat ‘em up now, but
still commendable os a faithful
arcade conversion.




he year is 2016, and the

Earth is rovaged by global
war, carried out by super-pow-
erful armoured land vehidles.
One man is o mite peeved ot all
the devastation going on
around him, and he is the
owner of the legendary
Granada X tank, the most pow-
erful artillery piece ever. His
plon of action is fo attack mili-
tary sites and forces until every-
one sees the error of their ways
and signs an armistice. Some
plan!

Granada X s another
Megadrive shoot ‘em up, but
this time it's got a few original
ideas such as muli-directional
scrolling playfields viewed from

overhead, and a novel control
system. As usual though, there
ore lots of nasties to shoot, a
few bolt-on weapons to shoot
them with and guardians to
contend with.

Unlike most Megadrive
shoot ‘em ups, Granada X
scrolls in eight directions. Each
level s set in  maze-like loca-
tion in which several specific
fargets are marked. The tank
must hunt and destroy them all
to complete each level. Their
approximate location is shown

on a small radar screen, but
finding them is still tricky since
many of them are mobile, and
there usually isn't o direct route
1o most of the stationary ones
either!

Ok, s0 you've seen the
screenshots, but don't judge this
book by its cover! On the sur-
face, Granada X is a sod sham
of small, feeble-looking sprites
and rather naff backgrounds.
Get into it, though, and you find
a really original and challeng-
ing blaster which tests the met-

tle of even the toughest of shoot
‘em up addicts. The game gets
better the further you go and on
later levels there’s a frenzied
assault on your tank — if your
reflexes aren’t up to seratch, it's
Goodnight Vienna!

Granada X is a real play-
er's game: those interested in
pretty grophics will be revolted,
but underneath the graphic
grottiness there is lofs of game.

PRESENTATION 85%
Choice of charaters, controls and
levels. Impressive attract screens

and animated storyline.
GRAPHICS 69%
Great sprites and magic, but some
pitiful backgrounds.

SOUND

48%
None too good. Weak effects and
plain tunes don't help enhance
the atmosphere.

PLAYABILITY 67%
It's very easy fo get into and fun

for a while but anyone expecting
an advance on the first game will
be disappointed.

LASTABILITY 57%
Even Golden Axe novices should
be able to mull the way through
it within a few sessions.
OVERALL 61%
A disappointing sequel which
lacks new ideas and challenge. If
you've got the first one don't even
entertain the idea of buying the
sequel.

R

PRESENTATION 80°
Afair few options and interesting
controls.

GRAPHICS

Titchy sprites and poor back-
grounds. But the quality of the
graphics belie the quality of the
game.

SOUND 67%
The background music isn't foo
mus, and the effects are pretty

PLAYABILITY 80%
Much more depth than your aver-
age shoot ‘em up, and great fun
1o boot. Very addictive stuff
indeed.

LASTABILITY 76%
Quite a few not-too-easy levels
and only three continues mean
that there’s plenty here fo keep
you challenged.

OVERALL 79%
An addictive, original but ugly
blaster which is still well worth
checking out.




andslam Tennis gives you
the chance to take part in "Bm“m! % 87%

the world's big fournaments. The range of options is superb. -

Games can be played s single There is a password system and

exhibition matches, or against a frainer option.

field preselected players.

e e o

according fo obiity. You can cre-  and factcs and some ployers ~and the gome olso has a well-  also comes off unfavaurably cely animated sprites. But they

ateyour own ployer and ol have a best surfoce fo ploy on. progrommed game logic, with @ when compared fo Davs Cup have an irritating habit of con-

cate points to different skill Grandslom Tennis really realistic response fo backspin Tennis (see review), in ferms of stantly swinging their Wm‘l

areas. The fraining ground let's  comes intoifs own in two-player  and top spin. Itsa bit trickyto graphics and sound. But SOUND

you pracice a few shos before mode. It's possible to play get the hang of, and the com- Grandslom is still a great suc- Some ’my ood sound u“em

entering an exhibifion match.  ogainst a friend in the singles, puter plays a elentless game. cess n two-player, and is com- Y prefly g s

When players feel they ve team up with them in the dou- Grandslom's one ploy mended os o decent tennis sim. The umpire announces sy

sussed out boh rocguetond  ble,or choose o computercon- weakness s thatth characers in a deep booming voice!

opposition, it's fime to enter the  trolled feam mate in the dou- are a it bit slow to reach the PLAYABILITY

(Lnui'. In ﬁm:dxl:m' Tennis bles. The options are extensive  ball on occasions. The game Realistic ball movement muk:??"
there are hord and dlay court = - e 1
R e EIFTET : |- . s '&g{uwﬁ i v
courtsufces afec gome sped s

LASTABILITY 81%
The Grandslam may be attempted
at any seed level, so there’s a pro-
gressive challenge. The two player
options will certainly keep you
occupied for quite o while.
OVERALL 80%
A worthy tennis game even if it
isn't the best on the Megadrive.

Gomtesio Calfornian : b
surfer riding the waves, PRESENTATION 76%
minding his own business when A neat introduction explains the

a particularly huge wave washes story, but there's not much in way

him ashore on a foreign beach. . o
He notices  strange medallion Inf owlmnns, and only one difficulty
level.

around his neck, just as a beau-

tiful beach babe oppears out of GRAPHICS

thin air. She fells him that the of wheels is a single-seat heli- swamp fowns, and a wibbling backgrounds and funky tunes, Colourful backgrounds and

only way to get rid of the copter. water effect for underwater forgetting fo put any sort of sprifes. but even they can't make

medallon i o reunite it with The questentails much ~oreas. It mightlook and sound gome inthere. The skateboard- ': s ArV

the treasurs of the Atecs. walking along platform levels great, but sadly Green Dog ing sections are briefand dull S QeI oxeading.
Furthermore, Green Dog and throwing Green Dog's lacks two very important and the underwater bit is fun SOUND

has been deprived of his surf- death frisbee ot dive-bombing  details: playability and chal- for a while The music has a Caribbean

board until his mission is om-  parrots and sea urchins. The lenge. The programmers seem but o sluggish os treade. it's

plfe He st gfsfoportyan cenerycanges eguenyto o hovegoneoverboardon net T finlnl nhecoffn s 2:;",;',;,:’0";,',',; Aol

using other means of fransport,  encompass jungles, caves and touches, nice animation, great  that the gome is laughably easy
such as o skateboard and roller o complete. Most PLAYABILITY 57%

skates in his questto find the The bizarre element of Green
Aatec hoard. The grooviest set the most mdlm Dog has some early appeal, but
';{lvl Dhﬁ:".;g ihl's ;«;r foo sl;l-n-w and there's
- A Sy ardly anything going on.
Ty designs lack the
Satnnic 55; = imo:invﬁun of the uﬂ_lllu" 5 & 25%
SEGA rad graphics. There Even if you do enjoy plnymg
ru;ns are g host of Green Dog (which is unlikely),
GAME DIFFICULTY Megadrive plat- you'll finish it within a few days.
cofShe %] % || omotstal ] OVERALL 40%
0 RICH It might look and sound like a
m}“m S ety . My ey million dollars, but the gameplay
RESPONSIVENESS Ty cyr Sy - Ty o ain't worth a dime.
. s T Deon Tk o 2 v = S ——

54 MM MEGA REVIEW



REVIEW [

Gvey Lancer offers more ter-
ror in space, with the well-
worn format of the sideways-
scrolling bloster. Aliens have
kidnapped all of Earth’s crack
pilots, feleporting them into o
section of space filled with heav-

N

PRESENTATION 8%
Lofs of options and great presen-
fation throughout.

GRAPHICS: 64%
Some impressive looking bosses

ily-armed qunships, andthen ~ weapons pod is found floting  well-worn scol,blast ' gome desperately needs more and unds, but sprites are
blowing them up.But they for-  around n spoe. Destry this  power-up boards -nh fownew  adion. Bt whotreal kils it of the usual bunch of little metallic
got to kidnap the most danger-  and o number of armaments off. for is that the gome is very easy spaceships..
ous pilot of oll — twelve year ore up for grabs. Onceyou col- ~ isi e ;mw ‘em up fans SOUND 40%
old Lucia Cabrock. In a rage lect your first weapon, it arrives  these k el through this
ove her father'skidnop, Lucia_inthe orm of a spheroidwhich "~ Hhe s aday. Lots of crap tunes and effecs fo
leaps info her fop ecret SH-01 hoversdase by your sip. aggravate your ear drums.
Grey Loncer and sets off for Another cannon, with o di PLAYABILITY 63%
revenge. Although the Grey ‘weapon-fype con be added. ite ni i i
Lancer ship starts out with o Grey Lancer treads the amﬁ?"“::#:? dl;isl;:':elf;ys
pretty pathetic rapid-fire can- unoi in;:l
non, upgrading your defences is i
simple. Every so often, a 3 of better ones than this LASTABILITY 45%
< e | = E“admﬂﬂe “; Eo n II’mls shouldn't ml;a° mo;e
e L 3 & JEmE V. tokfurs, o an a day or two fo complete, i
I R . f e vior (g ond th e,
MASAYA R 3 ~{ of the olternaives. 0
iz TSt
GAME W Masaya, which tries fo rehash a
CONTINUES load of old shoot ‘em up ideas
INFINITE without much success. The
SII.I.;HIS Thunderforce games are much
better than this.
AVERAGE

his state-of-the-art shoot ‘em
up comes from Treasure, a
new programming feam of ex-
Konami coders. The plot starts
with colours: three Gunstar
agents called Red, Blue and
Green. A mysterious agent
called Black bribes Green to
break from his friends and cop-  Megadrive. The heroes have and tactics. On one stage, a an entire level played as o
tain an expedition to find four four different weapons, and are  giant mechanical being trans- board gome. The graphics con-
gems, which will reawake ‘The able fo combine these fo form mutes itself between seven sist of spacial effects that no-one
Creator’, an occurrence nof con-  even more specialised arma- deadly robo-forms, indudinga  thought the Megadrive was
ducive to World Peace. The ments. They choose any of the  running soldier, a tiger, a spiky  capable of producing, and all
remaining two agents set outfo first four stages fo start, with the  urchin and an eagle, and you ore beautifully rendered. And
stop him. aim of destroying the boss have to fight them one after the gameplay, for one or two
The Gunstar Heroes fight mechanisms.These mechanisms  another. Gunstar Heroes is not players is immaculate: constant
over seven scrolling stages, are absolutely awesome, being  short of dlimactic moments. adtion but never frustration.
fighting the most amazing col-  made of many sprites and fea-  There's a breathtaking scene on  This is a rare occasion where the
lection of mechanical creatures  turing  huge range of forms the wings of a helicopter, even pmqmmnars have had the skill
ever assembled on the —— — fo put exactly what was.
in their imaginations on

PRESENTATION 91%
Spedacular presentation, and the
game almost unfolds like a
drama.

GRAPHICS

Absolutely usmundm? \usunls
Incredible amounts of action at
any one fime.

somu‘h : 93%
Turn this up so it pumps along to
the action. Groovy srugs
PLAYABILITY 95%
A superb feel to the action, and
Gunstar Heroes has acres of

depth. The two player mode is
ace!

LASTABILITY 92%
It doesn't take long fo beat on the

el, but even when you've
finished the game you'll return to
it because it's just that good!
OVERALL 95%
Sefs a new standard for
Megadrive shoot 'em ups. You
must buy this!
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emons have risen against

the heavenly powers, so o
shining angel named Wor is
commissioned fo take up his
wings and give the devil spawn
something to think about.

In this all-oction horizon-

tally scrolling shoot ‘em up, our

angelic hero travels six stages of  each stage, at the mid-point and

blasting action, doling out

divine retribution to the domned  warped, but powerful agent of
with a variety of extra weapons.  evil.

But be worned, bastions of
darkness have been placed in

end of each level, each is o

oped demonic theme, with

some really horrific sprite
designs. The bosses are huge
affairs, and often take you by
surprise by appearing from
behind or below. Gynoug may
be one of the Megadrive's older
shoot ‘em ups but it's packed
with ployability and sports some
stunning graphics. Some of the
multi-layer parallax scrolling
backgrounds, special effects and
end of level baddies are
absolufely superb. The extra
weapons aren't amazing, but for
ﬁm aion, excitement, and o
highly addic-
five challenge,
this takes some
begting.

were pretty gome
moﬂ,!hqdun‘i 50 impressive these

SouND a5%
Thamping music that deserves o be heard in
streo The sound effec rea bit og stondord

Great power-uj nhundlhni
nmmm

nm'lhﬁwlﬁ-dmhdmuuhm-
ers, but it's a tough game.
OVERALL 83%

Yet another Megadrive shoot ‘em up, but it
whhhmﬂﬁﬂlmhm

The: comprehensive
mmﬂiwhﬂ:‘;"
GRAPHICS 60%

Great animation on the dose-up screens of the
pitcher and batter, but the larger view of the dia-
‘mond is pathetic.

59%
Fortunately, the annoying tune can be removed
Teaving you with he sampled speech s great.

5%

sportbut while st loyers
ft fosesb sl |

IISIDI.I" 70%
Any fime you feel like pitching, Hordball’s there.
OVERALL 72%
A good baseball sim, but there is o better sequel.

mmxmmuw;m«m
commentary sounds surprisingly realistic and
‘adds a lot fo the game.




ard Drivin' on the Megadrive

is ported directly from
Aari's System 3, coin-op
‘machine, which was one of the
first to use solid 3-D graphics for

arealistic ‘machine for learner drivers.

display. Originally, Hard However, the designers soon
Drivin was developed as o realised that it would be much
more fun to make it perform
like a top spors car, and added

all sorts of wild' ‘n’ wocky fea-
tures fo the track, such os stunt
jumps and high speed banking!

S

AE = ERE EERERgERE

there are other road users fo
worry about. Should you race
around the track in record time,

you're challenged fo a head-to-
head race by the Phantom
There's a speed frack and o Photon.
stunt track in the game. The for- ‘The Megadrive cannot offer
mer is fairly strai listic steering and pedal
and you can really put your foot  controls of the arcode game nor
down. The stunt course requires  can it recreate the smooth, real-
o far more careful approach, itic 3D effect, leaving a rather

with a loop-the-loop, and some
high

speed
banking fo
negotiate.
As well os
- coneentrat-
_ ingon

EEC @

it om| @R

Hmy Unitis an aged
Megadrive blaster, of the
horizontally scrolling persua-

ion, modelled on an even older
version on PC Engine. It sub-
scribes to most of the conven-
fions of the format, which you
will be well acquainted if you

Bio-Hazard, Hellfire and many
more. Plenty of aliens, plenty of
metallic backgrounds, lots of

e whole of civilisation needs

one man to pilot a Hellfire
dlass attack craft into the hori-
zontally scrolling danger-zone
and meet the whole of the alien
ﬁmmnhmlnmﬂulnﬂ of swarming alien raft. Even
with the huge amount of mego-
‘weaponry af the Hellfire’s dis-

posal, the aliens have still got

A
EE! -

read the reviews if Thunderforce,

staying on
the road,

one horrific trump card up
sleeves. They've created huge
guardians with one aim in life
— to kill any plucky types who

basic racing game. What's
worse, the tracks ore easily com-
pleted and once you've had your
kicks beating your records a few
times, there’s not much to entice
you back on the roads.

The only distinguishing
feature of Heavy Unit is its rock
hardness. The game has no real
provision for restarting without
‘weapons, so games fend to fin-
ishquicﬂy.ﬁuhﬁnn'hh'h
medyddmh

every angle. It crosses that thin
border between fair challenge
and leg-pulling.
Tht said, Heavy Unit sill
looks quite nice, with large boss-
es and pleasant backgrounds,
and a full twenty stages of
adtion. But it's only going fo be
of interest fo shoot ‘em up fans
interested in stocking up their
back catalogue.
JAz

think they can stand up fo the
Empire!

Hellfire looks pretty bland
for an arcade shoot ‘em up, part
of that is due o age — it's over
three years old. However, in
terms of gameplay it's relatively
fresh, ond is rightly hailed os a
Megadrive classic. The craft has
a unique four-way firepower,
and the game features unrelent-
ing action that maintains it as
the toughest blaster the
Megadrive is ever likely to see.
Losing oll your extra weapons is
not recommended, os it's nigh
on impossible to recover.
Hellfire is an eighteen stage
white-knuckle ride ot a budget
price.

TATION
An impressive options screen and the in-game
presentation is accurate to the coin-op.

GRAPHICS
Fast and effective 30, uhhmghmbmmdrd
and some oftheobjects arevery simplistic

56%
The engine noise is on incessant drone and the
‘music could have been much better.

surprisingly good conversion, Imhvmn
saldlhm n‘mllmdwmdmﬁmnhml-
the arcade game it just
hkpnlllw unyuhtdmlmm
3%

pont-vetingy excling inhis doy and oge.

GRAPHICS 80%
ﬂmhmsmdﬂnmdm-dl.&m
dvn'kvak

hdlbﬂlThemvd.ﬂmmMrd

LASTABILITY 76%
Many plyers may try, but most will ever see the
end of this game.

OVERALL 75%
Heavy Unit is still good fun to play, but shoot ‘em
on.

up technology has marched

msunml

ng in prefty presentafion screens,

‘game presentation makes Hellfire hok just Iulu
ifs arcade counterport.

9%
mmllﬁukxamnmnl and the blost-
mumnnsvh;dmnd‘ustundhllomnriml
LASTABILITY
Six tough levels fo conquer, mmmmm
levels to sustain inferest.

%

shoot ‘em

great Megadrive
ops, which mllpudsnmmMyp«mh
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1/ evin awoke one fine

B . . N
1\Christmas morn fo find that %

his house wos empty, his fomily R

oll gonefo Paris ithuthim = e
What a terrible state of affairs 3

— just as Kevin is enjoying get-

ting away with murder he
realises the Wet Bandits, a pair  ing for signs that the burglars  this one falls well short. The find you. When you do finally
of crooks, are robbing all of the ~are there. Inside the house are  main problem is the lack of encounter the Bandit, it’s nigh
houses in the neighbourhood located various bits and bobs action. The mofor-sledge section ~ on impossible to assemble
while the residents are away. that Kevin uses fo construct an could have been entertaining, enough items to make o decent
Kevin decides to stop them from  inventory of traps. For example  but the control method is con- - weapon. Slow, dull and repeti-
gefting away with the goods by o combination of the hair drier, fusing, and there isn't enough tive, perhaps this ought to be
laying a series of traps which rubber bands and some snow- 1o do. Inside the houses; t's just  called Leave Well Alone.
should hold them up until the balls produces a Snowball a case of wandering around RICH
police arrive fo fake them both  Bazooko. Once equipped these  waiting for the Wet Bandits fo
away. weapons are a sure

Kevin moves between way of driving the
houses on his motorised sled two thieves away
(until it runs out of fuel), look- from any house.

The movie had | §
the potential to
make o decent con-
sole gome, but sadly

othing has been heard of
Mordanmir the Grand Wizard
for many months. As his
apprentice, you're worried
about his disappearance.
There's only one thing for it.
Enter the caves where he was
lost seen and rescue your men-
tor. Who knows? Maybe you by the size of the room. When  hilarious sequence where a hap- fiendish puzzles found in every
might pick up some of the mys-  using o door the screen flicks fo less goblin is cutin half by our room. The first level is taxing
tical knowledge your master was  take you to a new location. hero's sword! enough and os the game pro-
after. There's only one problem.  Finding a map of each of the However, gresses, things get even more
The word is that a massive eight levels is advisable. i ‘head fosolve ﬁlldlshl There are some sec-
dragon jealously Whenever o dungeon beast
guards the secrets of the. attacks you, the screen shiffs fo
dungeon. a dose-up one-on-one battle
Your view of the oction is  between your wizard and the

depicted in sprite-based isomet-
ric 3D. The playing area scrolls
in eight directions, but is limited

oround 16 diffrent g unm
death scenes, induding one
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s |
PRESENTATION 45%
Hopeless presentation, on the itle
screen, and in-game.

GRAPHICS

The one redeeming feature ohhe
cart is that the graphics are fairly
well drawn and animated.

SOUND 48%
The tune for the blueprint screen
s quite good. All the ofhers,
along with the sound. effeds, are
very poor.
PLAYABILITY 42%
The slapstick element provides
some fun at first, but ll soon nm
boring and even the ‘huild-
own-weapons' bit grows sfal
pre"v quickly.
lad(of I i
intel lay
dooms Hommnmthe

OVERMI. 38%
A dull and tedious game with lit-
tle going for it.

e e——

PRESENTATION 90%
The game is very well-presented.
The control me od in purlimlur
is superbly executed.

GRAPHICS

Finely detailed backdrops und
sprites make The Immortal look
like something really special.

SOUND 88%
Tunes and effects that do a good
job of enhancing the already con-
siderable atmosphere.
PLAYABILITY 89%
The great control method and the
balance between action and
adventure makes The Immortal
very appealing.

LASTABILITY

The dungeon’s eight levels should
last a few weeks, but once com-
?Ieled there’s nothing to play on
or.

OVERALL 85%
In its way, the Immortal is a clas-
sic, but its delights don't last for-
ever.

S ——




INDIANA JONES AND
THE LAST lsnusm
US GOLD
H"IIIS
GAME DIFFICULTY
HARD
nglﬁ
SKiLL %NHS

OKAY

PRESENTATION 56%
The film reel intro is a vain
attempt to inject some period cin-
ema atmosphere.

GRAPHICS 50%

While paying lip service fo the
film’s scenery and charadters, the
graphics are generally pretty
poor.

SOUND 64%
A weedy, and distinctly non-
orchestral version of the movie :
theme is played throughout. oo

PLAYABILITY 59%
Standard platform stuff, with
mildly dxvemng gnmeylny fora
- | few sessions. Hardly action
| packed, though.

X LASTABILITY 41%
It's quickly apparent that the
game has few surprises and little

fo offer.

OVERALL 47%
Where gameplay’s concerned, this
is a real ancient relic.

SRS IR

if you go down to the woods
today... You'll pmbnhly find
they've been cleared fo make
way for a golf course. The game
that started ot Old St Andrews
on the windy Scofish coast has
become a world phenomenon.
Pity most of the best players are
American: like the very Jack
Nicklaus who has endorsed
Accolade’s three course golf sim-
ulation.

The three courses on this
cart are country clubs, which
feature enclosed greens and lots
of foliage and hozards. As in
the real game, the aim is to
knock a small ball between two
points, the fee and the hole, in
the least amount of strokes.

JACK NICKLAUS POWER
CHALLENGE

PRESENTATION 87%
The game's best feature. is that
the cart allows up o four ployers
) :;z IsnvetL But PGA can save up
fo 16!

There's lots more fo it than that,
ough.

Each player has 14 clubs,
each suited to different shots
from different ‘lies’. Only the
centre of the course is trimmed
grass. This fairway is surround-
ed by rough, trees and deliber-
ate sand traps, each requiring
technique fo negofiate. One fo

o s s i i It's not foo taxing fo rlny [ tonple

L T l | =
sasmmmu MEre
EVEN PAR ST

four players can play an 18-hole  has to refresh itself every fime
stroke mofch, or a ‘skins’ match  you alter aim, making ploy o
for a cash stake. A battery save  tiresome experience. There's no

Jes you keep player profies
ond performances

The presenfafion of Power putting, Al i al, Pawe » -
¢ presentat inal, Power .
Challenge is comprehensive and  Challenge looksprety dsmal Afew sample noisesofthe trowd,

thoughtful, but the actual game  when compared to PGA Tour II
does it no justice. The graphics (see review).

are very poor, and the screen

W l'?_
[WOLE 1 [FULL SWING

GRAPHI 39%
Power Challenge fails to create
any realistic impression of an out-
sense of the boll interacting with door golf course.

the scenery, especially when %

but otherwise little aural excte-
ment.

JAz PLAYABILITY

of rounds with some friends.

LASTABILITY N%
Only three courses, and the
gameplay really is crud so the
chances of you digging this one
out again and again are slim.
OVERALL 42%
Power Challenge is a shadow of a
golf game. Step into the light of
PGA Tour.

4
WS ¥

e
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PRESENTATION 78%
The attract sequences and opfions

books and films makes it to the

Megadrive for the first ime, in are well presented, though James
this five stage platform shoot looks a little peaky on the fitle
‘em up. As it happens, there has screen.

been no Bond movie for a few GRAPHICS

years, so Domark’s game is an lights including Mayday from ted around each level. As well some areas. The control is just %

amalgam of Bond adventures,  View To a Kill, and Odd Joband as guards, there are plentyof oo sluggish ot some of the most Good mix of colours ‘!"d e{(elle"'
featuring his most celebrated his amazing bower hat of traps setfor Bond, like faling  hectic moments, ond the anima- animation on the main sprite, but
adversaries. Goldfinger fame. submarines, sharks and poison tion on the main sprite slows it designs are simplistic.

At the start of the game The main objective is o gos. down. Although the graphics SOUND 76%
Bond lands unannounced on the  reach the end of each level, The Duel is a fair stab at are well done throughout, they The Bond mmsic bt
island bose of his unknown tar-  while stocking up with ammo putting Bond on the small don't really roise the game BEIOTN. S50 I S0me
get,first making his way across clips and rescuing th girls dot- areen, but it fails bodly in~ above the level of an average of the in-game funes add pace to
the deck of o supply ship. The pltformer, the action.
chilling Jaws from Moonraker is From level PLAYABILITY 75%
the first of the famous bosses he three onwards Los of guards fo shoot and Ylms-
comes it gets fough, : "

across, with later high- but that may rm ||nenndenngs on the earlier

sfill not be e
i enoughto LASTABILITY 68%
) k;‘v you riv- It gets fougher, but also more
efed.

frustrating, and not so varied that
you're kept enthralled.
OVERALL 69%
Okay os for as it goes, and proba-
bly good enough for Bond buffs,
but there’s still room for improve-
ment.

Iz

@ wears a fuxedo, carries @

gun, and is a hit with Ohfz PRESENTATION 68%
ﬂll:{ ::::,';:::; ','; ;: :;"I The game starts with a movie-
onage adivtis. James Pond, or opening, which is nice, if not excit-
Double Bubble Seven to use his ing.

code name, is on the frail of the

GRAPHICS 60%

evil Doctor Maybe, whose plans i nable, but
for world domination threaten have the same effect. oren't just limited to water. He  (The Fish With The Golden Bar) 1:::::,:3;;%:?:(“,0““
ivilised fish everywhere. Each mission’s objectives leaps out of the sea at any James hos to gathers gold bars are crud.

Twelve missions await the  have to be completed within the  opportunity, usually to grab and takes them to a waiting %
brave sub-oqua agent; ViewTo  fime limit, using the warps and  some juicy bonus item or collect  rowboat. SOUND 63%
aSpill, for example, pits Pond  secret areas to gain bonus something vital fo the mission. This spoof exploration Again this is nothing to write
ogainst a ledking oil rig - he points. And Pond’s movements  In the fourth level, for example,  game was the first homegrown home about, but is inoffensive
gathers dynamite to blow up the Megadrive cart, i ’
legs of he platform,Strfsh, PO | and uited o the game'stle.
mutated fish, crabs and squids tle more than PLAYABILITY 68%

all drain our hero’s energy, and that historical Inoffensive to pick up and play,

other hozards (like radioactive footnote now. James Bond offers some interest
canisters and invisible jellyfish) Arcade adven- fo explorers.
tures have
advanced beyond I'm""'m
JAMES POND - simple item col- Twelve missions confront James, .
UNDERWATER AGENT lecting, and the but once they're beaten you won't
BY funny fish groph- be coming back for more.
Ay il | OVERALL 6
mr;‘,",’":mr Quirky and mildly amusing,
Yo star, but the James Pond suffers most from
Tock of variety simple programming and the
leaves Jomes unkind years.
Pond floating
belly up.
az
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|'s astrange thing to see yet
Hanother Soccer game from a
nation that doesn't immediately
spring to mind os one flocking
fo the terraces. In fact, Japan
seems fo be a nation where
everyone hates games and for-
gets their PE kit

Nevertheless, -League is o
comprehensive simulation of
Japan's major soccer league: All
its teams, all its players and all
ifs action. The game is viewed
from the established three-
quarter isometric position, that
lets you see lots of pitch and
large detail on the players. The
game gives you considerable
control over the player in pos-
session. Two types of pass, pow-

PRO STRIKER

erful shooting and impressive scanner that shows the entire
trick shots are all easy to access. pitch area —
The games biggest innova- only as
tion is the use of the Sega four-
tap. This allows up to four play-
ers to compete in a number
combinations; one on on
against the compufer
against two. J-League
with other features, like

ball gome. It's also a good
game on its own, although it
first seems slow, the action is

J-LEAGUE SOCCER
BY

PRESENTATION 87%
Comprehensive options, but as
they're all in Japanese, you have
to work them out for yourself

GRAPHICS 87%
The pitch and characters are very
well drawn and animated.

SOUND 30%
Aaargh! Some fool is using an

airhorn constantly, and the fuzzy
lame speech contributes nothing.

PLAYABILITY 92%
The controls, once mastered,
make for some superb and realis-
fic soccer play, but it does play a
tad slowly.

LASTABILITY 91%
The league is incredibly hard fo
top, and the four-player mode
drags you back again and again.

OVERALL 91%
Off-putting at first, this turns out
to be one of the all-time great
soccer simulations. Even greater
with the Sega-tap.

e e

M evil demon is rovaging the
nce green and pleasant
kingdom you live in. The peas-
ants have nothing with which to
defend themselves from this
cwrse, and his ossembled hordes
as they scorch the earth.
However you are in a position to
do something about it, being
the Jewel Master.

In this scrolling beat ‘em
up with a strong mystical theme,
the demon is found at the end
of four long levels. Along the
way, as you frudge over moun-
tains and through puddles,
there’s almost constant attack
from the demon’s forces; orcs,
bats and fiery phoenixes. But
the Jewel Moster holds the

Jewel Master. Otherwise the
gome is let down by a lack of
dear ideas or original features.
The levels are long, but bland
and the waves of the same
attacking creatures makes for
bland gameploy. The graphics
are also a problem. Level 1 has
some nice parallax
scrolling, but gen-
erally the sprites
are blocky and ill-
defined, and the
backdrops bland.
Jewel Moster is well
past it's prime (if
indeed it ever had
one).

secrets of gem magic. Gems are
set in rings, which the Jewel
Master picks up on his fravels.
Each ring bestows a diferent
magic power like Fire, lce, Wind
and Barrier. However, each ring
does not have an infinite
amount of magic energy, and

must be replenished. The bonus
of the rings is that you can pick
up more than one ring and mix
the properties of different rings.
The ‘mixing screen’ shows the
Jewel Moster's hands and the
cwrrent rings being used. The
‘magic concept is the best part of

b

PRESENTATION 50%
The ring idea is nicely presented,
but Jewel Master offers only the
barest options and plot.

RAPHICS
They were revolting when they
first appeared, and the graphics
look even more forlorn now.
SOUND 47%
Nothing striking in the sonics
department.
PLAYABILITY 53%
Shoot-to-kill fanatics and aspiring
sorcerers may find a modicum of
pleasure in Jewel Master. It is a
bit unusual after all.

LASTABILITY 51%
The more rings you collect the
more interesting it gets, but even
50, ii's not a game that has any
kind of allure.

OVERALL 50%
Shoot to kill fanatics and aspiring
sorcerers may find @ modicum of
pleasure in Jewel Master.

S ———
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you make the big time on NETET = S e~ wealth of play choices gives
the gridiron? John Madden JOHN MADDEN Iumu scope to develop your own ;ﬁgﬂm;m throughout makes ,‘w,g,..
Football gives you the chance to Fw style. tiolly complex gome easy to getinto with easy-to-
find out. The action is disployed Rightly hailed as the best use menus . The two-player mode is ’W'ﬂl"ﬂwk
in 3-D, viewed from above the Megadrive game when it first GRAPHICS
field and the screen follows the plays ovailable via a series of this seems quite complicated ot appeared, this easily retains its Multi-level parallox graphics and m;mhly
ball in realistic mulfi-level par- ~ easy-to-use menus. When the first, it's surprisingly easy fo get status as a classic sports simula- detoiled ond animoted sprites.
allox. There are o huge range o ball is snapped (hurled into the hang of, and the sheer tion. The graphics are still bril- SOUND 89%
play), the ployer liant, the range An arroy of excellent soundiracks, ond utterly
takes control of . 4 of options just as brilliant sound effects.
’0':30"":"'&“ the quarterback, l vost. The only PLAYABILITY 93%
who either runs < - = reason not to Once you've gleaned the basic of the game from

!I.E(TR:IYI( ARTS or passes. If the buy i, is that the well-written manual t's easy to get the hang
PLAYERS

ball s passed, | youintend fo get :’;::::y“l:;:‘l’z :Ly’zus':"l::; Americon football

ployer control is " - the sequel, o

< 3 LASTABILITY
handed over o oy 8 LI | i icyofs will eep you laying for months
presentational andthe vl mode il .-
Scbhaeic OVERALL
An excellent gridiron game, bettered nnly by its
own ofsping.
R R e N
— SEELSSE F L
e N
version of the : | PresENTATION 7%
LR | JORN WHDEN : b i
M“ﬂl smlllng tobring 'h < ” WW S in-game presentation, even better than the first
riendlies. Sudden Death ame.
adion fo life. This sequel uses is a fie-breaker match where the :nm(s 93%

the some game engine, with 'ﬁo_wn-pluysr head-fo-head the some feam, with the players ~first score wins the gome, and Fobulous detail and animation. Added sills and
enhancements. option, but also includes the controlling o man each, and Playoffs is a league set-up lead- owd screens odd a bit of motch atmosphere.
John Madden '92 retains choice fo have both players on choosing a single play affer ing to the Superbowl! SOUND 9%
There are 12 more teams Plenty of Modden speech ond bone-crunching
P Cinenmat thn in the originl game, and dif- impads.
JOHN MADDEN 92 P i o] (read 1 ferences between them are pro- PLAYABILITY 96%
LosceToes (18 ) nounced, menus are improved Slicker and faster than the original, and just as
ELECTRONIC ARTS and new features like weather, easy fo get fo grips with.
. injuries and ployer penalties LASTABILITY
GAME DIFFICULTY have been added. The computer Mountains of teams to play with and o b:ner
EASY/MEDIUM is also a far worthier opponent. computer chollenger.
2 4 John Madden’s 92 may not be OVER
LS o< warth buyingif you havethe Betor thon e
ginol JW's Footboll wdthe
SKILL LEVELS R i B { best game of computerised Americon Football
there is. What else can be said?

RESPONSIVENESS
INCREDIBLE
|

fe 2 SRR R — : %

-' PRESENTATION 95%
. JOBN HADDEN ‘ e s
.m' new plays, more feams g = | lood of mlirmlssmns The options, once again,
loys, 3 are exemplary.
and a new picure ofthe portly B 3 z = 5 GRAPHICS 91%
commentator himself. follows the tradifion by having Madden 93 replaces the few improvements this game Justlike inthe L
4 4 i previous two games, you get well:
The previous gomes used up-fo-the-minute stats for every  complex password system for offered, two years ofter it first ‘animated sprites with lots of attention o detail,
realisfc eam stos. Madden 93 one of the 28 feams, - £ LR PR L | butoccasionaly erkyscoling,
involved. Changes RS A 34 the changes were SOUND 86%
made to this edifion # £ unnecessary and Lots of musical interludes, and a large amount of
lgH'IIMADD,!N'S take account of i o cosmetic, and sampled speech.
OOTBALL 93 ployers moving : . e seemingly ot the T poy
ELECTRONIC ARTS teams, facing 4 e 3 , — REDETETY TR | Fost ond responsive,with loads of depth and
injuries and even = ™4 like pauses and plays, but prepare o be frustrated!
1-2 the effect of drugs SRS = slowdown during LASTABILITY 87%
e bons! In addition, : 4 punts, that were Loods of eams 0 bea, but the Super Bowl i foo
CONTINUES John Madden has ot present origi- il o attain.
BATTERY SAVE selected eight ‘clas- nally. Save money
SKILL LEVELS sic’ teams of glori- by rooting out an A good American Football game, bur, nmuxmgly
it's actually inferior to its predecessaors.
ous past seasons, old copy of John
Modden’s 92, instead of this.
Az




ordan Vs Bird is o digital rep-

resentation of one-on-one:
cut-down version of Bosketball
where only two players partici-
pate, each attempting to score
more baskets than the other. In
this case, only two different
players are available, the
‘eponymous Michael Jordan and
Larry Bird. Each specialises in
different types of basketball
plays, be they slam dunks or
three-point baskets (that's
where they score from outside of
the basket area).

It's up to you to choose
your basketball warrior and go
into battle, outwitting and out-
foxing the opposition by capital-
ising on your own strengths and

your opponent’s weaknesses.
Both players fight for possession
around one end of the court,
both scoring in one basket,
which makes for a very static
gome.

An optional practice round
in Jordan Vs Bird is the Slam
Dunk stage. This is viewed from
the side and shows your player
performing acrobatic slam

dunks under your control. You

choose the manoeuvre you want

fo attempt at the start of the
round, and then try fo accom-
plish it. Your efforts are then
marked by a panel of judges.

Jordan Vs Bird is a beefed-

up version of an old and crusty
formula, which fails to hide the
obvious fedium of the game-
play. There's no freedom of

IVE REVIEW

‘movement around the court,
and hence no tadtics or reflex
action. The training mode is
almost there to hide the embar-
rassment of the main gome's
«rudeness. Appalling graphics
(especiolly the piddling player
animation) and control make it
devoid of exctement - even with
two players. The slam dunk
competition is laughably easy
aond really there’s ittle
else to keep you playing.
Areal basket case.
RICH

PRESENTATION

Excellent. Many interesting
options to tweak and a great
instant replay option.

GRAPHICS 54%
These range from being okay on
the three-point screen, fo sad on
the main one-on-one section.
SOUND

Some good effects and great
music courtesy of old Commodore
64 maestro Rob Hubbard.

PLAYABILITY 37%
Unfortunately, all three sections
are mind-numbingly dull, and the
excitement is pratically non-exis-
tent righl from the start.
LASTABILITY 28%
Lastability? Pah! Start the game
and board the train to Tedium
Central.

31%

OVERALL
Even fans of basketball will find
this a great deal less exciting than
shooting a few hoops in the back
garden.

80%

R

N

PRESENTATION 94%
Good options and great in-game
presentation, though some of the
intro screens look a bit rough
around the edges.

GRAPHICS 95%
Amazing sprites and awesome
animation, along with a variety of
stunning backdrops.

SOUND 94%
The military music sounds just like
every other piece of Electronic Arts
Megadrive music. The sound
effedts are great, though.
PLAYABILITY 96%
Jungle Strike's highly addictive
from the word go. The control
makes it a real pleasure to play.

LASTABILITY 94%
Nine massive campaigns! And
when you've completed the game,
there's scores fo improve.
OVERALL 96%
Jungle Strike easily ranks as one
of the greatest Megadrive shoot
‘em ups ever released.




eing the best games player

ever, Kid Chameleon is the
only human who can resolve the
risis down ot the local arcode —
avirtual reality game so real
that it has been somehow swal-
lowing its players! it's up to him
1o to go info the game and res-

King Maximus was a lovely
chap, trotting about on the
Royol Pony dispensing righteous
justice with his Sceptre of Order.
Meanwhile, Arech
Dragonbreath, hating the good-
ie-two-shoes ruler and his king-
dom, decided fo invade and lay

your arch-enemy,
who looks like he wants o hnh"
You've got fo use all your mon-

we them.

Don't expect virtual reality
graphics, though, because this is
a platform game... but with o

waste fo the four continents with
his Dark Legions. To weaken
Maximus' forces, Arech has
stolen the Sceptre of Order and
the armies of good will not be

sterly powers to lay him out
before he flattens you. As you
might exped, you don't have to
be oo careful about where you
walk, and in fact you actually
earn more points for ripping up
the scenery and throwing it f

64 MM MEGA REVIEW

twist. If Kid smacks one of the

bonus boxes cluttering the place
up he is rewarded with a bizarre
helmet or mask, which, when
worn, gives
him a special
power or
weapon. The
hockey mask,
for example,
turns him
into an axe
‘maniac, and
the
stormirooper
helmet puts

able to repel the invaders unless
itis recovered.

King’s Bounty is a cross
between an RPG and a strategy
game. You can play os one of

four chorac-
ters, each of
whom have
their own
strengths
and weak-
nesses. Once
chosen, the
character
recruits his
own group

There are four monsters to
choose in the single or head-to-
head gomes. Each has their own
special power and mode of
attack. Geon is a Godzillo-alike,
Rocky is, not surprisingly, a
. humanoid made of liv-
ing rock, Beetlemania is
an overgrown Stag
Beetle and Astro Guy is
a giant wrestling bloke
§ from outer space.

King of the
Monsters was a pretty
&1 Iukeworm coin-op, but

= it's been reduced fo o

him in a mini Panzer fank! PRESENTATION

Kid Chameleon is very Nice storyline intro and file screen, p||nw'm|s
playable, but suffers from being ‘ond infermission screens.
alittle easy. The addition of his GRAPHICS 86%
multiple persnunlmes mnnm!y ‘The cartoony sprites are small, detailed and nice-
add to the originality and make »mmwmmwﬂmm.
things a bit more interesting, 76%
especially when you're searching Funnud lity, although the backing music
around for the mask you need and nd s ok v,
and are desperately running out lll.m
of time. The graphics are also fost, certainly responsive and the "'""Wd'
good, with distinct and detailed M"" ‘makes it varied ond very enjoyable
sprites for 2ach persona and E"
some pleasing animated back- TABILITY
grounds. However when it boils otk of hllnge e s ey
down fo it, the acfion doesn't lmu mphd sy i
vary much between levels. All o
that changes is the scenery, the ?VERAll :78%
fime limit and occasionally the
size of the platforms.

of soldiers and treks across the ATION
londscopeserching forfea- v Gt s s o it
ifots and foes o chop v e s d e RN id

up. Killing monsters earns the informatively.
charader o bounty which pays .
for siege equipment, spells, The graphics aren't foo aftradtive, hntl-ynm
information and extra troops. obscure the ask in hand.

I thought this was going to SOUND 7%
be an average RPG, but in fact An annoying tune plays throughout, and the
it's not at all bad. | especially sound effects ore prety limited.
like the straightforword combot | PLAYABILITY 2%
system, and though the graphics Unlike most RPGs this is easy fo get into and fo
wouldn't win any awards, they ploy.
do convey all the information. LASTABILITY 80%
I'm not sure that this will appeal It vill toke many days of playing to complete this,
10 everyone, but | enjoyed i, o s O e ey
and | don'r usually go much for g -
this type of gome. °VEM %

long on gomeplay, but short on
i dmwumphusmdsmmd mhpeled

s ter the dmﬁ

The only options are o o f
thanrespnsive. part from fime. Wiel,th chic 1o fight he same ployer
basic movement, trying to exe- ‘against each other exists.
cute any fadticsis @ hit or miss GRAPHICS 65%
affair. Once you are in a grap- The game has a graphic lovour of the films it
ple, the outcome s very unpre- ‘parodies, but the overall effect is spoiled by lack
dictable. But if the control is ofvariety, and poor animation on the monsters.
bad, the game structure ... very
bad! Rounds last for ages as
‘monsters constantly struggle up, & s
even when theircnergy boris [ e A R
fully gone. Monsters that should :ll'vlflw:-l" ST ‘5:"‘
be weakened suddenly start ing ofthe Monsters ing
winning l he roppe,and i~ s kPRt
head to head mode, players

LASTABILITY 5%
Only four charodters with o few moves to master,

continue even before a winner is
announced. If'sridiculous that o - [ PP R—
farrago like this should be foist-

ed upon Sega owners af all.



our objedtive in this arcade

puzzle game is simply, well,
to klax! Allow me fo explain.

Different coloured files roll
towards you along a conveyor
belt, and it's your job fo collect
these tiles and pile them up in
the bin below the conveyor belt.
Akloxis an arrangement of
three (or more) files of the
same colour placed in a stroight
line which can either be hori-
zontal, vertical or diagonal.
Once a klox has been created,
the files vonish, enabling you to
ill up the bin with even more
tiles in pursuit of more klaxes.
The game itself is divided

up info 99 woves, and each
wave hs a different objective.

For example, on wave one, you
just have to complete three
Klaxes, but later on you have to
survive non-stop tides of 100
tiles, or lock up 10,000 points
o progress.

The game sets up some
really tough challenges, like
«reating a giant X across the full
width of the bin ond this
requires massive forward-plan-
ning powers.

If completing the game is
your prime objective, using the
Warp Waves is your best bet.

hose dirty rats! They've

invaded Krusty's Fun House
and are going about their
rodenty business of chewing it to
bits. Unless the furry maniacs
are quickly cought and summar-
ily put to death, Krusty faces life
in a cardboard box! While some
might argue it serves him right
for being so obnoxious, Bart,
Homer, Sideshow Mel and
Corporal Punishment are ready
to lend a hand by manning the
rat traps. Seems like an easy
enough fosk? Well it would be if
the traps weren't in such owk-
ward places.

Fortunately for Krusty,

there are a number of useful
blocks, pipes, blowers, and

There's no secret s to which
‘waves are warp waves because
it tells you just before the action
begins.

Thankfully, the arcode
game's two player mode is
indluded in the cartridge. This
works on a split screen, with two
conveyor belfs side by side and
every time you complete Klaxes
you load useless black files onto
your opponents belt.

Klax is one of my all-fime
fovourite puzzle games , so why
aren't| raving like hell over

this? I'm ofraid the answer lies
in the control method.

Sometimes, when you're in
a rush, the joypad just isn't sen-
sitive enough. This lack of sensi-
tivity really is @ pain, resulting
in many frustrating deaths.

That said, if you're ofter o
good puzzle game you could do
alot worse than buy Klox.

PRESENTATION 78%
Just like the coin-op, complete
with o decent attract sequence.
GRAPHICS 78%
Just the same as the coin-op real-
ly, with a variety of well-defined
backdrops and functional sprites.
SOUND 84%
Alot of the coin-op's sampled
“oh”s and “Yeah"s are in there.
PLAYABILITY 84%
The fiddly control method is a tad
annoying, but the addictive
arcade action’s sfill in there.
LASTABILITY 81%
Klox has the sort of action that
brings you back many months
later for another fix of top-hole
puzzle action.

OVERALL:84%

Only the slightly annoying con-
rols stop this from being one of
the best versions of Klax yet. Klax
fans should buy this instead of
Japanese version.

e

PRESENTATION 85%
Krusty and those pesky rats intro-
duce themselves on the title
screen. Hle password system is

super springs littered about the
house, which, if picked up and
organised properly, should send
the pesky rodents to meet their
maker. But rats aren't the only
creatures making Krusty's life o
misery - Venom Vipers, Pink
Flying Pigs, Laser Aliens and
Giant Goofy Birds harbour in
every floor, waifing to jeopar-
dise Krusty's rat-exterminating
antics.

The puzzle action is fotally
absorbing and the gameplay is
beautifully balanced fo draw
you in slowly and get you pre-
pared for the dleverly designed,
but horribly complicated puzzles
that lie on later levels. The
graphics and sound are both
excellent, but they're really sec-
ondary to the gameplay. Puzzle
games aren't usually very popu-
lar, but | urge you fo give this a

go. It'Il have you scratching your
head and yelling with frustra-
tion, then running around the
room screaming with delight
when you work out how to solve
apuzzle. It also keep you
entertained for weeks - which is
more than your average “big
name” platform game will do!
Check it out!

Az

GRAPHICS 88%
The animation of the characters,
especially Krusty, is just like the
cartoon. The backdrops enhance
this

SOUND 87%
The funfair style tunes are cheer-
ful and suit the mood perfectly.
Excellent sound effects as well.
PLAYABILITY 89%
Getting used fo the controls
doesn't take very long, and the
control responsie is perfedt.
LASTABILITY 92%
While the early levels are preﬂl
stk Iy

d, the game quic

gets ;uxinu and you won't rest
unfil you've figured it out.
OVERALL 90%
A highly original game that's
combines two genres perfectly.

e e
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.. MEGADRIVE REVIEW

he first beat ‘em up on the

Megadrive, tis was original-
Iy entitled North Star Ken and
wos based on o Jupanese Manga
film, Fist of the North Star. If
you've seen the cartoon, you'll
know it's an action-packed fight-
ing tale. But this game hordly

LEMMINGS
BY
SEGA
PLAYERS
GAME DIFFICULTY
EASY-HARD(')
PASSWORD
SKILL LEVELS

lives up o that reputation.
As the mystical mutant,

Ken, (good name huh?) you
have to travel radioactive waste-

around and walk in the other
direction) or until they fall off o
diff or stroll under a crusher (in
which case they, um, die). You
have to get os many of them as
possible from their starting

point, over

lands and seek out an evil
mutant warlord, thumping his
soldiers out of the way as you
go. One of Ken's punches is
enough to knock anyone into
the middle of the next century
(or even take their head dlean
off!), and that's just as well
because his repertoire of moves
is very limited. In fact, he can
only perform a standard punch
and kick, which makes the
gomeplay very limited os well.
This game is really showing
its age, and if you want a good
exomple of a scrolling beat ‘em
up forget this and go for Streets

you can give individual lem-
mings a special ability, such as
being able fo dig holes or climb
or build bridges over gaping
chasms.

As well as having dozens of
varied solo levels, there’s also
split-screen double player game
in which you have to get your
lemmings home, while leading
your opponents fo their doom
(or even leading them into your
base, which is a good trick).

The graphics and sound
aren't outstanding, but they're
more than adequate, and the
gameplay is marvelously addic-
tive from start to finish. One of
the best puzzle games ever.
RICH

TION 5%
Hardly any presentation features. Minimal array
of options
GRAPHICS 51%
Large sprites, but the animation is very stilted.
Backgrounds look very old-foshioned foo.
SOUND
Reasonable tunes and thumping effes. (mnmly
nothing fo get excited about.

Very limited qnm-ﬂuy ‘makes Last Bmtfe pretty
much exctement-free.

LASTABILITY 36%
I¥'s ll so bland you'll be bored within a few min-
les and the cortridge will be condemned o a life
on the

OVERALL 40%

A hopeless old beat "em up with hordly any vari-
ety and nothing inferesting to the gomeploy.H
ordly worth even its budget price tog.

NTATION 7%
Pleasant inr, leny oflvels ond seful poss-
vord sysem.

GRAPHICS 80%
Simplelemmings sprtes,butthe bockgrounds
ore ofen suprisingy good.

SOUND 80%
Ridiculous tunes, calculated to drive you mad,
ond suhﬂblv squeaky lemming-speak.

PLAYAB!

Oneof m.u ‘games that's brilliontly slmpls yet
omazingly addidtive! It's almost as much fun to
wanh the lemmings perish as it is to get them

LASTABILITY 9%

tough. Two-ployer mode is ae!
OVERALL 93%
A dlssic puzle gome, and on that o
Megadrive fan should miss

T his conversion of the PC hit

1 takes you into modern day
combat zones in order fo create
some serious disorder with your
state-of-the-art combat heli-
copter. You have over 30 mis-
sions fo fly, covering a wide vari-
ety of tasks, including dropping

A
LHX ATTACK CHOPPER
ELECTRONIC ARTS
_ PLAYERS
1-2
Y
‘MEMUM
PASSWORDS
SKILL LEVELS

supplies and taking out com-
mand bunkers with the latest in
weapons technology.

At your disposal are either
the McDonald Douglas AH-64A
Apache, or the untested LHX

Stealth Chopper. Between you
and your objedtives lies a vast
range of enemy hardware that
demands some precision flying
1o avoid or destroy.

The missions - there are 30
in all - increase
in difficulty s
you progress.

in the Libyan
desert and mis-
sions usually
involve flying
long distances

over barren enemy territory to
reach the objective. At the start
of each mission you are given an
intelligente report that outlines
your fask, followed by o weather
report and a password code.
There are a variety of mission
types, not all of which, involve
blasting the living daylights out
of the countryside.

Thisis o damn fine combat
game, mode oll the better for
the varied and well thought out
missions it offers. The bottom
line is that this is @ game which
is bound to pay rewords with o
little patience and attention
spent on it. Great stuff.

RiCH

PRESENTATION 88%
Plenty of options fo wade through and some
pleasant static presentation screens.
GRAPHICS

83%
‘The shaded vector graphics move reasonably fast
and the cockpit layout is smart.

SOUND 66%
The efets and speech are atmosphericbut
parse.

| PLAYABILITY 85%
‘The complex control system may prove infuriafing
for beginners but the compulsion to get into the
game s high.

LASTABILITY 90%
Persevere and you'll discover o game with plenty
of depth and excitement.

OVERALL 89%
AREAL air combat simulation, LHX Attack
Chopper is highly recommended to anyone after
a good, lastable gome.

Ceiomi—————————



The two-ployer mode
makes the game all the better.
Not only are you racing against
an unpredictable opponent,
you're also up against some
near-impossible time limits too -
excitement guaranteed! | think
that some of that excitement is
lacking in the one-player mode,
s0if you're o solo ployer try out
Road Rash Il or F1 World
Championship before checking
this out. If you've got a mate
who's villing to play, definitely
buy Lolus Turbo Challenge. Ifs
the business!

RICH

ased around the Lotus Turbo

Esprit and the Lotus Elan,
this game enables you to drive
through eight different levels of
obstacles, bad weather, and of
course lots of other cars. Perhaps
then you'd like to drive on o
desert, or in two-way inferstate

troffic or even in the middle of
the night! The idea isn’t fo come.
first, as you expect from a race
game. Instead you just have fo
keep one step (or second) ahead
of the fime limit and reach the

final checkpoint.
Lotus Turbo Challenge isn't

Holf os pretty os soy, Road Rash,

and the sound is very sad

indeed. However, it's gameplay

that is all-important and in this
depart-
ment, Lotus
scores very
highly. In
one-player
mode, it's
extremely-
challenging
and great
fun

LOTUS TURBO
CHALLENGE

BY
ELECTRONIC ARTS
e
GAME DIFFICULTY
MEDIUM
PASSWORDS
SKil LEVELS
RESPONSIVENESS

TOPPER

PRESENTATION 88%
Not many options,but a password feature and
some prefy screens help liven up the game.

GRAPHICS 9%
The graphics are animoted pretty well and the 30
update is quite convincing, even if the sprites look
 tod ropey ond the bockdrops seem quite blocky
for o Megodive gome.

SOUND 50%
Quite poor. The speech is bit sad, the music bare-
ly acceptable and the sound effes lacklustre.
PLAYABILITY 8%
Brillant,challenging fun in one-player mode
which s heightened when ploying the gome with
the simultaneous two-ployer mode.
LASTABILITY 7%
The two-player mode keeps you coming back
again and again for a bash.

OVERALL 87%
An excellent road racer, packed with high-speed
fun. Particularly good with two players

available. This doesn't change
the gameplay much, but there
are plenty of loughs to be had
0s the two of you bump each
other off the road to the finish-
ing line
Some players might be dis-
authorities’ cunning traps — op, Marble Madness hos the oppointed by the fact that there
mutant black marbles, moving simultaneous two-player option are only six levels, but personal-
o y it doesn't bother me at all -
there are three difficulty settings
and | found myself going back

acid pools, stuff like that.
Just like the original coin-

ELECTRONIC ARTS oo fo it constantly to see whether |

"1!;“ P2 could improve my score, even

- i after | had finished the game.

EASY/MEDIUM many fimes! If you want fo
experience a truly clossic arcade
mu.g:vns LSS game, fake Marble Madness for
1 233555 aroll.
FAST

PRESENTATION 80%

A reasonable range of opions which indudes o
mission selec and mission briefing. The menu
contrls e well designed to moke it use.
GRAPHICS 9%
The 3D grophicsare rudimentary but they'e fost
and smooth, 5o they do thir job more than ade-
quately.

SOUND 70%
Rumbling tanks ond booms and o bit of military
music t the start.

PLAYABILITY 85%
Not superfost thrills, but the simulation feels

| realistic o it's compelling once you get the hang
Lofit.

{stasiury 8%

{ There are only fen missions, but they're quite:

| challenging.

§OVERAL 8

1 A great tank simulation, but it won't appeal fo
 everyone.

PRESENTATION
1 Not much in the woy of aftractive screens, but

| there’s the choice of control modes and difficulty
| setings.

| GRAPHICS 93%
Extremely well-defined, with some truly superb
colouring and animation.

SOUND 86%
Catchy tunes that are stunningly dlose fo the coin-
1 op's. Decent effects obound too!

PLAYABILITY 93%
Once you've got used to the controls (which does-
't toke long) Marble Madness is extremely
playable ond very addictve!

LASTABILITY 87%
Only six different levels, but acuolly complefing
the gome is quite a task. The two-player mode
keeps the appeal high 1oo.

OVERALL 88

A perfect orcade conversion, Marble Modness is in
0 class of its own on the Megadrive!

——




his is a simulation of the fair e T the computer sometimes chooses
| sport of i hockey, omplete IOFLEMIEUXSICE=HOC o plaer ooy from he puck gt VIR e s
with sportsmanlike features such vy B varan which results in you being inter- presentation-related screens.
as !anl_s nr_»d evenvl\xt—lighis\ The 3 cepted and your attack com- 5 GRAPHICS 79%
adtionisviewed side-on, and pletely breaking down. Very irri- [ e
there are close-up screens of cer-  ally does have rules, though, Arts' NHLPA still rules supreme,  tating, especially if the computer game, but zoom-in screens are fops for detail
tain aspedts of the action - such  and the stondard 6-0-side, get-  but Mario Lemieux Ice Hockey team scores! Apart from that, and movement.
os the fisticuffs! Ice hockey actu-  the-puck-into-the-goal regula- certainly gives it a good runfor  Mario Lemieux Ice Hockey is SOUND 12%
tions apply. its money. Mario is packed full very comprehensive simulation Absolutely awful. A mockery indeed, if ever there
After much play, I've come  of excellent features, but is of the sport which features was one and no mistoke.
R F S 1o the oncusion that Eledronic  unforunately marred by the impressive sots sreens and PLAYABILITY
annoying ploy-  some neatfouches. It should Nmie"mwwmnnwmm hm«ood'un
er selection - definitely appeal o fans of the nonethelss
when you pass,  sport - butcheck out NHLPA (or ~ ERZVITON] 9%
[SSTRPRIN | More difcul than EA Hockey, but tha's due
NHLPA ‘94) more fo the contrls than diffcly ofopposition.
before you OVERALL 76%
buy. A decent console version of an exciting sport that
Iz atmosphere but has enough playabilit to
make itworth alook.

|\ A azinger-Z is the cyborg hero

Mazinger hos fo use blocking
1V1ofthis scollng beat ‘em up

and parrying moves fo beat his | PRESENTATION 0%
with extra bits. Forthe most super-powered foe. Although Tacomle s cud 10 o e, bt
port, he hos fo rossctyscopes the ofher secion isn't bad,i’s R T .
full of enemy fighting robot this bt that really makes the GRAPHICS ”h%
blokes ond, basially, chop them ~ something ike a cut-down ver- of the level, though, and the game. It'sexcellent fun, really z:ﬂ;f"“r{':;'f";:m‘m!::;m;:nm
into shropnel with his b sword.  sion of Golden Ate, with weeny  screen changes o show a gigan-  challenging and looks stunning. m.‘:
This port of the game looks (but nicely animated) sprites fic Mazinger sprite doing head-  What more should | say, except,

fghting it out on rther blond  to-head botle with some vle Gt ! E;g"'k,’ﬂ;.‘:",i;“:ﬂth"ﬁ:.‘l":&i’;'m

™  backdrops. monster! The animation on this ~ RICH great dashing sword effecs

MAZIN WARS Get to the boss at the end bit is super-realistic, and PLAY

YABILITY 89%
SEGA Pretty basic hack-and-slay stuff, until you get to
PLAYERS

R T

the bosssectons whichare lmost o gome in
themselves!

LASTABILITY 88%
The bosss eally re the big lure,and though
they e reallyfough fobea, you keep oming
Back for more punishment.

OVERALL

lent be

1
GAME DIFFICULTY
VERY HARD

:',, "

3

shau. Levets g?...\

RESPONSIVENESS -
008 o ‘ﬁ

1 ..u'

89%
“em up which is much better
than it first appears.

s e e w s e "

PRESENTATION 7%
Brilliont. A vast range of options, a help system
ando qm| look to the game itself

GRAPHI( 86%
Great deﬁnilinn on the sprites (even the finy
‘men) ond bockdrops, depicting the oction perfed-
y

SOUND 94%
Avast amount of weird and funny digitised
speech, plus decent effects and suitably atmos-
pheric music.

PLAYABILITY 94%
The help system makes the game easy fo get into
and once you're in, you're addicled!
LASTABILITY 90%
Only nine levels o conquer, butthe lost few ore
large and exceptionally tough!

RICH OVERALL 94

An exceptional console debut from Sensible
Software, Mega-Lo-Mania is he ulfimate god-
game!

e S RS LS

MEGA-LO-MANIA-
BY
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ego’s Menacer attachment is

a gun peripheral supplied
with a six gome cartridge, which
use the on-screen targeting and
sights in a variety of ways. The
hardware is packaged in subtle
shades of grey quite unsuited to
the Megadrive’s glossy black
looks. But enough of aesthetics.
Enter the Menacer shooting
gallery and have a look at the
package.

This game's played i the dark!
Press a button though, and o
circle of light appears around
your gunsight revealing a pizza
being nibbled by ravenous
insedts. It's up fo you fo save the
pizza by blasting the ever-accel-

erafing creepy crawlies.

In this Toe-Jam and Earl shoot
‘em up, your Menacer is loaded
with rotten tomatoes. As the
screen scrolls sideways, old ene-
‘mies like the Mod Dodor, the
Cupids and the Bogey-Man
appear, 5o just splat them all
for a big score!

Your gun is the only weapon
against a massive armoured
invasion force, who seem a bit
disorganised (they're all going
in different directions). As they

travel across the screen, you use
your sight to target and destroy
them.

You're defending a moon base,
with alien hordes materialising
before your eyes. You have a
very limited energy supply,
depleted by each shot you make
and you must keep moving the
sight to the bottom of the screen
to rechorge.

This is best described os a

Breakout clone in which you use

your Menacer to move a ircular
poddle around

the screen, fry-
ing fo bounce a
ball against
destructible
blocks. When
they've all gone
on you go fo the
next, more com-
plex, layout.

‘errorists have kidnapped for-

‘mer president Ronald
Reagan, and are threatening to
kill him if all America’s nuclear
missile codes oren't handed
over to them. That's your cwe fo
wander up the screen in the
style of the old Commando
arcade game and shoot every-
thing, including enemy soldiers,
tanks, jeeps, helicopters and
jets! A fair smattering of
weapon upgrades and life-sus-
taining hamburgers appear
whenever you shoot open one of
the chests which are lying
oround.

As well as being an

almost-complete conversion of
the arcade game (the two play-

This gangster shoot-out resem-
bles old arcade faves like
Chicago 1931 and Hogan's
Alley. Each level is set in the
same seedy street. Suddenly
someone appears at a window
and you have a split second to
decide if it's an armed hoodlum,
or an innocent moll.

Unfortunately, all six of
these games are very simple, so
it can get dull very quickly. After
a year on the shelves the only
worthwhile Menacer-compatible
‘game to appear is Terminator
I: The Arcade Game, so there’s
not much scope for something
else to play. Unless you see
Menacer packs heavily discount-
ed you're better off spending
your mbney on a good cart
gome.

er mode is sodly missing) the How's that for value? shllﬁidyqlmﬂyunﬁlm-
Mercs cartalso contains a new In the death ‘n’destruction  estleve, but select hardest
sight-Jevel ga ot ade h

Eudllwdofthbwmlsmlh featuring some of the meatiest wnmmm‘mw
different to the arcade mode, ‘mega-weapons ever seen in skills. The graphics are excel-

munnﬂmmmﬁnm game of this kind! Like most

gomesfor the price of one Megadrive games, you con fin-

o

76%
You get lots of Menacer attach-
ments. Skill levels and other such
luxuries are non-existent.

GRAPHICS 65%
Six different games means a vari-
ey of styles. High points include
Tomatoes and bits of Rockman's
Tone.

The Toe Jam and Earl section
retains a lot of effects of the origi-
nal. Lots of other FX, but nothing
outstanding.

PLAYABILITY 65%
The novelty value of the Menacer
affords a few hours of action.

LASTABILITY 60%
me s:ix gomesduhn mck h;ISIt, 0
o grow dull qui laying
iz a bunch of mates is good fun,
though.
OVERALL 60%
With only one decent title to use
with it, the Menacer is just an
expensive novelty.

PRESENTATION 81%
Standard options, animated intros
and great shop and mercenary
select screens on original mode.

GRAPHICS

Loads of great sprifes, back-
grounds, animation and effects.
Just watch ‘n’ burn!

SOUND

Explosions, screams and gunfire
abound, as well as some brill
tunes.

PLAYABILITY 91%
The straightforward, high-quality
blasting action results in instant
addiction.

LASTABILITY 83%
Loads of levels and two different
games will keep blasting fans

happy well into the New Year.

OVERALL 88%
A stunning conversion made even
better with the addifion of a sec-

ond, expanded game on the car-
tridge. Blasting fans shouldn't



then your sweetheart is

abducted you'll go fo the
end of the Earth o rescue her -
even if she’s o mouse.

Yes, Minnie Mouse hos
been captured by the Evil Witch
and taken to her Castle of
Illusion. The only way for Then it's on fo Toytown, where
Mickey - that's you - fo release  bizarre childhood objects block
his loved one is to go on o quest  the spunky rodent’s path. Later

for the seven magical jewels, stages are set in Azfe ruins, o
and so build a rainbow bridge  cupboard and eventually the
across the chasm fo the costle. Castle of Illusion itself.

Battle your way through To help him on his way,

five surreal levels of platform

our favourite big-eared charac-
ter performs can destroy the
baddies by bounding on their
heads or chucking apples or
marbles at them.

When it first appeared this
game hod the best Megadrive

graphics, but since then the
standard of Megadrive games
has improved. Hoving said that,
this sl looks great and plays
very well, but the trouble is
most ployers will find it rather
easy o complete, and there are
plenty of simi-

action, gathering the coloured
gems as you go. Starting in o
forest world, Mickey is attacked
by mutant mushrooms, ferrify-
ing trees and ferocious flowers.

et i e

e e e e

ious vehicles, in this overhead with when things get horder.

mvrudn_p‘or Finar IF you achieve first place in
e beter tho thers treated 0. bous even the

However, fo make things easier,  Rufftrux. This gives you a strict
the rating of each driver is writ- time limit to negofiate on off-
road course littered with boul-

lor games
around these
days which are
just a bit bet-
ter, one of
them being the
sequel, World
of lllusion.
Nevertheless, if
you find this ot
a knock-down
price, though,
it's perfect for
younger play-

dmu-dmmdymm ‘wide range of wacky courses
rivers. There's no d out. The sin-
penalty for failure but you get  gle player mode is frustrating at
on extra life if you win through. times, because of the dirty tac-
Micro Machines doesn’t tics of the opponents, but per-
look any great shakes from the  haps overall the game is a little
stills, but the scrolling is super on the easy side. The best thing
smooth, super fast. The two- it has going for it is the humour,
ployer game is particularly with the snooker fables, desk-

addidive, not least due fo the

tops and marmalade spillages
otoa irolah
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88%
The intro sequence describing
Minnie’s abduction is superb — as
is the rest of the presentafion.
GRAPHICS 90%
It's a Disney game, so it's bound
1o be excellent in this department!
Large, clear sprites and gorgeous
backgrounds!
SOUND 85%
The superb music fits the game
perfectly, and the spot effects are
great.
PLAYABILITY 89%
Very simple but very enjoyable.
The wonderful graphics are a
major attraction.
LASTABILITY 79%
The five levels are enjoyable, but
they're pretty easy and they don't
take too much beating.
OVERALL 88%
Still a very good platform game,
though the ?ow difficulty level best
suifs it to younger players.

PRESENTATION 93%
Loads of characters fo choose
from and excellent presentation
screens abound.

GRAPHICS 78%
Colourful, though small, sprites
and great backdrops with a lot of
attention to detail.

SOUND 3%
The effects are a bit dismal and
there are no in-game tunes.
PLAYABILITY 95%
Very smooth, responsive and fast.
The different races with the differ-
ent vehicles are brilliantly done.
LASTABILITY 80%
The one player option is foo easy
to last for very long, but the two

player frolics could go on forever
and ever.

OVERALL 93%
A cracking game in two-player
mode, but single players might
not ﬁel as much fun out of Micro
Machines.




he evil King Crimson has

arrived with o few alien
planet-conquering battlecruisers
in tow. The population of Earth
is basically knackered, and only
one pocket of resistance
remains: the elite Midnight
Resistance team. The only prob-
lem is that you're the only
Midnight Resistor left and you
have to infiltrate Crimson's
metallic domain, pinching his
power-ups and weaponry, and
laying waste to all of Crimson’s
cronies.

Thisis o dlose conversion of
Data East's scrolling shoot ‘em
up arcade game, missing only
two features, a two player mode
and a swivelling joystick which
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let you run one way while firing
in another. The Megodrive con-
version has four different con-
trol methods, the best being the
use of the B button to freeze
your gun position while you can
run and jump in any other.
Once you've got fo grips

with the rather awkward control
method, there's a really decent
blasting experience fo be
enjoyed here. The game is mas-
sive, with very long ond varied
levels packed full of enemy sol-
diers and machinery just wait-
ing to make mincemeat out of

you! Its challenging 100 - as
long as you don't pick the
“easy” level, which lets you fin-
ish the game very quickly. The
grophits vary in quality from
excellent o a bit ropey, but the
sound effects and music main-
tain a very high quality
throughout

) gL =

S the game. Al
. inall,
though,
highly rec-
ommended -
just remem-
ber not to
play it on the
“easy” set-
ting!

Iz

| Jere’s one of that rare breed
1o Megadrive flight simulo-
tion. As you may have guessed,
in MiG 29 you're put af the sim-
ulated controls of... a Russian
MiG-29 fighter! Five missions,
and a trining flight take you
on land and sea based missions,
using advanced laser-guided
missile fechnology fo pinpoint
industrial and military torgets
then blow them to smithereens.
Avoiding civilian or ‘collateral’
damage s o priority, consider-
ing the doseness of ower blocks

fo the target sites.

Unlike some Megadrive
flight sims, MiG 29 gives you
just about all the controls you
would find in a PC flight sim,

though making them all acces-
sible from a three button joypad
has necessitated putting things
like missile arming controls on
in-flight menus. The menus also
let you select a wide variety of
view angles so that you can
watch the adtion from different
locations.

When it comes to game-
play, MiG 29 left me real bored.
The most annoying fact is the

poor handling of the plane, and
the sudden unpredictable dives
it makes. Whether this is the
result of poor Russian aeronau-
tics o Megadrive programming
I don't know. The result is o
frustrating control method.
Having fo work through menus
to change missiles or view the
map also slows the game down.
Also, although the graphics look
good, they don’t do a very good

job of relating how close the
ground actually i, 50 you have
to keep a constant eye on the
altimeter. This may sound like
an exercise in ‘skill’, but | per-
sonally found it a tiresome. To
be fair, MiG 29 is quite a
sophisticated simulation and it
would repay whatever hard
effort you put into learning its
nuances. For a console game,
though, it's all too slow for my
liking

REVIEW

PRESENTATION 80%
Nice intro screens and loads of
options fo fiddle about with,
induding a selection of control
methods to cope with the rotafing
gun. No two player mode, unfor-
tunafely.

GRAPHICS 76%
A bit rough in places, but mostly
good.

SOUND

Pulse-racing soundtracks accom-
pany the action perfectly!
PLAYABILITY 82%
It takes a coupleof goes o get
used fo the control method, but
after that, the blasting ation is
very addictive...

LASTABILITY 7%
..with four skill levels and nine
levels to wade through!
OVERALL 79%
A decent bloster and an excellent
conversion. Shoot 'em up fans
should have a look.

PRESENTATION: 86%
Lots of options, a training mis-
sion, and touches like the briefing
room, but accessing the functions
through menus slows play down.
GRAPHICS: VEY )
Reasonably speedy vector graph-
its, and interesting viewpoint
effects. The impression of height
is sometimes misleading and
often fatal.

SOUND: 3%
Nice title music, and the effects
are realistic, though sparse.
PLAYABILITY: 1%
There's lots o do, but it's more
realistic than fun to play.
LASTABILITY: 79%
Five missions, each proposing a
major challenge means a lot of
long term play.

OVERALL 75%
Simulation fans will love it but
most Megadrive owners will shy
away from the slow, unexcifing
gameplay.

S ——
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alater doe.

The grophicsare basicbut m:;‘:,','ﬂmu e
this sort of game needs playa- the rest of the game.
bility rather than cosmetic GRAPHICS 7%

fouches and there’s enough in Hardly elabore i
to gather booty, which allows Might and Magic to keep fans of ,:J",H"'.ﬁ."fm."‘.f,.',ﬂmﬂﬂ mﬁ::.
them to buy goods in shops and  hard-core RPGs going for o all the information he needs.
taverns. Eventually the quest while. SOUND 3%
leads to the Orb itself, but along Those not steeped in the There's no way anyone could play this game for
the way the party have to evade  traditions of role-playing may hours listening to the insipid fune, but thankfully
MIGHT lﬂw L] ¥ more monsters, as well as dis-  find it o bit slow going, though. it conbe turned oft.
< eases, and o The combat-by-rounds system is
s e el | L vy it el oo
repulsive fates.  when you're confronted by o "”“:“' m"“‘"';'"’"" pwinded, in'too dificul fo
GAME DIFFICULTY The current gang of six cats (yes, cats). If bl A
MEDIUM game can be you're new to this fype of game, I":m;':‘" LONG i I Iau%
BATTERY SAVE saved o bat- you would probably find some- udI:n':u m'r_za i ,"n':'"':;;m:," o
SKILL LEVELS tery-backed thing like Landstalker a better g

i : OVERALL:
RAM sothot the  ntroduction. RPG fnsshoud njo i, but beginners may
adventure can ot be quite so token with Might and Magic.
be continued ot

PRESENTATION 8%
A prety ropey, unpolshed foel 0 the game, but
the mass o possble plays s quite impressve.

GRAPHICS 75%
Abizarre ossbetween Joe Montana and John
Madden's nsyl. The srolling’s pretyjrky but

that isn't too terrible.
SOUND
Plenty of pleasant tunes and decent dfms aeate
MIKE DITKA’S POWER a reasonable stadium atmosphere.
FOOTBALL PLAYABILITY

79%
Easy to get into and good fun fo play. But if
you've played John Madden 92 you'l be less
than impressed.

LASTABILITY 73%
Not quite asenjoyable s John Madden ‘52, and
the scop for exended play i s fmited com-
pared 1o the EA game.

iz OVERALL:70%

A decent Americon Footbll game unforunately
elipsed by the casicJohn Madden gomes.

P e e
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Vllc drug lord, Mr Big has kid- . ]

N comicol reslly : o %
napped all The Kids'nd he ) Theres'ta ot of variety | PRESENTATIO
plans 1o make dope fiends out of MOO AlKER 1othe gameploy or the graphics :;!';f:’fé:’;‘;;;mﬁj“mm;}’“”' o
the lot of them, but not if kindly ; in Megadrive Moonwalker, but

King of Pop, Michael Jackson the Jackson ‘Ocoh!’ sound
hos nyiing o do it it ke for hebjocked ks, swiping  cven power upispopbily e, hemusic smat rendi- m:,’,?,"iﬁ.,’[:'j t'.',’q{’.";!.,‘w:."“"'""" -
takes 1o the platforms in Mr down Mr Big's and fling his Smooth Criminal tions of various tracks from the SOUND 89%
Big's many ideouts onthe hunt  henchmen/women/dogs with ot ot bunches ofbondis, or B lbun) nd e donce oncing oo Jods o gy
one mystical kick from his even better, charge it uptosuch  sequences do set it off. Using ing if you aren’t. Loads of “Och”s and *Aaow”s
sparkling dancing shoes. He can  an extent that he can conjure your dance magic when sur-
i rounded by sovage dogs results PLAYABILITY
in them all getting up on their Addmu lhwnh slightly repetitive find-t ﬂlt-kldx
hind legs and grooving along to gomepl
the beat! It's not a particularly LASTABII [
tough game, though, and good Hmmm, u s nII a bittoo simple,really s0 it an
ployers might find themselves get o bit dull. Ao, here's notrallytht much 1o
completing it all too quickly. Lovd skrony g gt e
Az you've finished the game.
OVERALL: 7:%

N niid idaii i seabc s
decent enough game in its own rigl

R ——
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‘oming in the wake of

Streetfighter 11, Mortal
Kombat was a major arcade hit.
It's combination of gory fighting
and realistc looking fighters
attracted punters by the million,
and this is a straight conversion
of the game, with all the fea-
tures of the original transferred
intact. Seven combatants take
partin the
Mortal
Kombat tour-
nament, oll
with different,
special pow-
ersond
moves. The
coin-op even gave them fatality
‘moves which they could use fo

[MORTAL KOMBAT)

finish off their opponents. These
don't appear in the basic game,
being rather gory, but they are
aceessible by
inputting
special joy-
pod code ot
the start of
the game.
The
progrom-
mers have done a magnificent
job of this translation, which
looks amazingly like its arcade

counterpart. The only thing
that's missing is one of the con-  trol buttons, but you can live tics very quickly and you can
with that. hardly get away with using the
Bewarned,  some move twice! Definitely, if
though, the you like the arcade gome you

sefting is very but some players may prefer to
| easytobeat, but  wait for Streetfighter Il which
switch to the promises to be even better!
higher skillsond ~ RICH

the opponents

{ learn your toc-

‘easy’ difficulty  won't be disappointed with this,

PRESENTATION 90%
Al the features of the arcade
game!

GRAPHICS 92%
Again, just like the coin-op.
Digitised sprifes do the fighting.
SOUND 94%
Really excellent music and most of
the coin-op’s speech has been car-
ried across.
PLAYABILITY 90%
Lacks one of the coin-op's control
buttons, but the action is still pret-
ty slick.
LASTABILITY 89%
With all those skill levels to beat
and a double player mode, this
should keep fans of the coin-op
happy for ages.
2\’!““. ) &'é»
superb conversion. i
the arcade game, you' Irw this!
Mind you, Streetfighter Il is prob-
:?'Ix: better game so you may
A r to hold on to your cash for
at.

L
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PRESENTATION 80%
Good option selection, but a
rather cruddy vector graphics
intro.
GRAPHICS 91%
Ace boxer sprites and the moving
3D ring mlly add a lot to the feel
of the game.

SOUND 78%
Forgettable music, but good
thumping sounds.
PLAYABILITY 92%
Excellent controls, graphics and
atmosphere, so even if you were
never a boxing fan before this is
still a really easy game fo get
into.

LASTABILITY 90%
There isn't that much to beating
the other boxers, but the two
player mode is tremendous fun.
OVERALL 91%
The best console boxing game
ever! Don't miss it!




MEGADRI

‘orget boring old American MET ﬂm

Football. This is an oddball
version of the sport, in which the
rules are more or less the same, F

qmmmﬁﬂﬂ&:.\
N

but the feams are made of gar-
goyles, skeletons and other
assorted uglies. The leagues
span golaxies, and the gomes

are played on the most bizarre
pitches, some of them floating in
space!
As in real American
") Football you have to get the ball
from one end of the pitch fo the

- revious Megadrive games

_ have concentrated on playing
games in the prestigious NBA
League, but NBA All Star

other, and there’s all that stuff
about ‘downs’, but things fend
1o be a bit more violent and
when things are gefting boring
you can throw the opposition a
ball loaded with gelignite then
watch their
receiver
explode.

The pre-
sentation and
grophics in MLF
are smart, it
plays really
well and the
concept of hav-

Challenge is a simulation of the
‘more showmanlike one on one
‘matches, where the most famous
players take on each other in o

fost-scoring three minute round.
The game offers four one-
on-one play variations. The first
is 0 simple fournament of bas-
ket scoring, with all the rules of
normal bosketball opplying

(travelling, defence violations
efc.). The second is the three
point shootout, where each play-
er throws four balls from five
positions in an arc around the
three point line. For some rea-
son striped balls
score double the
points of plain
brown ones.
"Horse' is the third
game, another
one-on-one vari-
ant, where oppo-
nents fake turns
trying to score
AR

ing so many different alien races
and playing fields gives the
game plenty of variety. Mutant
League Football does have its
faults through. The main prob-
Tem is thet it plays so similarly
1o John Madden Football - even
some of the formations and
plays are the same. Also, sack-
ing an opposing player seems to
be too easy. In a two-player
game, it seems to be an endless
cycle of swapping possession,
with very ittle in the way of
touchdowns. If you haven't got
any of the John Madden series
of games, or if you want a sports
game thot's a departure from
the norm check this out.

RICH

throwing is like penalies:

‘open basket with a moving cur-

sor, where fiming s the key to o
00d score.

These four ‘variations’
aren't varied enough, though,
and because all the action takes
place in a smoll fraction of the
court, the whole game turns out
to be very unexciting. The pro-
grammers hove made on
attempt ot beefing up the weak
game ideas by including a tour-
nament option, with playoffs
between sets of players, but
even so, playing against your
dod in the back garden would
be more fun than this virtually
fun-free effort.

© THit anything! If you were
ever under the impression that
Hockey was a nice game played

by pleasant public school girls,
think again. The sub-zero ver-
sion of the game has little in
common with s grossy relative.

The inevitable carnage that
results from such a loose code of

conduct is ably portrayed in this
follow-up o EA lce Hockey, from
h f g

tions, Electronic Arts. The gome-
play of NHLPA ‘93 is a faster

74 MM MEGA REVIEW

version of the original, though
‘many of the changes are cosmet-
ic. One of the new features is the
crowd analysis screen. This high-
ly unnecessary but entertaining
feature displays the decibel level
achieved by the crowd’s cheer-
ing. Violence also
plays a for greater
part in the sequel
| — you an stort
fights with your
‘opponents, which
are shown in @

L dlose-up window.
Should you man-

age 10 rip your opponent the
result is quite spectaculor. A
mere hook of the stick sends the
hapless victim flying head over
heels, in o hugely degrading
show of sad acrobatic ineptitude.
The violent nature of ice hockey
is hyped up here, with the som-
pled groons and sprawling of
the hopless sprites. The tacky
atmosphere is well preserved
with the aowd noise and the
deliberately owful music. But
this is o serious gome, with seri-
ous opions and o challenging
compufer opponent. Owners of
the first, ond ace EA Hockey,
should hold onto their cash but
those new to puck-related anfics
shuuld fake to the ice.

N

&dlulmz ond: mm
conferences

and dear in gome presentation.
GRAPHICS 80%

{ Aot e
{hetocis
 ofloy are deodchllenging.

convincing mutoid violence.

SOUND me

‘That annoying ‘Twisted Flipper’ soundtrack that
gets on fo every EA game now. And the coach’s
oice? Nil points.

{ PLAYABILITY

Lnsdphysuimdmmdmvdmhd
charadters. Easy fo get into as well

amb/dlmmms ond
for each surface. The five

OVERALL 82%
Asolid footy game with some interesfing frills,

fions..

| PRESENTATION 81%
| Nice graphic presentation of players and menus.

GRAPHICS 61%
e o A

portion is ever seen, so
looks very boring.

SOUND 52%
At oy of by il and

| PLAYABILITY

Msumwmmhmm
but the range of adtion is very limited —
mm,nd\illlrmlhﬁmphy

. 2%
rhmunuwnm'ummm.
ing oppeal.

OVERALL

A Wafer-thin excuse for
variations cannot relieve
| ing around o fradtion of o basketball court shoot-
ing three pointers.

29%

TATION 7%
The presentation is well suited to the game and
1 s such it's os near perfect as you're going fo get.

GRAPHICS 9%
Noticeably better than the graphics in NHL
Hudm,nmmn,whh-hm
el

Mihuﬂlm
ohhm-dnsnhlwmdly

Hwnbhludnmmwnmmnhy-
The computer opponent is more intelligent
thmﬁnmmt

Uitk ' ks o
Like EA' s fo

Even after the umhkhlmmm':?
P

OVERALL 90%

1 Abrilliant hockey simulation that contains every-
 thing an avid fan could want, but EA Hockey does

exadtly the same.




S Gold's Olympic Gold con-

tains the whole spectacle,
from the lighting of the torch to
the medal presentations. The
game was released as a licensed
ie-in to the Barcelona Olympic
Games, which explains the large
amount of logos and trade-
marks plastered everywhere.
There's the chance to become
the new kid off the blocks in the
sprint, be untouchable in the
hommer and win Bully's special
prize in archery. Other gold
‘medals can be won in the hur-
dles, the pole-vault, diving and
swimming.

There are three levels of

competition, with Olympic,
national and club competitions.

fown it's advisable to pull over
and scavenge some supplies.

However, the locals aren’t really
very helpful and the only way to

OUTLANDER
MINDSCAPE
PLAYERS

DIFFICULTY
MEDIUM
CONTINUES
EARNED
SKILL LEVELS

OKAY

Beginners can also learn perfect
technique from the teaching
facility which takes the player,
step by step, through the neces-
sary moves of the various disc-
plines. US Gold have picked an
edledtic series of events, perhaps

judging them on ferms of playa-

bility and looks. A variety of
control methods are employed
— some simple and others

get their stuff is either o beat
the senseless or shoot them
dead!

Pressing Start brings up
the map of the wastelands and
lets you see your progress.
Although not really that helpful,
it does come in handy fo see
how far it is o the nest town.

treacherous. The sprint is a mat
ter of button-bashing, while the
diving tests tactics and dexterity.
Instead of making for a bal-
anced game this results in some
events becoming a waste of time
and others an impossible chal-
lenge

When you consider all of
the different events that make
up the Olympics, US Gold

Will you heed the warning of
your fuel gauge and pull over,
or will you try fo make it to the
next settlement?

Initially, Outlander just
looks like a poor version of
Road Rash, with less variety in
the scenery. However, after
playing for a couple of hours, it

haven't really chosen particular-
ly exciting ones for this game.
The multi-player option here
only allows confestants fo take
turns, which isn't even half os
exiting os competing with one
another directly. The graphics
ore nothing fo write home
about, the stadium being por-
trayed in the most basic terms.
There are plenty of decent
touches throughout the
game — but the bot-
tom line is that this
simply isn't anywhere
near as good as it
could have been.

JAL

shows itself to be action-packed
and challenging in ifs own
right.. There are loods of explo-
sions per minute as you blast
bikers off the road, blow up
helicopters, and barge cars out
of the way. If you suddenly
brake, the bikers behind you
sprawl all over the hood! It
would have
been better if
there was more

PRESENTATION 88%
Olympic endorsements itter the
itle screen. Difficulty levels and
the teach facility are useful touch-
es.

(S 69%
The animation of the sprites isn't
bad, but the backdrops are unin-
ventive and bland.

SOUND 67%
Irritating, weedy tunes and the
sound effects are largely non-
existent.

PLAYABILITY 2%
The teach mode and largely sim-
plistic nature of the game makes
this a breeze to get into.

LASTABILITY
There's simply not enough depth
fo sustain interest for a long peri-

61%

od.
OVERALL 66%
A largely disappointing game
with nothing particularly new or
extitin? on offer. Only ardent
sports fans will be inferested.

| PRESENTATION
A password feature and some
great stills, and that's your lot,
| really.

GRAPHICS 74%
| The 3D i a tad jerky, but works
| well with lots of big sprites. The
| sideways scrolling sections are
graphically flat.
| SOUND 83%
| There's some very atmospheric
| music and decent sound effects.
PLAYABILITY 80%
| The action is fost and furious, and
though not immediately addictive,
| it does grow on you.

| LASTABILITY 75%

| Those 28 different levels might
sound a lot, but there isn't much
variety [ them, so lastabil-

| OVERAU 78

| Outlander is not without ifs flaws,
| but road racer fans with a faste

| for violence should definitely

| check this one out.




OUTRUN
BY

SEGA
PLAYERS

1
GAME DIFFICULTY
VERY EASY

(CONTINUES
NONE
SKILL LEVELS

all ime, s
an Namco coin-op of 1988,
updating the adventures of
PacMan from his arcade debut
in 1980. This Megadrive conver-
sion features all four of the
original levels - Block Town,
PacMan'’s Park, Sandbox Land,
and Jungly Steps. On every level
the objective remains simple:
collect all the dots lying around
the maze fo complete it.

Of course things are never
that easy. Pursuing PacMan are
a number of ghosts, all bent on
bringing about his demise. Each
of the ghosts has a disfinct per-
sonality, that PacMan should

learn to put to his advantage.
Some ghosts track him by his
trail, others by working out
where he is af present. Luckily,
our hero has learned fo jump,
and pass over the head of
approaching danger. There is
always the power pill to eat in
an emergency - located o the
outer four corners of the maze,
these temporarily let PacMan

‘when you choose your route

through the Outrun courses. The

only real hazard is the frack
itself. Some routes have fewer
lanes and more cars than oth-

ers.
Qutrun might be an old

arcade dlassic, but compared

with other Megadrive versions

&ITD 00000000 (D 00 -0o

PAUSE

of more up-to-date arcade coin-
ops, it's just not exciting
enough. Qutrun hos neither the
thrill of uncontrollable speed, or
the challenge of other intelli-
gent racers fo contend with, and
when you discover that it’s so
easy you cn finish it on your
first go, it oll becomes rather
dull and pointless.
Without human
opposition, or time
trials. Even on the
highest difficulty set-
ting it's il very
simple to complete,
and only a complete
race game novice
with the reactions of
a crippled slug could
find any real chal-
lenge.

Jaz

become the pursuer and gobble
the ghosts. A new feature in this
conversion is the Pac booser,
which makes PacMan go faster.
You can have it on all the time,
or turn it on and off when you
need to out run some pursuing
ghosts!

Pacmania odds quite a bit
fo the old PacMan formula: the
3D angle and giant mazes

‘make the game much less pre-
dictable and Pac’s jumping abil-
ity stops you getting into any
instant-death posifions.
Visually, there are few differ-
ences between Megadrive
Pacmania and the arcade ver-
sion, and the sound is olso
faithfully reproduced. Even so,
the gome idea is sfill simplistic
and the gomeplay is thirteen
years old. The variation
of graphics, and the
small number of mazes
doesn't do enough to
keep the game inter-
esting. There's o fair
amount of nostalgia
value with PacMania,
but otherwise you may
be disappointed.
RICH

PRESENTATION
Loads of options and a decent
coin-op style atiract sequence.

GRAPHICS %
Okay sprites and backdrops and
vibrant colour schemes but a cou-
ple of gruesome sprite effects
spoil things slightly.

SOUND 73%
Not half as good as the arcade’s
sound, but the tunes are passable
renditions of the coin-op original.
The speech is in there too.
PLAYABILITY 67%
The Ferrari’s handling is bizarre.
It doesn't feel like playing the
coin-op at all.

LASTABILITY 50%
Very easy to complete on all diffi-
cwhty setfings apart from the hard-
est.

OVERALL 55%
Looks like a good conversion of

the coin-op, but play it and you'll
be disappointed.

U ——

PRESENTATION 70%
Decent options, and most of the
PacMan Theatre intermission
screens from the arcade game.

GRAPHICS 73%
Simple and crisp. The scrolling is
faultless, and sprite movement is
smooth.

SOUND

Very similar tunes and sound
effects to the arcade game.
PLAYABILITY 75%
Getting into the game couldn't be
easier, and within a few goes
you're hooked.

LASTABILITY 54%
Apart from a few scenery and lay-
out changes, the levels are very
much alike.

OVERALL 67%
One of the simplest games avail-
able on the Megadrive, but still
fun. Anyone expecting lofs of var-
ied gameplay will be most disap-
pointed, though.

P e e e



tari's Paperboy first

appeared in the arcades
nearly seven years ago, and cast
you as a paper deliverer whose
round takes him to the strangest
parts of fown. The main feature
of the cabinet was the control -
asef of bicycle handlebars. In
this Megadrive conversion, all of
the original coin-op's features
have been included (except
those handlebars) os you battle
against the odds to get your
papers delivered.

At the start of the game
there are three streets to choose
from, effectively giving three
difficulty levels. Each level is
split into seven days of the
week. The objedt is simply fo

aperboy has returned. Ten

years ago he was hounded
out of town for breaking win-
dows and endangering the lives
of pedestrians. All his good
work catching thieves and the
like was sadly overlooked. In
this sequel to the original
Paperboy, he has been given
the chance to redeem himself.

The object is fo deliver the

daily rag to the subscribers on
the street you have chosen to
play. The skill is employed in
getting the paper right into the
mailbox. Miss one day and the
wstomer cancels his order in
disgust. The houses not getting
papers are most unfriendly —
ghosts, reversing cars ond

PAPERBOY Il
BY

survive until Sunday, by throw-
ing papers into the boxes of
your subscribers. Slinging o
paper at a customer's front door
is enough fo count as a delivery,
but skilful paperboys throw
papers right info their mailbox,
which results in a 250 point
bonus! If you fail to deliver o
paper fo a subscriber, he cancels

his subscription. If all sub-
scribers are lost, then the game
ends.

Things are complicated by

the presence of various obstacles

such as lawn mowers, buggies,
cassette players, and even
ghosts! If you hit any of these, a
life is lost. At the end of each
day, Paperboy finishes his

are alllife- paper-throwing abilities have
threatening. There are plenty of  not been changed, but she
sight gags for you to inifiate, sports a natty pony-tail from
like dropping a jacked-up car under her baseball cap. At the
on the unfortunate owner’s end of a sucessful week behind
head. Half way through the the handlebars, a front page
level, you hove the choice of vis-  congratulates you on your ster-
iting the Mondo Mart shopper, ling work.
or the local fairground, fo fest ‘The changes to this rather
your shooting skills. At theend  crusty ‘classic’ are easy to see —
of the day, the fomilior BMX this time you can ride down

course presents itself for bonus
points.

Now Paperboy can be
Papergil if you desire. Her

both sides of the sireet, for

example — but they don't really
‘make it any better than the first
game. Although there are more

&

round with a spin through the
BMX stunt park, throwing his
exira papers at fargets, and
going over ramps.

Paperboy scores fop marks
in the frustration stakes owing
fo two incredibly irrtating foc-
tors. First of all, the collision
detection is exceptionally dodgy,
resulting in lots of unforeseen
frips fo the cemefery.
Secondly, the control
method is very unrespon-
sive. Other than thot,
Paperboy remains quite
faithful to the coin-op with
backdrop graphics that
mimic the coin-op ade-
quately and loads of great
sampled sounds. This
game is perhops a good
buy for fans of the origi-
nal, but ultimately it is
just foo annoying to be
un.

and longer levels, the weakness
of ten-year old gameplay shows
through. Even the graphics
don't look massively different
from the original, and that
didn't look too different from
the Master System version.

Paperboy II's only poten-
fial point of interest are the
gags, but even they are pretty
corny and they come up over
and over ogain.

Well past ts sell-by dote.

PRESENTATION
Arcade-quality intermission
screens and comprehensive diffi-
cwlty seffings.

83%

GRAPHICS 73%
Crisp and dlear sprites and bright
backgrounds make this look just

like the original machine.

SOUND 76%
Again, accurately reflects its
arcade counterpart.

\YABILITY
Annoying controls and bland
gameplay make this frustrating
nnd duII 1o play right from the

63%
There nre E‘enly of levels to con-

quer, but they're all more or less
the same and not very entertain-
ing

OVERALL 63%
Afaithful coin-op conversion
which is sadly let down by game-
play flaws.

PRESENTATION 70%
Simple options, and the pleasant-
ly amusing newspaper infermis-
sion screens.

GRAPHICS 63%
Srriros which wouldn't look out of
place on an 8-bit machine, and
the 3D effect is awful.

SOUND 80%
There is some good quality sam-

pled speech throughout, and the

sound effects are good. The music
is annoying.

PLAYABILITY 65%
Entertaining to a mild degree,
with lofs of targets fo hit and
plethora of gags.

LASTABILITY 50%
The gags become unfunny very
quickly and the game is less than
action packed.

OVERALL 53%
This is probably the best that
could be done fo update paper-
boy, but the game itself is yester-
day's news.
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Tﬂis elegont golf contains
digitised versions of the four
PGA Tournament courses in the
USA. PGA Tour Golf was origi-
nally a PC game, and all the
former options have been
crommed into this cart, enabling

up to four players to take each enables you to judge how pow-  hole, with accompanying com-
other on. Any player can be con-  erful this is. Timing your swing ~ ments on how best fo tackle it

trolled either by o human or by is done with the power bar, from well-known professionals

your Megadrive. which must be stopped exactly like Fuzzy Zoeller and Tom Kite.
You'd think that whom- to avoid hook o slice.

ming your ball fowards the

green would be pretty simple. also designed o make life a it assists you when you come to

Unfortunately, a lot of things more difficult. Trees and lokes putt, by showing you minute

contribute to making your shot  abound can spell potential gradients. PGA Tour is a Rolls

more difficult. For starters, the doom to your pitching antics. Royce of golf sims:

variable wind factor hos o be Before each hole s ployed, o

taken info account when hitfing ‘camera’ makes an impressive superb on all counts - the ani-
sweep along the length of the mation on your golfer is incredi-

the ball. A small indicator

PGA TOUR GOLF
ELECTRONIC ARTS
YERS

‘I‘1\e best got even better! With
new features and three addi-
fional courses fo test the mettle
of the most dedicated golf
addicts, PGA Il steals the trophy
os the best golf simulation on
any system. The basic gameplay
is more or less the same as the

original, but additions indude amount of moolah for the fak-  is an over-head comera that
revamped graphics and sound, ing. As the game progressesso  allows players to effectively fly

finer shot control and a Skins does the value of the hole, or over the course fo anticipate any
Game in addition to the usual skin, and a ployer is required to  hazards that could foul things
tournament and practice

options. than his pals if he is to claim the  kind of advantage. Players hove

In the Skins Game, twoto  prize.

ployers) are allowed to compete
for cash over an 18 hole course
with each one carrying a certain

PGA TOUR GOLF Il
ELECTRONIC ARTS
PLAYERS

1-4
GAME DIFFICULTY
MEDIUM

CONTINUES
BATTERY SAVE
SKILL LEVELS

1
RESPONSIVENESS
PERFECT
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When you near the hole a sepa-
The courses themselves are  rate grid view of the greens

shoot the hole in fewer shots up and give the opposition any

total control over the comera

four players (and they can be o Another new feature that  and are able to zoom in from
mix of homan and computer Electronic Arts have indudedis  any angle from a selection of
the Hole Browser. The Browser  viewpoints. Shots may also be

bly lifelike, and the ball flies
realistically. The sound too is
great, with plenty of sompled
effects. Though there are only
four courses they're all quite
challenging to complete. Other
ployers add o great competitive
spirit to the proceedings. PGA
Golf may not seem exciting, but
it's actually one of the most
involving Megadrive games.
However you may want to con-
sider the much enhanced PGA

viewed in slow-moion strobe,
and replays accompany stun-
ning shofs.

The original PGA Tour Golf

scored so well becouse of the
near-perfect playability. The
sequel is just as good, but fin-
kers with the formula ever-so-
slightly to good effect. New
options, like the hole browser,
are actually very
helpful when it
comes fo sefting
up difficult shots.
Multi-player PGA

of the greatest
pastimes you
could partake in
using the

the sequel is even

moh : [Erive] Clab Orivec

6 W7 S 2

Tour Golf was one

Megadrive, and in

PRESENTATION

Well-presented all round, with
loads of options, a save game
mode and multi-player tourna-
ments.

GRAPHICS 83%
The 3-D graphics work brilliantly,
and the golfer's animation is
great.

SOUND 81%
Swing your pants to the groovy
tune, or mellow out with the
soothing effects.

PLAYABILITY M%
The control method is absolutely
perfect making it easy fo get into
the game very quickly.
LASTABILITY 90%
Four courses for four players
keeps the interest alive for many
amonth

OVERAII. 90%
A superb sports simulation which
will appeal massively to all play-
ers, not just the golf fans.

PRESENTATION 93%
One of the aspects that has made
PGA Tour Golf such a success is its
flawless presentation.

GRAPHICS 92%
Al the courses are convincingly
drawn with the fly-over view and
Hole Browsing facility helping to
give depth to the playing field.
SOUND 90%
With the smart music and extra
sampled effects, the sound in PGA
Il is virtually faultless.

PLAYABILITY 97%

The playability is without error,
partly due to the sensible control
method.

LASTABILITY 94%
There are seven different courses
and three areas of play to choose
from, so there's little (‘nnre of
boredom!

OVERALL 95%
Electronic Arts have managed fo
make the best even better:the
finest Golf on the Megadrive!



n this conversion of Atari's

populor beat ‘em up coin-op,
one or two psychopathic head-
cases battle other horrid loony
fighting types in the Pitfighter
contest, with big cash prizes
awarded to the winner ond the
losers ending up with broken
limbs and worse.

The opponents are a nasty
bunch. Most are armed with
horrible pointy things, they're
nearly all a lot bigger than you
and virtually every one is capa-
ble of shrugging off even your
most ing blows with
ease. The crowd aren't neutrol
either, and give you a bunch of
fives if you get too dlose . And if
that's not enough to put you off,

TIMFIGHTER

there's always the King of the
Pitfighters. This masked execu-
fioner-type taunts you during
all your bouts.

Defeat him

and you are

proclaimed

King (of Pit

Fighting pre-

sumably),

‘meaning you can quit the circuit
and retire fo spend all your

The three martial artistes
at your disposal; Ty, Buzz and
Kato have their own signature

moves of dev-
asfation. Their
power may be
enhanced by o
hidden power
pill, secreted
within crafes
on some of the levels, or by
picking up the handy daggers
and lead pipes strewn on the

floor. Succeed in a bout, and
you have the chance to earn o
quick bonus by hoisting your
player on the fork-lft truck.

The toin-op featured fancy
sprite-scaling and amazing ani-
mation, but these are both
absent from this conversion.
However, The sprites are quite
detailed and their actions are
accompanied by lofs of speech
(albeit of mediocre quality) and
painful-sounding effects, but the
movement is unconvincing.
What makes it fun s the hor-
ribly brutal action - it really is
enjoyable o jump on ployer
two’s throat as he lies help-
less on the floor! Pitfighter is

B okay, but check out the newer
4 beat ‘em ups, like Mortal

Kombot and Streetfighter Il
which are miles better.
RICH

PRESENTATION %
Tries to recreate the look of the
arcade original as far as possible,
with loads of animated intermis-
sions. A few useful options, too.

GRAPHICS 68%
Nice enough sprites, but the ani-
mation is poor and the scrolling is
jerky.

SOUND 78%
Groovy sound effects and quite a
bit of speech fo complement the
adtion.

PLAYABILITY 75%
There are plenty of moves to mas-
ter, and the mindless action pro-
vides instant fun.

LASTABILITY 67%
The eight skill levels test the met-
tle of potential pit fighters. But
compared fo other fighting

james, this doesn’t have as much
long-ferm appeal.

OVERALL 70%
Not a knockout, by any manner of
means, but amusingly thuggish
nonetheless.

PRESENTATION 92%
Great opening screens, easy-to-
understand icons and generally
superb in-game presentafion.
GRAPHICS 81%
Excellent landscapes, and the
sprites have fo be seen fo
believed.

SOUND 56%
Not much in the way of sound.
Grunts, screams and atmospheric
windswept sound FX is your lot
PLAYABILITY 89%
As soon as you've learned what
the icons do, you'll be completely
hooked.

LASTABILITY 92%
One thousand levels of strategy
might prove a little daunting, but
the increasing challenge will keep
wargame fans going for ages.

OVERALL 90%
A considerable improvement on
the original Populous idea, this is
without doubt, an ace strategy
game.




. MEGADRIVE R
Y

some ways it is perhaps

10 do too much and this leads fo

a very slow game. Also, neces-

sory fads and figures oren'tin o

readily digestible form, which
con be a bit
frustrating. If
it's the ulti-
mate god
game you're
after, Mego-

you must form alliances with
some dubious choradters, and
indulge in some spying as a fifth

ilst browsing through

Undle Scrooge's library one
afternoon, Donald the infamous
Duck chances upon a book
about the treasure of King
Garuzia and o map giving dues
astoits But
Donald is being watched by Big
Bad Pete, who hos his own plan
fo seize the treosure.

The adventure fakes the
form of a scrolling platform
game with puzzle elements.
Donald, in his Indiana Jones
qorb, travels across the world
finding bits of treasure and
‘meeting his Disney buddies who
send him on numerous vital
sub-missions. If Donold can
complefe oll these and beat the

ten cosmopolitan levels, the
freasure is his.

The levels are reached by
flying across o world map, to
locations in Indio, Lapland,
Egypt and the South Pole.
Puzzles and riddles that require
objects from elsewhere means
there’s a lot of globe-trofting

Donald hos a variety of
tools at his disposal with which
to complete each level. The
three plunger guns all freeze
enemies, but have other uses,
like creating plunger ‘rungs’
with which you can dimb walls.
Donald also has access to o bub-
blegum shooter, which destroys

scenery, and a popcorn shooter,
which sprays five deadly kernels
of corn. And if Donald eats o
chilli peppers during his adven-
ture, it sends him into an uncon-
trollable fit of rage, during
which he can charge all baddies
out of his way. As in the other
Megadrive Disney games, the
graphics in Quackshot are
I brilliont. Unlike most of the
| Megadrive Disney games,
! though, the gameplay isn’t
| 0 hot. The action consists
of lots of wandering around
locations which are beauti-
fully drawn but have hardly
| onything happening in
them. The infinite continues
and the simple puzzles
makeit a bit easy to com-
plefe foo, s it's best suited
o younger Megadrive own-

PRESENTATION
Massive manual and a helpful
tutorial. Good on-screen presen-
fation, and sensible controls.

GRAPHICS 81%
Highly impressive effects on the
isometric map. Clear icons, and
plenty of innovations.

SOUND 3
Very basic sound effects, none of
which are either important or
impressive.

PLAYABILITY 7%
It takes a long time to ?el into the
game, and it's definitely for the
strategically minded only.
LASTABILITY 66%
After a while you find you're
doing the same things over and
over again, and the prospect of
having to go through 195 samey
levels doesn't inspire enthusiasm.
OVERALL 70%
Powermonger offers excellent
value for money, but only for
those with a strategic bent.

| ——

PRESENTATION 86%
Superb presentation, as you'd
expect from a Disney licence. Lots
of animated intros, intermission

screens and opfions.

GRAPHICS 90%
Beautifully animated sprifes and
gorgeous backgrounds make
Quackshot a visual treat.
SOUND 69%
The effects are quite good, but

they're spoilt by mediocre music.

PLAYABILITY 74%
The slow pace and lack of imme-
diate action make this seem
rather dull.

LASTABILITY

Things do get better as you
progress. The end levels have
more action in them and are
more of a test of your platform

skills.

o vy
plol::o'}md g:r:":o: s:nwgh |:
the way 3

2%
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0 nce again, aliens have
invaded Earth, and once
again Earth's scientists have
managed to knock fogether a
mega-powerful fighter to repel
the evil forces. This rather unin-
spiring story is the excuse for
another vertically-scrolling shoot

Bub and Bob are heroes! After
rescuing their girlfriends
from the evil dutches of The
Boss of Shadow in Bubble
Bobble, the lads returned to
their home town in the Rainbow
Islands and as the Japanese sce-
nario puts it, got “Super-

§

‘em up, with a selection of aliens
to shoot and a variety of meaty
weapons to shoot them with.
You start the game with the
basic cannon and a high-power

#-yas { SCORE

laser. When certain enemy vehi-
dles are shot down, they release
0 weapons pod, which changes
colour from red o blue. Red
pods give your cannon a wider
spread;

j| avesse replaces it

ana3se oo

powered
. uploa
s wide-beam
« mega-laser
of doom.

Drunk”. The result: the bubble
blowing dinosaurs have changed
back info human form. But cele-
brations are short-lived. The evil
Boss of Shadow hos returned to
enslave the Rainbow Islands and
their inhabitants. But there is

one hope. If seven huge crystals
are collected the Rainbow
Islonds and their inhabitants will
return fo normal. Our heroes
have the magic of the Rainbow,
which generally means they can
sling rainbows anywhere they
want. The colourful
orfifacts make use-
ful bridges, and
also kill any bad-
dies they fall on.So
it's a ase of scaling
oll 28 platform
screens, dealing
rainbow death fo

Also available o

xiluﬂ homing lasers and alien-

0%
Standard options, but lttle else. In-game presen-
Tafion is 1bl ir i

bombs.
Onthe surface, Raiden about.

Trad doesn't look like it's got GRAPHICS 66%

anything fo save it from sinking Blurry sprites, and not many different enemies.

without trace into the morasse Good scrolling and movement, though.

‘of Megadrive shoot ‘em ups.The SOUND 61%

lck of weap d the unorig- o0vy d plenty of sold blasting

inal grophics are an obvious set- | M0ises-

back but it does have both PLAYABILITY 73%

ployability and challenge, espe- | Fstand responsive, and fun 10 ply, though

cially the final level. If you
haven't already had your fill of
p-the-screen blasters, this is
worth hunting out.

Iz

any island guardians that stand
in the way.

Not only does this
Megadrive conversion feature an
almost perfect copy of the origi-
nal Rainbow Islands, it also fea-
tures Super Rainbow Islands, a
much harder version of the
arcade game with different bad-
dies. So when you've got good
at the first version, the second
will challenge you further! The
awte graphics are arcade perfed,
but the sprites tend to flicker
badly when the screen gets busy.
Sadly, the dual player mode has
also been lost. Otherwise this is
a brilliant conversion, but you
may well have fo hunt aroud fo
find it on import.

JAZ

don't expect loads of different weapons or vastly
varied gomeplay.

LASTABILITY 7%
Eight levels, plus o secret super-hard level of the
end. Lack of really unusual gameplay might be o
bt of turn-off.

OVERALL 66%

A solid ond enjoyable challenge, rom an old ond
unoriginal blster,

S

PRESENTATION 87%
Al the coin-op presentafion screens, along with
loads of options and both versions of the coin-op.
in one cartridge!

GRAPHICS %
All the cuteness of the original is there. Shame
about the flickery sprites, though.

SOUND %
That “re-mix” of Somewhere Over The Rainbow
is till there, bopping away in the background,
and prefty jazzy it s ool

PLAYABILITY

Allthe rainbow-slinging, plotform jumping l.... of
the orcade! Very easy o get into and there’s

LASTABILITY 83%
You get the “extra” version of the coin-op,and a
choice of difficulty levels os well

OVERALL 84%
Afobulous rendition of o dassic coin-op!

e

| PRESENTATION 86%
Some excellent intro sequences, and sound test
and muliple skl optons.

GRAPHICS 9%
Now looking a bit dated, but the sprites do act-
ally ook prty good, ond the explosion effecs
put a bit of pep into the game.

SOUND 89%
Unusuol and atmospheric tunes ond excellent
effets that add o great deal lnmqame

| PLAYABILITY

Once you've got through the tricky first Iml the
‘game s foirly straightforward. Good, ruthless
blasting fun though

| LASTABILITY m%
It's not difficult to finish, especiolly with unlimited
continues. But i’ enjoyable stuff.

OVERALL 80%
You may not have liked the film but you'll like
the gme. A good value piece of total carnage.

S —
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itus Fox-Fairbrother, cele-

broted archaeologist made o PRESENTATION 86%
remarkable discovery - the ! Plenty of options, allowing you fo
Rompart Chronicls. These J | 2 handicap yourself in battle, or
revealing texts followed the col- e

alfer battle paramefers.
of two rival seftlements on =
:':-u ‘o wwirid el /| GRAPHICS 70%
nating from the most frivial of llqubhumldfmu mmmiﬁ;im “quered. You may use any spare Almoxr nrmde Perfen - castles
dircomstances. Many chapters,  quirky Atari coin-op of 1991. ‘ployer mode place it over your i make a pleasant
spoke of the endless cannon Two players im to destroy their  opponent’s walls. Mode two is castles into your empire. The vmn of carnage.
bards d stles, while extend-  Build and Repair. You have o ‘more castles you surround, the

rebuilding work hot followed. ing thir own. time-limit to repair oll te gaps  more bonus cannons you gt. SOUND 69%
Eventually, the people of both ol R ol I i i the wall ding your The Humorous speech samples and
«astles wore themselves out and tinct phases. The firstis Battle  costle. To fill the gaps th les have b il screams, and a fabulous whoosh-
d-‘udlh_ugl,wty Mode. You control a cursor, and  puter provides you with a selec-  The conversion of Rampart is ing noise of falling projectiles.

- PLAYABILITY 82%

The simplicity of control and easy
rules h.(a!p fo make it instantly

I.ASTAIIIITV

player game it’s dull,
hut it's a two-player dassic.
OVERALL 81%
One of the most original and
enjoyable combat games.

Pl ¥ I

Rungev Xis a hip shoot ‘em A 2N
up using the trendiest form PRESENTATION 92%
of future warfare kit — the Choice of play levels, and atmos-

Attack Suit. An attack svit is ici
huge ormoured vehicle that pheric intro sequences, but two

tokes the form of ahumon body c'“Ye" would have been even
shape, and performs s func- etter.
tions like a huge robot, but 3 T GRAPHICS 94%
under the direct control of o enjoying the gome. Despite its gic element to the blasting thoughtful play, and is incredi- Excellent hardware sprites, and
human inside. In Ranger X's size, the Ranger X is very versa-  action. On later levels the trike bly sotisfying to play. The {
S - 5 ks s S e the level backgrounds and paral-

cse, the attack suits are port of file. It carries multiple weapons  is replaced by o massive cruiser,  graphics are incredible, with ! 1l ke this a visual
a force rying fo liberate the systems ond more con be found  which lends air supporttothe  some grophic effecs never seen O oy e Ter
earth from on alien fyronny set  hidden amid the levels. talso ground campaign. before on the Megadrive treat.
over fivelevels. hos o remote uni, resembling o Ronger X really is a smash-  Ranger X s slck, brash and SOUND

The suitis too heavy tobe trike. If the Ranger lands on this  ing game. There's more action  action-packed: a stunning game Roaring explosion effect and com-
propelled by any means other they combine info a new vehicle per kilobyte than most other in every resped. puter noise, but the in-game
than rockets, which give it lft with different firing charadteris-  Megadrive shooters, and the JAZ MEEE duil
and thrust. This means that tics. Learning the right weapon  explosions are phenomenal. But
dealing with tricky problems of and configuration adds a strafe- it also rewards dlever tadtics and PLAYABILITY 92%

inertia is necessary before really

Ultra brilliant gameplay, with the
wonderful control feel and imagi-
native objectives on each level.
LASTABILITY 9%
The difficulty curve is perfectly set,
easy o get into but a stiff chal-
lenge to complete.

OVERALL 92%
What a groovy game Ranger X is.
A totally amazing blaster.

_———.—_«/
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ecome the hardest . =
imaginable - swing your ¥ ) (¢ A
o R ENGE & K
i RY /L & . $5L 3 i
S | NGV T
ofhefendih fesdefrmined \ SN e
fo stop your progress. Anyway,
it's a good thing you con doall  kick his foes, jump, somersault,  to the suicidal ‘Mijin’, which grophics are exquisite, with
the the baddie (g % & adiel R i i of [ ———"—
Zeed) have kidnapped your girl-  sault/shuriken-spray attack. The  mies. Jupanese pagodas, each with its
friend: fo rescue her you must best form of attack however is The gome has eight stages  own superb music by Yuzo
travel around the world, the devostoting Ninitsu magic; 1o the gome, each subdivided Koshiro (Streets of Rage com-
destroying their bases os you this comes in various forms into three parts, and  big bad-  poser). The gameplay is also
go. Revenge of Shinobi depending on the game’s level, die fo beat af the end of each out of this world! There still
unleashed Sega’s favourite and is crucial in order fo defeat  one, Revenge of Shinobi is o aren’t many gomes around that
Ninja, Joe Musashi, onto the the end-of-level bosses. Shinobi  huge gome, and each stage is are o match for Revenge of
Megadrive public. hos access fo four types of Jitsu  crammed with diverse fypes of  Shinobi; it has oged very groce-
Shinobi carries with hima  magic, from the weak ‘Fushin’,  scenery and denizens. The fully.Best of all, it's on Sega’s
limited number of shuriken as budget bock catalogue at a price

well as his sword. He con also

N
REVENGE OF SHINOBI

Vnid the demon has attempt-
ed fo steal the Rod of Nexus.
During this battle the rod was
broken in two, and the two
deities decided fo furn each of
their halves info rings. So what
has this got to do with you?
Well, you are Buc, top sorcerer,
‘who must now gather your party
of fearsome warriors, recover all
the lost rings and return them to
Nexus assuring fabness for all
eternity.

This task is performed in
isometric view, with your char-
aders roaming around the envi-

ronment. Spells must be
learned, charadters conversed
with and battles won before
your quest is out. There are two

of under £20, making it an

‘modes of view in Rings of
Power. The first is a large-scale
isometric map. You moy move
in any of four directions search-
ing for vital clues. If you enfer o
building, the view zooms in. The
adion is then viewed on o much
smaller scale and greater detail.
Combat in Rings of Power
comes in two modes. The first is
‘automatic, which selects the

spells for each of your characters
and ads as oppropriate. The
second allows you to do all your
own spell choosing. It's general-
ly a good idea to stick to manu-
al though, s the computer
tends to get you killed.

The concept behind Rings
of Power is  good one, but
sadly somewhere between the
drawing board and the finished

product something went wrong.
Sad, jerky scrolling, a hopeless
combat system, unfunny jokes,
fortuously slow gameplay, fee-
ble graphics and eor-rendingly
awful sound ruin the great ideas
behind the game and make it
real mess fo play. Even the
biggest role-playing fan will
find this a chore. There are
plenty of RPG available that
are miles better than this.
RICH

Buc wisc

PRESENTATION 90%
Stunning opening sequence - and
continues fo impress throughout

the game.

GRAPHICS 91%
Excellent ninja sprites and back-

grounds. Just superb overall

SOUND 94%
Loads of incredible effects and the
groovy music by Yuzo Koshiro is
absolutely amazing too!
PLAYABILITY 93%
Loads of ation right from the
word go. The fighting action is
fast and furious and demands
almost ninja skills!

LASTABILITY

There are eight multi-stage levels
1o the game which go on for ages.
Even the simplest difficulty level
gets very fough as the game pro-
gresses.

OVERALL 93%
Utterly brilliant in every way.
Make this a priority purchase if
you missed if.

PRESENTATION 67%
Smart fitle screen, intros and
detailed story screens accessible
from the options screen.

GRAPHICS 34%
Dull, poorly deformed sprites.
Shambolic scrolling and hardly
any animation.

SOUND 27%
Crummy tunes, and the effects do
nothing fo lift the aural gloom.

PLAYABILITY %
Slow, unresponsive and frustrat-
ing. It's hard to make your char-
acters do what you want.
LASTABILITY 30%
Rings of Power is a big game, and
it's not easy either. Unfortunately
it's horrible to play.

OVERALL 35%
Abrave attempt a Dungeons and
Dragons-style adventure game
which is spoiled by poor program-
ming.
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RISKY WOODS
ELECTRONIC ARTS
PLAYERS

'his motorbike racing game

features five different tracks,
and the object on each is very
straightforward: beat the other
18 riders to the finishing post.
‘Things are made a litfle more

complex by the foct that there
are no rules - riders can crash
into or even punch other riders
in an attempt to knock them off
their bikes.

Add cors
which travel the
road driving
towards you on

highly annoying traffic cop who
chases after you, and life sud-
denly becomes more difficult. If

ROAD RASH
ELECTRONIC ARTS
PLAYERS

DIFFICULTY
MEDIUM
CONTINUES
PASSWORD
SKILL Fm

RESPONSIVENESS
GOOD
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you manage to finish all five
races, you progress fo the next

level, where
cars are more
numerous and
riders even

more maniocal.

If the bike
has a bad colli-

sion with anything, the rider

gefs knocked off and and much
fime is wasted as he sprints back
to his bike, picks it up and gets
backinto the race.

Road Rash combines all
the thrills of high-speed racing
with a fair dose of extreme vio-
lence! The 3D grophics ore
excellent. Whizzing over the
varied, graphically superb land-

scapes is made all the more.
enjoyable by the brilliant sound
effects. The scream of the
motorbike's engine is superb,
and Rob Hubbard has provided
some great music as well. It's
gameplay that counts though,

and Road Rash more than deliv-

ers. You'll never believe that

you just flew through the air at
over 100 mph
londing on the
hapless corpse of
a very unforty-
nate fellow rider!

As road racers go,
Road Rash is defi-

nitely one of the
‘most action-
pocked and excit-
ing offerings on

o=
[Praver a

the Megadrive.
RICH

PRESENTATION 7%
Nifty looking title-screen and the
almost obligatory sound test/con-
rol configuration option screen.

GRAPHICS %
Risky Woods abounds with the
most attractive looking sprites
and scenic backgrounds. But
everything looks rigid and
uncool.
SOUND 81%
The music is clean, polished and
very computer-like!
PLAYABILITY 75%
The desire fo experience all the
graphics of the other levels is
high.

LASTABILITY 2%
There are nine levels to battle
through which should take most
players a while to explore, but the
end result is hardly worth it.
OVERALL 74%
It's not that Risky Woods alto-
gether bad but the machine is
capable of so much more.

PRESENTATION 88%
Superb in-game presentation,
with brilliant stills and easy-fo-
use menus.

GRAPHICS 87%
The 3D update is very fast and
totally convincing - make sure you
take fravel sickness pills before
playing!

SOUND 90%
There's a choice between excellent
heavy metal-style tunes and
superb sound effedts.
PLAYABILITY 91%
Getting into this is as easy s rid-
ing a bike...

LASTABILITY 85%
...but the riders on the other
bikes make this a tough and chal-
lenging game for any speed
demon.

OVERALL 90%
Atruly thrilling high-speed game
which will drive your adrenal
gland into a frenzy!

L —



tis one year, almost fo the day

since the ultimate biker's
championship! Road Rash races
are set on highways, in amongst
the normal traffic, and any form
of violence against another
biker is encouraged!

There are five major
leagues in Road Rash I, each
has five races to complete
before you are promoted. The
landscapes offer many different
hazards. Alaska, for example, is
noted for its twisty roads,
whereas in Tennessee, you can
expect fo find frees growing in
the centre of the highway! As
you start to win races you can
trade in your original bike, o
Shuriken 500 for better, more

ROAD RASH Il
ELECTRONIC ARTS
PLAYERS

E DIFFICULTY
MEDIUM
CONTINUES
PASSWORD
SKILL LEVELS

RESPONSIVENESS
EXCELLENT

expensive machines which can can blog a couple of different

take you further into the com- weapons to increase your dom-

petition. But you'll have fo win  age potential. The dub disposes

plenty of races to get the ulti- of riders with relative ease, but

mate in bike technology — it you have to be quite dose o use

costs $38,000! it. The chain is just os effective
At the beginning of the as the cub, but works at o

race, you only have your fists longer range os well!

and feet o use against the Rood Rash olso has o

other participants. However, you ~ Mano a Mano option, for two

ROCKET KNIGHT
ADVENTURES

KONAMI
PLAYERS

GAME DIFFICULTY
EASY/MEDIUM
(llﬂ';lllﬁs
SKILL LEVELS

RESPONSIVENESS
GREAT

players fo race on a split screen.
Road Rash Il is a definite
improvement on the original.
Apart from two-player mode,
the races are tougher and more
varied, but the actual execution
of the gameplay is much the
same. It really isn’t worth buy-
ing both

RICH

PRESENTATION 95%
Excellent. A selection of 15 bikes,
a password feature, 25 different
races and some cool character
screens for each rider.

GRAPHICS 92%
Smooth and fast 3D update and
there's plenty of variety in the
backdrops too.

SOUND 78%
Some decent effects - exactly the
same os Road Rash I!

PLAYABILITY 1%

Easy to get into and great fun to

play. The two-player mode is an

| excellent laugh as well.

| LASTABILITY 93%

| Completed every race in one-

| player mode is extremely diffi-

| clt, so that should keep you

| going for a while.

| OVERALL 93%
Similar to the original perhaps,

| but Road Rash 11 still delivers fun

| and excitement.

PRESENTATION 88%
There is an entertaining infro
sequence, and loads of plot
updates throughout the game.

GRAPHICS 94%
The imagination and clarity of the
graphics is superb. The animation
is smooth and often comic.

SOUND 86%
Impressive booms and bangs at
climactic moments, and the music
tinkles away all cute and cuddly.

|
PLAYABILITY 90%
No confusion with the controls;
they're cunningly responsive. The
gameplay is really fresh.

LASTABILITY 89%
There are plenty of levels, and
you're never quite sure what's
going fo come next.
OVERALL 91%
This beautifully crafted piece of
software always leaves you wanti-
ng more. Don't let the cute char-

| aders fool you — this is not just

; for kids!



~oor litle Rolo, is o miniature

. elephant in twisted mlﬂﬂ %
McSmiley's travelling circus. % J The jigsaw map screen looks
Being fired from cannons in 3 attractive, but the lack of a save
every show the despairing Rolo game is a crushing blow.

realised it was high time for GRAPHICS

80%
estape. S, slipping through the
bars o iscage one nightwith  diffrent lcationsforumpfiends: mainy beavers, moles, _and well-defned,buttheybelie [ ARk N L L LT

the keys stolen form McSmiley’s  through. The adventure unfolds  squirrels and rabbitsfrom their  the challenge this game pre- well-presented backdrops.

belt, Rolo sets out fo on a huge jigsaw cages. They too have special sents. It really is o demanding SOUND 79%
rescue his captured map, with each tile abilities that make the going platform game, but one full of Catchy tunes that suit Rolo’s char-
acter down fo the ground. There
are also some amusing sound
effeds.

pals so they can aid being revealed when easier. Squirrels can dimb, variety and absorbing puzzles.
him in his quest. you solve the loca- beavers can swim, and Rolo can  There are months of play in the
Now Rolo is 5 W tion. suck! Only three friends are cart, but unfortunately there's
putting his trust in you Rolo’s mission able to follow Rolo at any time.  no battery save - so completing
and your ingenuity fo is o rescue his The graphics are chorming: cute  the game will take o mammoth PLAYABILITY 84%
reunite him with his Mother. session. The game is instantly enjoyable
There are many puzzes to sglve - 3 g RIC and the problems are offen very
and secrets fo uncover. What's - : rewnrdmg once solved. The play-
more, there’s over a hundred &' udummems is mer(lresﬂy
put to waste each time the
machine is swifched off.

LASTABILITY 89%
Large enough and tricky enough
to make compulsive play the case.
OVERALL 83%
Avery classy game with plenty of
interesting touches, but the
absence of a save game/password

facility cannot be stressed enough.

Ynu are a rock-hard ninjo g Z b}
warrior out 1o crush the G = \

power hungry Zeed Empire and
their armies of terrifying min-
ions. This means you must first
stow away on a heavily-guarded 5211

PRESENTATION nN%
Few options, although the presen-
tation does mirror the arcade ver-
sion quite faithfully...

aeroplane bound for the Zeed GRAPHICS 61%
home country and then fight
your way uoss Zednfested  giant boss appars,redy o Joe os asobrough s~ thoats o isvicims ::fkﬂ?g;” e Lﬁ&udu:; e,
landscapes until you reach the beat the cack out of Mr Ninja Dog, a beautiful white Shadow Dancer plays very find.
final encounter with Emperor Mushashi — but you've got hound who fights at Joe's com-  dlosely to the coin-op it come. ¥
Zeed himself! special ninjo magic with which  mand, allowing two opponents  from, but i's @ much inferior SOUND 5!
Shadow Dancer is a hori- 1o repel their aggressive fen- to be dealt with ot once. The beat ‘em up to Revenge of The awful “barking” on the fitle
zontally-scrolling platform beat  dencies! faithful canine rips ot the Shinobi, the previous Mushashi screen sets the tone for a multi-
‘em up in the traditionol game. The tude of lacklustre effedts and
Shinobi mould. The player leaps graphics are tunes.
about killing his enemies and nice, but g
avoiding the many traps and don't have PLAYABILITY 69%
hazards they have placed in his much atmos- Atfirst this seems to have great
way. At the end of every level, o phere, and potential as Revenge of Shinobi
the gameplay I, but something doesn't ring
isfost b:l : frue.
SHADOW DANCER unvaried. The
A additon of :ASI[ABIIIITV - i I“f
the dog was o ive levels, with a great deal of
Pu!ﬂs nice ideo, but repefifive gameplay faking place
GAME DIFFICULTY doesn’r"vgo"y in between.
e et JOVERALL  59%
NOKE Dancer is A potentially great Shinobi game
rather a dis- let down by a poorly graded diffi-
appointment. clty level.
OKAY JAZ
) —
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\/ ou are Beast: once a human,

1 evil magic enslaved you to
become the helpless vassal of
the Beast lord. Your objective i
o track down Moletoth the
Beast Lord and make sure he

kicks the bucket. However, sens-

ing that he no longer controls
your mind, Maletoth has dis-
patched every beast he still con-
trols in order to bring about
your demise.

Shadow of the Beast is
converted almost without
change from the Amiga game,
which caused a storm when it
was released some five years
ago. It brought new standards
of graphics and in-game pre-
sentafion fo Amiga games, but

% |
snmo.f'mm

by the time it appeared on the
Megadrive, those standards had
long been surpossed.
Underneath the pretty fon-
tasy scenery lurks a very sim-
plistc game in which Beast just
has to run around, finding
potions, or keys while punching

o kicking ugly mutants out of
his way. One rather unsatisfying
punch is enough to do away
with most of the bad guys, turn-
ing them into what appear to be
cordboard cut-outs which drift
off the screen. With the fighting
part of the game being so weak,

it's o shame the puzzle element
is so simple it's hordly present
in any shape or form.

Allin all his is o very
unsatisfying arcade adventure,
not really worthy of anyone's
time or money.

JAZ

[ east-Man didn't have o
1 happy childhood. Through
no fault of his own he fell in
with bad company, and was
soon the messenger slove of the
Beast Lord, Maletoth. Then, by
happy chance, Beast recognised
his father who was being exe-
wed, and all his memories
came bock. Ho avenged his
father's death by Zelek, g
the Beast Mage, and os o
bonus got his human |
body back. |
But Beast Mage hos
now stolen his sister and 7
whisked her off to Karo-

Moon, for training as Beast's

replacement. Running fo her
aid, you find the countryside

~sHA~now THE BEAST 2 ‘

teeming with the Mage's men.
Without the animal power of his
beast form, the going
L is fougher. Beast's sec-
| ond instalment is

| another puzzle adven-
ture. Objects and
bonus items in the
Beastworld are found
in chests. Destroy a chest with
your mace and you may find

coins or an object with o special
purpose. There are a serious of
set-piece puzzles that have par-
ticolarsolutions. Progress is
often blocked until the feaser is
solved. Meanwhile, 100 differ-
ent fypes of enemies are attack-
ing from all directions.
Although the gap between
them is two years, no great
improvement has been made

from Shadow of the Beast The
graphics are quite well-defined,
but seem flat and boring, and
very Amiga-ish. The sound's just
s bland, suiting the pace of the
gome to a fee. The problem is,
not much seems to happen, and
what does is pretty tedious. |
could gripe about the puzzles -
it's alllevers and keys, and the
fact thet mucking up once
ey means restarting. In the
end, who cares? Beast Il

is just plain mediocre.
A RICH
2 <
7
--I.,.f’:‘l.._...;‘fg_~ e
71 20 T )

L4 i 5t -
b e i 3
! Facsrmrnanes o -

PRESENTATION 75%
Little in the way of options, buta
few pretty screens. |

Nicely designed sprites
animation isn't much cop and
after a few minutes the scenery
starts fo look very samey.

An atmospheric tune, olﬂmdm
does grate after o while. The
uﬂldsmhulynotmﬂem
nmnm 65%
Starts off looki nlmlmit’s
soon clear that
very bland and Hmmda
nor the puzzle elements provide
any safisfaction.

LASTABILITY m
It's hard to maintain interest in
the game for any length of fime.
Beneath the pleasa mphSI;A

nt ics
an out of date arcade adventure.

PRESENTATION 50%
Opfions are sparse and the game

actually pauses as if to load data
fom

GRAPHICS 69%
quly dafinod but a bit dull on

the whole.

SOlllD 63%
Slow, ponderous, music floats on
in the background Rather poor

tPIEA'AIII.I‘I'V > phy
e game isn't rewarding to
and !o’:lllswns with BW:?BS are
often unavoidable.
e

large playing area, an Inxl
obscure puzzles, mean it will tal
u wlnls fo solve, although it lacks

OVERMI. 65%
Beast Il is not a total disaster, just
a charmless arcade adventure
ﬂ}rt fails to create any interest at
all.

| ———
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MEGADRI

vardiano, o picturesque out-

post in the land of Rune, is
home o a race of people known
as the ‘Andients”. For the past
fen centuries these people have
guarded the ‘Gate of Anients’,
a prison to the mighty Dark
Dragon, also known as the
"Lord of Darkness'. Now an evil
warlord named Dork Sol has
amassed an army and plans to
unleash the Dragon upon Rune
once more. You ore commis-
sioned to form a band; o
“Shining Force’; to oppose him.

Thls plol introduces a mos-

i

444d

fown fo town, in a series of
‘chapters’, each filled with con-
frontations and plot develop-
ments. There are shops to visit;
people to falk to; dungeons to
enter and explore; new recruits
to locate and enlist.

Battle is on important part
of the game. When in a battle

areq, you have control over
each of your charadters in turn.
You decide where fo move
them, whether to fight, throw
missiles, cost spells or heal. The
events are shown on in dromatic
cwt screens with lorge atmos-
pheric graphics.

This is fab stuff: the sort of

game to make you stay up way
post bed fime, just fo get to the
next fown, or learn a new spell.
It works because it's a perfect
blend of strategy and adventur-
ing. The game has oodles of
atmosphere, and you come to
care about the fate of the
Shining Force. There's just

g gome for the
Mndnva lhm 's o mixture of
battle strategy and adventuring.
You lead the Shining Force from

hlordy! The evil Dark Sol

has kidnapped the Princess
Jessa, and your dad, Mortdred,
into the borgain! Unless Dark
Sol receives the keys to the
Kingdom of Thornwood, those
hostage-types will never be seen
again. This might sound a bit
nasty, but it's actually quite o
stroke of luck for you, who,
being a brave knight, can
charge your own price for the
Princess’ safe return.

What entails from here is o
first-person perspective role-
ploying game, utilising a simple
point-and-click menu system to
issue commands. Combat is
matter of choosing whether fo
cast spells (if you can) or attack

with a weapon, and hoping you
don't get hit in return!

The alchemist's is one of
the more useful places to visit.
This is where you con et your
healing herbs, teleportation
feathers, anti-poison plants and
even seeds that, when eaten,
reveal @ map of your vicinity in
the labyrinth! And they don't

88 MM MEGA REVIEW

even give you a farty bottom!
The moment you slap
Shining in the Darkness info
your Megadrive, you're in for o
visual treat. The front-end of
the game is more than impres-
sive, with lorge and detoiled
sprites conversing with or
attacking you. The sound isn't
bad either, with a variety of

something obout Shining
Force that makes it o classic
gome and there’s no com-
pefition for it in the
Megadrive's RPG range.
RICH

tunes playing according to the
situation (dramatic in combat,
dossical when in the King's
court and so on), although the
sound effeds are pretty sparse.
Howerer, this quality
doesn’t quite extend fo the
gameplay. The exploration part
is quite fun, but the combat sys-
tem, however pretty the mon.
sters, makes the
going slow and
detracts a lot of
exdtement from the
game. Role-playing
fans may enjoy this,
but it still pales in
comparison fo the
likes of it sequel
Shining Force.

PRESENTATION 91%
All presentation screens suit the
nature of the game perfectly well.

GRAPHICS 89%
Brilliant battle sequences and
great attention fo detail through-
out.

SOUND 86
A wide selection of war themes
and rural melodies greet the ears.

PLAYABILITY

Though there is much depth to
the gameplay the control method
is very strnig" forward. This
makes exploration very reward-
ing!.

LASTABILITY 90%
The game is enormous! That in
itself ensures a long losting chal-
lenge.
OVERALL 91%
A beautifully crafted piece of
Megadrive software with just the
right balance of action and
adventure fo satisfy all needs.

e e

D
PRESENTATION 92%
Gorgeous intros, mulfiple save
game positions on a battery save,
and a Eosl of options, including
text display speed!
GRAPHICS 84%
Brilliantly drawn sprites, although
the dungeon backgrounds could
do with more variety.

SOUND 78%
Decent tunes and average effets,
that suit the underground atmos-
phere.

PLAYABILITY

Fast and smooth controls, and
infriguing adventuring, spoilt by
monotonous combat system.
LASTABILITY 61%
Playable for a while, but the dull
fighting and lack of variety ruins
the lasting appeal.

OVERALL 69%
A reasonable, but pricey RPG with
impressive graphics, let down by a
combat system which soon
becomes a chore.

e e



nce more the pungent smell

of hair tonic i thick in the
air os the lengthy-locked master
of Neo Zeed hos risen from his
grave ond again seeks ultimate
revenge. He has kidnapped the
beautiful bride of his arch-
enemy Joe Mushashi, and also
held the world to ransom. Joe
has once more donned his ninja
garb and sworn
todestroythe |
occursed Zeed
once and for all,
for he is the
Shinobi.

Thisis the
third in the Shinobi series (see
Shadow Dancer, Revenge of
Shinobi), and tries very hard to

| = SHINOBI Il

be the ultimate Ninja game.
Sega even sent the inifial fin-
ished product back for repro-
gramming.
Joe slash-
s, smashes and
dashes his way
throughout
eight levels of
strolling beat
‘em up action. He faces crack

Ninjo commandos, fire-casting
wizards and winged-warriors, in
some treacherous platform lev-
els. The graphics are beautiful,
depicting all sorfs of areas, from
forests to refineries. Joe has his
four types of Ninjo magic to
bring to bear, and o few new
athlefic moves, like the jump
slash,

New to the game are the

horse and surf riding levels.
Obstaclas and fighters hove to
be avoided whilst travelling ot
high-speed. It's rather tagged
onto the game, but is enjoyable
nonetheless. Shinobi I11 hos oll
the right elements for a smash-
ing game, but afmosphere
seems fo be the missing ingredi-
ent. The predictable bosses, and
some repetitive sections some-
times make this o motter
of going through the
motions. Still a superbly
playable game, but miss-
ing daossic status.

The usual standard of options and
anice intro sequence with a bt of
storyline to boot.

GRAPHICS 92%
The sprites are smartly drawn and
animated and some

are superb.

SOUND 90%
Excellent spot-effects, but the
music could have been better.

PLAYABILITY 87%
Adion-packed but the levels
aren't as imaginative as

LASTABILITY 82%
The eight levels are difficult, espe-
cally in hardest mode, and the
bosses should challenge you for
quite some time.

OVERALL 89%
This game is still a decent plat-
form ninja game, bigger and
foster than the original. It's just a
shame that more wasn't added fo
the concept.

PRESENTATION 82%
A variety of nice features, includ-
ing a ‘jukebox’ play options and

trick shot passwords.

GRAPHICS 70%
The graphics are clearly defined,
and the ball movement is realis-
tic.

SOUND 69%
The sleazy night club-style tunes
which play in the background are
really cheesy, but seem somehow
appropriate.

PLAYABILITY 81%
Not a game that grabs you from
the outset, more of a slow-burner
that hooks you in fime. Good
variety of play options.

LASTABILITY 81%
The sort of game you'll come back

it now and again.
OVERRIL ™™ 783
Real Pool fans may not take fo
this perverted form of their
favourite sport, but it's still a most
entertaining game.
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nvaders are taking over the

bodies of Springfielders, and
no-one can disfinguish them
from regular humans except
Bart Simpson, whose X-Ray
specs reveal their frue shape.
The trouble is, because Bart is
such a well-known trouble-
maker, no-one wil believe him
when he fells them that they re

Barc vs Che Space Mutants

are purple, hats, that sort of
thing— so Bart has to go
around town destroying any-

about, frying to pounce on the
yellow-headed hero and alien
impostors walk the streets.

pirel-perfect.
This causes much hair-
tearing because, of course, Bart

soon to become mindless zom-  thing on their shopping list. Although this is little more  keeps biting the dust and
bie slaves to an evil alien over- Bart has o limited amount  than a farted-up conversion of there’s no opfion fo continue
lord. of time fo find ond trash 24 pur-  the Nintendo game, but isn't o from where the lost game

It seems that, fo take over  ple items, by spraying them red  bad effort. Probably ts greatest  ended. Its frustrating all right,
the entire world, the aliens with a con of spray paint or sim-  strength is that it's pretfy fough. but it's not a fotal put-off, so
need to build o mega-powerful  ply breaking them. The solufions to some of the you'll probably keep coming
‘weapon and their blueprint Unfortunately, the pave- puzzles in level one aren’t obvi-  back to this until you've cracked
demands it is constructed from ment is ridden with disgusting ous and all the jumps have fo it. If you were expecting the sort
everyday Earth objects — olien blob creatures which leap e super-precisely timed and of fun you get from Konami's
nudear fuel rods, things which Simpsons coin-op you'll be dis-

appointed, though.
SIMPSONS (BART VS x
THE SPACE MUTANTS)
FLYING EDGE
PLAYERS

1
GAME DIFFICULTY
MEDIUM

NONE
SKiLL :.IVHS

OKAY

Tnuplun ore considered fo be
a great engineer of console
shoot‘em ups, with high-scoring
games in this book like Hellfire
and Zero Wing. Slap Fight is o
conversion of an early arcade
shoot ‘em up they produced. As
a dassic vertically scrolling
blaster, Tengen have produced the ship. Wing guns, lasers,

Slapfight hos o ‘remix version ~ complemert of weapons, but

a remarkably bombs and hom-  — Slapfight MD, with oll-new ~ after losing them it's hard to
faithful copy of ing missiles are levels and backgrounds. recover.
the original. strapped onfo the Slap Fight consists of 80 The graphics and sound
The game- wings. This makes  short sections, which are linked  conjure up the past glories of
ploy is a simple the ship formida-  in o continuous flow. The gome  the arcade, but that also means
affair of shooting ble, but unwieldy.  quickly becomes hair-raising, they are not that exciting for a
hordes of aliens, In addition with enemy missiles littering the  console like the Megadrive. Lots
but added interest toan arcade-per-  screen. Things ore manageable  of small sprites, and some
is created by the power-ups. fect copy of the original game, s long as your ship hes a full imaginative designs, like chaos
Tokens from hitting ships are patterns and glass tunnels,
collected and used fo customise means there's always some-
thing of inferest fo see in the
background — if only you
had to fime fo look af it!
With two games on
board this package repre-
sents great value for money
for blaster fans, and though
the action is hardly incredi-
ble, it's undeniably addic-
five.
Az
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PRESENTATION

Nice intro sequence, but lack of
game continues makes it painful
fo play.

GRAPHICS 57%
Minuscule Groening-style sprites,
but they do their job.

SOUND 75%
‘Eat my shorts’ sample and some
jolly, Hommond Organ-type tunes
(which unfortunately aren’t much
like the ones in the show)

PLAYABILITY 3%

Oddball puzzles and pixel-perfect
jumping makes this frustrafing
but it's still strangely attractive to
play.

LASTABILITY 74%
If you have the stamina you'll
spend a long fime finishing all
five levels.

OVERALL 70%
Simpsons fans hoping for an
arcade conversion may be disap-
pointed, but this is still an absorb-
ing and challenging game.

PRESENTATION 84%
A very comprehensive list of
options on the title screen, and an
entire new game scenario. The
original version of faithful.

GRAPHICS 7%
The backgrounds and sprites look
slightly dated, but are sfill imagi-
native and look very ‘arcadey”

SOUND 74%
Music by Yuzo Koshiro: but not as
good as previous compositions by
himself for other games.

PLAYABILITY 84%
Slap Fight has every element in
place for a compulsive shoot ‘em
up. However, the game is so
demanding, it's stressful too!

LASTABILITY 65%
The game has a really high
cwhty level, but this is undermined
by having unlimited continues.
OVERALL 76%
In spite of the ravages of time,
Slap Fight survives as a classic
shoot ‘em up, perfect for nostal-
jics and fogeys.




ports of the Future have

aftracted a lot of post aften-
tion. most people think they'll
be violent, hi-tech, incredibly
fost, and the participants will
get massive rewards for risking
life and limb. Why shouldn't
future TV game shows go exactly
the same way? No reason ot o,
if Smash TV is taken as an indi-
ction.

In this game show game,

one or two players go through o
series of open-plan arenas,
shooting masses of robot thugs
os they appear from gates in
the walls. As level follows level,
new enemies appear, but mostly
its the length and ferocity of the
attack that increases.

SMASH TV
BY
FLYING EDGE
H.e';ls

bduction of beautiful (and

magical) princesses is the
background to a another plat-
form extravagnzo from
Toaplan, through Tengen. The
Snow Bros are a pair of heroes
with warm hearts but frozen
exteriors who fight through 80
levels of wacky screen loyouts to
free their sweet hearts.

This i an arcode platform
game, where the levels are
ployed as single-screen ‘sheets’.
Progress is made by destroying
all the baddies on a particular
sheet.

The Snow Bros power is
very simple. They throw snow-
balls which stun and then coat
their prey. Once a baddy is

SNOW BROS
BY

CONTINUES
UNLIMITED
SKILL LEVELS

3
RESPONSIVENESS
600D

As well as thugs, the arena
soon becomes littered with
prizes: foasters, roadsters and
lots of money. Although two
players are working together,
there’s a fierce tussle fo collect
more points. Also appearing
periodically in the arena are the

|

encased in a neat snowball,
nudge will send him coreening
out the screen, killing any bad-
dies he strikes on the way.

Extra bonuses are made by
rolling two or more snowballs at
the same time. There are extra
game features like poions,
which grant certain powers
when collected.

Every tenth level, a prepos-
terous boss creature appears,
crabs, pterodactyls and bubble

‘weapon power-ups. Each power-
up adds a new type of fire-
power for a short period of
time: grenades, spread-shots,
double fire and more.

At the end of each set of
levels, a massive boss creature,
like a pair of cyborg snakes or

beasts being just three. Beating
them requires the lads to work
out some cunning plan of attack
rather than just heavy-duty
snow.

Snow Bros is a frenefic
game. Each level has to be com-
pleted sharpish, or an evil
pumpkin-head oppears o chose
you around the screen. Even
though the game plays blind-
ingly fast, it's still important fo
work out the right strategies for

i h

. the

the tank-based Mutoid Man,
bars the way fo the next set of
arena. These are rock-hard and
frustrating adversaries.

This is an arcade conver-
sion, and graphically and soni-
cally i’s competent. However,
the control method is a real let
down, inhibiting
your ability fo give
the enemy a fair
fight. Too many
lives are lost in
vain, and the
gome never seems
o get going. Fans
of arcade Smash
TV will like but not

right loyouts. However, the
unlimited continues make the
game o breeze to go through.
Refrain from using them

Snow Bros is an odd sort of
the game. It looks weird and
wonderful, with zany back-
ground potterns and creatures,
and ploys much the same. The
dual player mode is also a great
bonus. Those in search of exofi-
«a should take a close look.

PRESENTATION 80%
Lengthy introduction screen sets
the scene, and there's the option
to change the control configura-
fion.

GRAPHICS 76%
A dlose enough rendition of the
arcade. Most of the sprites are
n‘i’(ely rendered and well animat-
ed.

SOUND 84%
The various gun samples and
explosive effects are cool, but a lot
of the arcade’s speech is missing.
PLAYABILITY 67%
Lots of shooting to be done, but
the control method screws it up.

LASTABILITY 61%
Smash TV puts up quite a chal-
lenge — as long as you're pre-
pared for awkward controls.
OVERALL 64%
A flawed conversion of a classic
game. A missed opportunity which
| could have been bettered with a

| few tweaks.

PRESENTATION 78%
Stunningly close rendition of the
coin-op presentation, but the
game is spoiled by unlimited con-
finves.
GRAPHICS 82%
Brilliant sprites and backgrounds
| —arash of colour, movement and
| animation.
| SOUND 7%
| Plenty of tunes, that anyone with
a mental age above five will hate:
but they're perfect here!
PLAYABILITY 89%
Fast and furious, Snow Bros is one
of the those games you fancy ‘just
one more go’ on.
LASTABILITY 68%
The password system makes it foo
easy fo sail through the levels, but
this is a game to come back to.
OVERALL 83%
Another brilliant conversion from
arcade to Megadrive, and one of
the more intriguing platform
games.

 S—
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ith his army of armoured

onimals, vile Dr Robotnik
plans fo terrorise the people of
the world. Sonic is the hedgehog
that got away. Now, of course,
he’s resolved to free his forest
buddies by doing over Robotnik
and he has to leg it through six
hazardous zones. This is Sonic,
who needs no introduction fo
any Sega owner. He's the mas-
cot, the spokesman and the
Saint of the company. His
games are also some of the best
on the machine.

‘The landscape is packed
with platform-type puzzles and
vmifyinq ferrain! Not only that

ik hos dispatched his
mlm like forces fo destroy

Sonic before he can catch up
with him! Luckily, Sonicis a
powerhouse of athletic ability,

and he can protedt himself by

cwrling into a ball and somer-

saulting info any enemies,

skewering them on his spines!
To protect him still further,

Sonic has to collect the power

rings which are scattered

n the sequel to his 3.7 million

selling gome Sonicis joined by
atwo and o half years old fox
named Tails. The heroic ‘hog is
pursued by this foddling
apprentice wherever he goes,
‘even following him into the face
of death as Sonic aims to rid the
planet of Dr Robotnik once
more.

In Sonic’s first
outing on the
Megadrive he could
only obtain the six
gems by entering
special zones,
reached by colledt- %
ing fifty rings. The
special zones have
been replaced in Sonic Il by

SONICII
SEGA

i

GAME DIFFICULTY
EVERY POINTS
e
RESPONSIVENESS
EXCELLENT

throughout the landscape. If he
bumps into an enemy the rings
will protect him, but the colli-
sion makes him drop all those
he wos carrying. If Sonic stays
out of trouble, every ring he
gets to the end of the level
earns him 100 points, and if he
has over 50, he is instantly

the weirdo bonus

game!

Sonicthe Hedgehog is o
blinding game. The graphics are
great, and the sound bops along
infectiously. Every level is well
designed and packed with fea-
tures, and the whole thing is
hell of a good play. However, it
‘must be admitted that Sonic's

first outing is a little easy. The

-~ six levels qum-

high speed races between Sonic

and Tails down brightly
coloured 3-D
chutes. Here Sonic
aims fo collect
enough rings fo
poss three check-
points, avoid
bombs and even-
tually earn the
Chaos Emerald
that await at the end of the pas-
sage.

When Sonic and Tails can
also enjoy a spot of healthy
competition in a head-fo-head
mode, using a horizontally split
screen. Player one controls
Sonic while player two directs
Miles in a race for the most
rings. There is a choice of four
different areas o choose from
for the challenge, one of which
is the special zone.

Sega worked overtime fo
improve the Sonic concept, and
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they dlearly succeeded. Sonic II
is a blinding stonker! None of
the riticisms of the original
apply here: Sonic Il is faster,
slicker, more colourful, louder,
bigger and much, much tougher
than the original. There’s no
‘way even Sonic experts could
call this easy! It's packed with
features, has loads of secrets,
and rounds it all up with a
superlative two-ployer mode
that'll have your friends queu-
ing round the block fo play.
Brilliant! If you miss Sonic II
you should be committed o o
loony bin!

JAZ

| overaLL

4 PRESENTATION i lyﬂlu*
ions fo tweak or anythin
mdn:l‘lym %

GRAPHICS 94%
Excellent! Stunning sprites and
gorgeous backdrops, travelling at
warp speed — some of the best
seen on the Megadrive.
SOUND 86%
The tunes are great o listen to,
and fit the action perfectly.
e

s easy fo gef into, -
ty of ll::l;yﬂ pllemMm adtion.
Amazing sense of speed
ety

't take ages to complete
this super-sonic platform romp,
but it's so much fun you just keep
on going back!

OVERALL 85%
A superb platform game that

every Megadrive owner has o
;;p:rim,lt'sﬂnmmof

PRESENTATION 88%
Sonic is joined by Miles on the
el

options
the bon:sssywm is cool!

GRAPHICS 96%
?:delngl Breathtaking! Wow!
!

Loads of high speed crashi o
i
sound effects and mmuctit”r!nmi(
fo spice the images.
PLAYABILITY 97%
The controls are dead simj und
ﬂngamoplayisrmud ict
Fmdy challenging with one player
and utterly b nllnvgnh two. Evo':"
:ohgl you fim;l:“l:1 you'll sS;IOIId come
o fry fo beat your
records .

96%
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the area via your Cosmic Gate fo
see if you can persuade them to

go away.
Space Horrier Il is 0 3-D
shoot ‘em up in which you fly
into the screen, blasting the
baddies that fly towards you.
There are twelve levels to clear
of baddies, and any one may be
selected ot the start of the
game. Each level contains

Spudhull 2is a violent future
sport simulation: a sorf of
cross between American football
and Soccer — in Kevlar body
armour! In addition to the
smash, grab ‘n’ score antics of

squadrons of weird flying bio-
aliens, who attack in all sorts of
formations. The end of each
level is patrolled by an exotic
guardion, including such
delights as Medusa's head, o
giant jellyfish and a three-
headed turtle. These are

destroyed to progress to the
next level.

The 3-D effect i impres-
sive, with checkerboard patterns
moving smoothly and speedily
o create the impression of
speed. The player sprite moves
quickly and responsively around

screen, and the enemy aftacks
are fast and furious.

Space Harrier Il was a sen-
sation in the arcades because of
its speed and groovy sit-down
cabinet. However its playability
never really matched its looks
and sound, and I'm ofraid that's
true of this game as

= ] well. Don't get me

the actual game, Speedball 2
also puts you in the role of team
‘manager. This means that you pmmx is the aim of the game.
ich player’s training goals t either end of
pmgmmma, os well keepingan  the long playfield. You
eye on the transfer market for can boost your goal-
any new talent. scoring potential many
You start the game with fimes by lobbing the
your feam, Brutal Deluxe, lan- bl through the score
guishing af the bottom of multipliers located on
Speedball Division Two. It's either side of the
your job as player managerfo  Speedball pitch.
get fo the top of Division One Another way fo boost your score
— and stoy there! Scoring

is to light up a set of stars

‘embossed in the side-walls of
the Speedball arena.
Simply by throwing
the ball at o star,
you're given two
points. Hit all five and
fen points are doled
out as a bonus!

addictive gomeplay with plenty

wrong, it's fast and
furious and great
fun, but lacks @
variety of gameplay
to make it o fotal
winner. The aliens
are brilliont, with
the difficulty level
pitched just right.
Still, well worth @
gander if fast shoot
‘em ups are your

thing.
JAZ

of violence. It's one of those
games that's very easy fo pick
up and play, but has the poten-
tial for expert factics. Like oll
sports games, the fwo-player
‘mode provides the most fun.
‘The computer opponents pack a
hefty punch and the manage-
‘ment section adds a whole new
angle to the game. With its
excellent graphics and superb
gameplay, Speedball
2is a long-losting
and thoroughly
enjoyable sports sim-
ukmnn

PRESENTATION

Sound test, skill levels and level
select - looks like the arcade and
pretty good, really.

GRAPHICS

Impressive, with colourful sprites
and very smooth and fast 3D
update.

SOUND 78%
Booming effects and music that
fits the frenefic action well.

PLAYABILITY 78%
Seems tough at first, but once
you've  got used fo the speed, the
adion is very straightforward.
LASTABILITY 60%
Once you've got over the novelty
of the graphics, the simplistic
gameplay doesn't take long fo
master.

OVERALL 65%
Aslick and polished game that
looks amazing, but the beauty is
only skin deep and its rather dull
1o play.

PRESENTATION 89%
Excellent, with a decent aftract
sequence, plenty of options and
some smnning still screens.

88%
The Cyberpunk-style look is used
fo great ef 'Eacl with detailed, well-
animated visuals.
SOUND
Plenty of crowd noise along with
grunts from the players and loads
of metal-on-metal spangs.
PLAYABILITY 92%
Great, with the extreme violence
and speed making the game very
enjoyable to play.
LASTABILITY 91%
The league takes ages to master,
and once rnu’ve finished that
there's still the two-player game
fo enjoy.
OVERALL 91%
Fast, thrilling and violent,
Speedball 2 is the best future
sport game available on the
Megadrive.
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platterhouse I1? You might

well ask what happened to
Splatterhouse ! The fact is, it
was never released on the
Megadrive — only in the
arcades. When Rick stumbled
across o hockey mask the last
thing he expected was demonic
possession. Soon he was hacking
his way to Death Central. After
‘miscellaneous dismemberments
and more slime than a school
canteen, Rick managed to rid
himself of the evil spirit con-
tained in the mosk.

Now the mask is calling
‘again, and this fime Rick feels
‘he must succumb to the mad-
‘ness it inspires if he is to save.

- hisgirlfriend Jonnifer. She:

1 - 1 1 =
LIFE e (WES 7 S0 TIME 25 30
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been kidnapped by a demon
‘who is holding her captive on
an island. So once again if's
ash-bang-wallop, and slash-
chop-stab as Rick tries to make
his way into the record books as
a master butcher.
Rick packs a

pretty good punch and a power-
ﬁl kick, he gets on even better
when he’s wielding o weapon.

Almost anything lying around is
useful in vanquishing the min-
ions of Splatterhouse. Grab
bones and metal bars to smash
the undead to bits, or pick up @
shotgun and shoot them from a
distance. There is even the
‘opportunity fo throw severed
chicken heads at the litfle dev-

ils!
‘The graphics are nice and

gory, but unfortunately the
game is marred by unrespon-
sive controls and slow game-
play. The collision detection also
leaves something fo be desired.
‘Too many lives are lost in unfair

PRESENTATION 82%
Great comic screens pop up at
intervals to give that authentic
Maivel atmosphere.

GRAPHICS 70%

Backdrops vary from good to

average, but the sprites are good

and there's plenty of variety!

Th aff -
e tunes get annoying after a

whila and the effects are lacking

All 84%
Difficult to get into, but mastering
Spidey's moves is part of the fun.

LASTABILITY 87%
Seven super-villains are after
Spidey, and they won't go down
with a BIG fight!

OVERALL 86%
One of the few licensed games
which really does carry across the
look and feel of the dmmner it's
based on. A superb EI,

game which Spidey fans shouldn't
miss.

PRESENTATION 83%
dA mmhsumlllsﬂmym
uce the eerie story. A
password system is also included.
GRAPHICS 7%
Very impressive artwork, with
some really gruesome effects an d
gaudy, putrid colours.
SOUND 85%
The Gothic strains of the music fit
in well with the visual action.
PLAYABILITY 76%
The control response is very slow,
:euvinu you feeling pretty help-
less.

LASTABILITY 62%

The slow response and gameplay

flaws make this difficult to com-
lete, but ifs frustration, not chal-
lenge.

OVERALL 64%
Behind the ’qr:'uphus is a flawed

and rather frustrating beat ‘em
up. Which needed more playtest-
ing.

v




his cart tell the ale of Rick

and co's third involuntary,
‘holy mission against evil and, as
is customary for most evil forces
these days, takes place in o
huge mansion. Evil forces
‘appreciate a roof over their
heads just like anybody else!
Somewhere in the expansive
house both Jennifer and young
David are held capfive and so
it's up fo you, as Rick, to follow
the terrible whim of the mosk
ond exorcise the evil that is
restraining them!

Splatter house lll is a 16-

tar Control is a space combat

game ployed head-to-head
against either a human or com-
puter opponent with four selec-
table intelligence seftings.

The basic game is bosed
around a series of dogfights.
Each fleet has eight completely
different ships, and both players
simply choose one ship fo take
into combt. As the players
move closer, the game zooms in
and the ships get bigger —
close up combat is displayed
very large, so you can see just
exactly how much domage your
weapons are doing!

The object of the exercise is
simply to destroy your opponent
by killing off his crew. Each hit

into the screen,
instead of only
left and right,
and there are
choices of direc-
tion to be mode,
adding on

ghouls in the
six storied,
haunted man-
sion. Search

" You mustlead Rickinto
battle against a selection of

TIME 01:51

bumps off one of his
men, and his crew
bar diminishes
accordingly. A com-
pletely depleted bor
results in the ship
exploding in spectaculor fash-
ion. Adding a bit of lasting
power to the game is a strategy
option where there are a host of

mission with the possibility of
transforming him into a super-

human beast buster.

If you are expecting
Splatter House Il fo be a huge
game packed with horror, gore
ond variety you will be disap-
pointed. I's not that huge, isn’t
particularly horrible or gory,
and variety is distinctly lacking.

<00

scenarios. The
Alliance ployer
hos a number of
starbases fo
defend against
superior
Hierarchy forces.

In the two-player head-to-
head stakes, this takes first
prize. It's brilliant fun taking on

another human player and
using wnning, skill and tactics
to take out his fleet. Playing it
on you just isn't anywhere near
os much fun — even the excel-
lent presentation, brilliant sam-
pled sound effects and o weirdo
strategy game don't help. So
think long and hard before you
buy this game.If you've always
got a second
player to kick
ass with, it's
highly recom-
mended. Solo
players just
won't get
value for
money out of
the product.
Jaz

PRESENTA! %
Along intro sequence dupes the
player into believing that the
game is something exceptional.
GRAPHICS 87%
Anything that moves is large and
quite gruesome in a comic book
kind of way.

SOUND 91%
The many tunes enhance the
doom and gloom nature of the
storyline.

PLAYABILITY 81%
Beating up a few monsters is
entertaining for a short while.
However going through the same
motions soon becomes dull.

LASTABILITY 3%
It fakes a special kind of person to
dedicate fime to this rather limit-
ed beat ‘em up.

OVERALL 78%
Though it may look and sound
okay, Splatter House Il offers
nothing new,and the 16 megs are
wasted on excessive presentation.

PRESENTATION 88%
Superb intermission screens and
breakdowns of each ship plus a
massive variety of options give
this plenty of polish.

GRAPHICS 63%
The still screens are great, but the
in-game graphics are rather dis-
appointing.

SOUND 74%
Raucous effects which suit the
action perfectly - see how many
you can identify from sci-fi

movies!

PLAYABILITY 90%
It looks rubbish to start with, but
simultaneous two-player action
comes no finer than this!
LASTABILITY 80°
The two-player option is some-
thing you'll come back fo years
from now - the single player
adtion isn't much fun, though.
OVERALL 83%
Looks crap, but this is a thorough-
ly brilliant two-player game.
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MEGADRIVE REVIEW

he outhorities of the planet

Arth look on with slight
bewilderment o the stars in the
universe begin fo disintegrate.
And then Arth's sun begins to
collapse. Being a scientific

STARELIGHT

genius, shooting ace, mining
authority and best pilot in the
cosmos, you're drafted in to find
asolution to the problem, or
failing that, find some new
planefs fo colonise.
Unfortunately, the Arth
authorites oren't making things
easy for you. You have fo earn a
living in order to upgrade your
ship, and the only way fo do
that is to mine some of the
planets and sell the materials.
Understandably, some civilisa-

STARFLIGHT
ELECTRONIC ARTS
PLAYERS

tions don't parficularly fancy the
idea of someone robbing them
of all the valuable minerals.
Mining is the central part
of the game. The Arth authori-
ties pay big bucks for any . just
about any mineral. Your ship
hos o TV (Terrain Vehide) which

scours the landscape digging up
valuables. Mineral scans are
needed in order fo find the
buried treasure. The TV can be
upgraded to search deeper for
minerals, and can even be
turned into a hovercraft for
some off-shore action!

Starflight looks dull at
first, but s just like having
your own Starship Enterprise.
You can open all the hailing fre-
quencies you want, fire off God
knows how many photon torpe-
does and even train up your
crew! There are many different

dlien cultures fo
interact with in order
o get fo the bottom
of what's happening.
The graphics are
pretty dull, but it
doesn't really matter
when you have o
game as good s this.
The vast nature of the
gome means you'll be
ot it for months.
RICH

PRESENTATION 85%

Good use of menus, and the in-
game presentation is great.
GRAPHICS 67%
Loads of well-drawn aliens, some
nice planetary effects, but a pretty
dull space sequence.

SOUND 84%
Afew bits of computer speech
reminiscent of HAL in 2001 and
excellent Star Trek effects.

PLAYABILITY

It takes a little while fo get the
hang of the games intricacies, but
after that there's loads of enjoy-
able exploration fo be getting on
with.

LASTABILITY 94%

The mission will keep you playing
for weeks (unless you use the
hints in the back of the manual).

OVERALL 91%

A completely and utterly brilliant

:En(e quest that's unbeatable in
e playability and depth stakes!

T he Steel Talons Corps, is o
ock fighting unit made up

of the greatest helicopter pilots
in the world. You play the part
of one such lucky pilot, chosen to
train and fight with the best.
Firstly, you must complefe your
education in helicoptering, par-
Tidpating in a series of gruelling
tests before graduating to the

you fly around a free-form
lnndxmp: strafing ground tar-

ranks of the elite. 3 gets ond dog-
Once o member ’ © fighting with
you are sent on the * 4 ~ enemy heli-
‘most dangerous T copters. There
missions in the £ ey | are twelve set
world. % missions, with
Steel Talons is === multiple objec-
a conversion of the m‘nw fives. Il you fancy yourself os o
which takes the player through  bit of a Red Baron of the heli-
a number of war zones where copter world, there’s a single
player only head-to-head
option which pits your skills
STEEL TALONS against those of an elite com-

L 'y, L&

puter pilot, both
armed fo the
teeth. The land-
scapes are @
«raggy arrange-
ments of hills,
mountains, cliffs
and valleys so
avoidi
scenery is a mojor part of the
ame.

Steel Talons was a great
coin-op. If was the sheer speed
that made it so exhilarafing.
Apart from the sprites, Tengen
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have failed failed to get any of
it right. The main problem lies
in the jerky controls. Should you
press right, there’s a slight
delay before you actually turn,
and when you do the heli just
lurches massively to one side.
This, and the ever-so-slow run-
ning speed, ruin things utterly.
If Steel Talons were faster and
the helicopter could make
tighter turns it might be okay,
but os it stands it's a load of old
pants.

PRESENTATION 60%
Options and intermissions galore.
In-game presentation is dull and
cramped.

GRAPHICS 61%
Sprites are all right, and the still
shots look pretty good, but the
animation is slow and jerky.
SOUND 68%
The effects aren't oo offensive,
and there's loads of (rather dull)
tunes.

PLAYABILITY 26%
Slow and action-free with a con-
trol system which makes it almost
impossible fo play properly.
LASTABILITY 32%
There's twelve whole missions,
plus that head-to-head option,
but it's all pretty tragic, so it's not
very interesting for long.
OVERALL 29%
A seriously bodged attempt ot an
arcade conversion the Megadrive
would never have been able to
handle competently.
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he streefs are no longer safe

for ordinary people any - - . p . . PRESENTATION 86%
more. Mr Big and his violence- : 3 - 2 Plenty of decent attract screens
azed minions have moved into i ¥ I make the game look special.

the city, and their main occupo- J - - GRAPHICS 85%

tions incude the scaring people :
with their grotesque features, Loads of sprites on-screen at

beating them up with a variety  levels’ worth of beat ‘em up ond telephone kiosks. The in one-player mode. The groph- once, with some decent animation

of weapons and generally caus- action. It's @ hord osk, but our  weapons included in the game  ics are superbs: of fimes the and good enough backdrops.

ing a bit of aggro. heroes aren't just hard — include the likes of bottles, alu-  screen is chock-a-block with SOUND 96%
Sick of the way the people  they're living rock! minium baseball bats, knives thugs ready to send you to your Techno-dance fracks for each

are being freated, three heroes There are plenty of and lead pipes! doom! The backdrops are simi- ool ol e’ b

decide 1o leave the police force  weapons avalable in Streets of The odion is great, espe-  larly defaled, athough the P ANC o7 Yo oo 01 %

and become sreet vigilantes,  Rage. Some ofthem can be cilly with two players on-screen  scenery on each level could've best Megadrive tunes ever heard!

kicking the excrement of anyone  pinched from the enemy sprites at once! For once, the players done with being a bit more var- PLAYABILITY 91%

who looks vaguely threatening.  while others are found hidden act as a team, using each other ied. The music, by Japanese Supreme beat 'em up fun, with

Their one objective s fo put an inside the likes of rubbish bins 1o produce moves not availoble  composer Yuzo Koshiro, lots of fast and furious m'io" on

end o Mr Big’s reign of terror, a - deserves special vert loci

by taking out the man himself mention. A =

‘who waits ot the end of eight = Streets of Rage LASTABILITY 87%
3 il  dassc Pretty easy on easy level, but the
gome, and it's going gefs tougher when you

rth buyi Ty
;’; i ”d"mﬂ knock that difficulty level up o few
sequel.

notches.

OVERALL 90%

A dlassic beat ‘em up for the

Megadrive, positively chock-full of

action. The sequel is much better,

F but this is still worth a shot if you
@ deor sEGH r > ¥ can hire it or buy it cheaply.

nusic g’ 1951 YUZ0 KOSHIR : R R e

he evil crime syndicate of Mr

Big was overthrown by the A ] E PRESENTATION 91%
heroes of Streets of Rage. But - 4 1 i o There's an incredibly polished feel
the crims have their revenge by i [ | A B . 55 4 1o Streets of Rage Il, and an

snatching Adam Hunter, one of coand b
the original Ragers. Now i’ up extensive list of options.

to the other two fighters, Bloze GRAPHICS 93%
and Axel, and their two new Massive sprites and lush back-
pals, Max and music. acters’ abilities by advantage! drops. You'll think you are watch-
Skate o free the Theextra  picking up weapons Streets of ing a real arcade game.
unfortunate = two chracters  and using them. > Rage Il is the ulti- 5
abductee. # have some The levels take mate cartridge SOUND
The adtion is > great combat  the charadters 3 beat ‘em up on the Yuzo Koshiro pulls off the best
much the some 3 moves. Moxis  through o range of = Megadrive. The rave and house music that your
o Streets of abletodoa atmospheric seffings. graphics are Megadrive can handle.
Rage, but with o devostating Amurky alley (with superb rain  superb, with huge sprites and
art holding dou- shoulder effect), o forground, o barand  great animaion. There's olso PLAYABILITY 93%
bl that memory capacity, alot  chorge, and Skate uses his a suspension bridge (with bikers  loads ofenemies attacking ot Immediately gripping gameplay.
more detail has gone into roller mobility to perform com- and hoodlums. Each hasits own  once. Sound and presentation You are not going fo leave the
grophics, levels, animationand  bat stunts. Axel has also learned  collection of thugs and ne‘erdo  are n'::n equullly high standard, console until it's beaten.
the phenomenal power of the wells. and the gameplay is just
Streetfighter Dragon Punch. An added game featureis  superb, especially in two-player uﬂ;‘.llu“ 5 f |m
STREETS OF RAGE Il Players can augment their char- team mode. You couldn’t want The duel option is great for ong-
BY more from a beat ‘em up. term play, and the hardest setting

SEGA i JAZ is a fough game.

PLAYERS 3
2 of OVERALL 92%

DIFFICUL 2 - o The Megadrive really shows off
with Streets of Rage 1. Cool beat
‘em up action, about double the
size of the average Megadrive
game.
S ——




t's the year 2048 and a mad

Emperor hos taken control of
Russia. Glasnost hos been
thrown out of the window and
world peace is threatened as he
assembles his giant army of
robots with the infent of foking
over Earth. Only one person can
save the day, and that's super
commando Strider, an athlefic
chappie who's perfectly capable
of destroying the entire army
alone — os long as the player
has the skill to guide him
through this hazardous mission.

The action is set over five

scrolling levels, each packed
with androids, giant robots and
huge gun emplacements. All are
outfo get the hero, and contact

Ths Maoster is back! And he
has many ways. Anyone who
hasn't partaken of the original
Strider may be alarmed to hear
there was a threat fo take over
the Earth, perpetrated by the
mad leader of the Soviet Union.
Since being defeated by Strider
(ond the nation embracing free-
‘market economics), the Master
has been wandering around
looking for funding for further
World Domination schemes.

It seems he's been success-
ful, and his evil efforts now
result in another six-level plat-
form assault course for Strider.
Along the way a variety of
mechanical and orgonic minions
of the Master attempt to thwart

with either them or their bullets
and weapons depletes Strider’s
energy. Fortunately Strider is
armed with a big sword. There's
also help in the form of drone
ships which occasionally fy by
Destroy them and a pod is
exposed which, when collected,
gives any one of a variety of

him. Stider still has hs trusty
sword, and some other items of
weaponry he may find in the
labyrinthine levels.

Strider is a lithe fellow,
which is useful considering he
has Redwood trees to scale, ceil-
ings fo scramble across and
outer space satellites o take on.
I¥'s hardly surprising that com-
ing a cropper happens all too
often, making Strider Il a tough
and uncompromising gome.

This sequel fo Strider was
programmed for US Gold by
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‘weapons ranging from extra
shot power and energy fo bonus
points and lives.

Strider was Copcom’s first
Megadrive game, and hos all
the hallmarks of their compe-
fency and attention to detail.
The conversion from the arcade
is incredibly close. The main

Brifish programmers at Tierfex.
However, the original Strider
was the product of arcade gionts
Capcom, who, whichever way
you look at it, are more adept
than their British colleagues.
Strider Il isn't bad as an effort,
but has none of the glamour or
‘omazing gomeplay features of
the original. The grophic par-
ticularly are patchy. Good in
places, shockingly dullin others.
Although this is three years
on from the original, it seems to
be marking time in gameplay

sprite is huge and well detailed,
and the backgrounds are simply
exquisite. The best level is the
fourth, with Amazon warriors,
piranhas, and massive
dinosaurs to defeat. The difficul-
ty is pitched just right, although
your atfention keeps wandering
1o look at the graphics - they're
thet good! Strider hasn't
aged much ot ollin the
three years it's been
around, but the one fail-
ing it has is the compara-
tive lack of levels. Five
just isn’t enough.
However, If the arcade
game blew you away,
expect the same freat-
ment from your
Megadrive.

Jaz

terms. The game this s closest
to is Jomes Bond: The Duel, and
itis slightly superior. The most
impressive feature is the sinister
and obundant speech, but this
seems fo have swallowed too
much of the cart memory.

Unfortunately, this is o
pale shadow of the original
game and doesn't deserve the
same oftention.Give it a miss.
JAZ

PRESENTATION 85%
Skill level select, sound test and
arcade-style presentation.
GRAPHICS 90%
!tdmiml I;o ;.hpu“(;in-np, wiﬂ:‘
absolutel sprites and gor-
geous parallox scrolling back-
drops.

SOUND %88
Again, identical to the coin-op.
Great tunes and effets.
PLAYABILITY 93%
The manic sloshing ‘n’ jumping
action is amazingly addictive from

LASTABILITY 85%
A stack of levels which are as
tough as the coin-op's and there
are three skill levels fo fest your

mettle!
OVERALL 90%

Alavish beat ‘em up, and an
absolutely cracking conversion
that's identical to the coin-op in
almost every way. A real
Megadrive Golden Oldie.

PRESENTATION %
Not really much in the way of
options, and looks quite rough
compared fo the polished Strider.
GRAPHICS 79%
A nice variety of graphic elements
between levels, but the sprifes are
rough, dull and badly animated.
SOUND

Amazing speech, with echoing
laughter and malevolent women's
voices. Good music.

PLAYABILITY

intriguing to begin within, and
strikingly difficult o first. The
gullne’s a bit nit-picky with con-
trol.

LASTABILITY 67%
There are only six levels, and the
sparks don't really fly af any
point.
OVERALL 72%
Inmr to the much older Strider.
Maybe an unnecessary re

an okay platform beat ‘em up in
its own right.




ummer Challenge is an

Olympic-type sports compila-
tion, featuring eight separate
compefitive events. They may be
ployed individually or os part of
an ongoing fournament,
between several entronts.
Competitors must score in the
top three for a medal. In tour-
nament play, points are award-
ed for medals, and an overall
league fable is cost.

The eight events cover var-

ious disciplines; Equestrian,

SUMMER '('IIM.I.EIIG!
ACCOLADE
PLAYERS

DIFFICULTY
MEDIUM
CONTINUES
BATTERY SAVE
SKILL ;!VIIS
AVERAGE

illy and Cormano were an

lokay team. It was true that
Billy objected to Cormano’s over
indulgence in the barbecve
beans - especially when they
had to share a bivouac - and his
under-indulgence in washing.
For his part, Cormano thought
that Billy wos an oll right

ringo.

And as they rode into
Brushville County, they realised
they might have fo cash in that
friendship for some rough
fimes. Some seriously wanted
men had rode in and were
demonding high ‘tributes’ from
the townsfolk. Billy and
Cormano thought they might
just put them in their place,

SUNSET RIDERS
BY
KONAMI
PLAYERS

1-2
GAME DIFFICULTY

CONTINUES
SKILL LEVELS

RESPONSIVENESS
PATCHY

S /=R
(L AR R EN e

over in the
blink of an
eye. Allthe
events are
portrayed in
apseudo 3-D
perspedive,
using simple
polygons.
When you
compete in the hurdles, the sta-
dium rotates to follow you
around the frack.

In some instances these
graphics work, but in other
events it fails miserably to cre-

Cycling, Archery, Hurdling,
Kayaking, High Jump, Jovelin
and Pole Voult. Different dis-
plines use a variety of control
methods, and have quite differ-
ent objectives. The Kayaking is

a long drawn out event, where afe the
the player negofiates water sense of
gates on an artificial stream. realism the
The horse-jumping s similarly  program-
epic, requiring concentration mers were
and almost perfect judgement. trying fo
On the other hand, Cycing ~ achieve. In
and Hurdling ore simple events  play terms
that rely on speed, and the two  this s also o
jumping events and Jovelinare  mixed bag.

lﬁ}‘ﬁj

-IlI-n

shoot ‘em up
out of it. The
graphics por-
troy the
quaint shack
fowns ond

Indian
and Billy and Cormano are easy
1o control, ployable characters.
The game’s four levels are
packed with incident, bad uns.
poking out from windows rocks,

lock up your southern Iudlu, it's
the Sunset Riders!

Konami have converted
this from their own coin-op, and
made quite a nice little western

“g> (o7 mm——
=i =1

The most enjoyable events are
also the most taxing and take
longest to learn. Even though
eight ployers can compete, they
have to take turns separately,
which is o pity.

The presentation of
Summer Challenge is generally
high, although the ceremonies
are extremely poorly done. It is
the most inventive sports compi-
lation on the machine, though
there isn't much in the way of
compefition.

" A

ol

‘and just about anywhere.

There are loads of lttle
touches, like walking into
saloons and getting o kiss from
one of the bar-maids. But o
good game by any one else’s
stondards, Sunset Riders isn't
quite up fo the mark Konami
usually set themselves. The four
levels are cute, but not that
hard, and playing on easy is not
advised. Not an essential buy
except for fans of the
arcade.

PRESENTATION 81%
The multi-player options and the
training function are well done.

GRAPHICS 74%
The polygons used are interesting
and offer an original perspective
for sports games. Some of the
animation is quite impressive.
SOUND 48%
This is one area where Summer
Challenge is very weak.

PLAYABILITY 69%
Having eight events seems a lot
but some of the events are very
simplistic whereas others are
nearly impossible.
LASTABILITY 63%
A game which you might well
drag out af group occasions,
because of the multi-player
option.

OVERALL 67%
Abrave attempt af a new kind of
sports game, but the Megadrive
isn't powerful enough for some of
its ideas.

PRESENTATION 89%
Excellent two-player option. Nice
fitle and attract screens, and suit-
able options.

GRAPHICS 82%
Neat sprites, and a good range of
animation. Good backdrop ideas.
SOUND 76%
Jaunty soundtrack and arcade
shooty effects, keep the action
bouncing along. The composer
couldn't quite decide between
Morricone or Kylie.
PLAYABILITY 83%
Addictive from the first shot, with
loads of enemies appearing from
all si1es. lDiﬂerem things to do on

each level.

LASTABILITY 79%
The duel option is really ace, and
the harder difficulties should draw
you back from time to time.
OVERALL 81%
A surprisingly good blast out of a
lacklustre coin-op, which should
merit an inspection at least.
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his game allows you to expe-

rience all your biking
dreams, s you take port in o
variety of races around the
world. As well os racing against
other riders, you also race
against the clock. Each track has
a series of checkpoints, which
you must pass within the fime
limit. At the end of a race all the lenge s trying to
fime remaining is converted info  win the expert
bonus points roce

There are two game modes

o choose from — orcade and
original. Arcade mode is o
straight conversion of the coin-
op, and gives you four tracks fo
race on: beginner, junior,
senior and expert. Each track is

more twisting -
the real chal-

The original [}
mode is an ongo-
ing challenge where you race
against a series of opponents
over a variety of tracks. If you
win you're awarded money fo

buy extra bits
for your bike
like turbos
brakes and
chassis. As you
progress, the
opponents get
better and better, and the cours
s get more challenging

Super Hang-On cerfainly is
a great racing game, with plen.

ty of fast action and high quality

scrolling which conveys a superb
sense of speed. The original
mode gives you o feeling of
planning for o season rother
than a single race. Even though
Super Hong-On s years old, it's
still the only real motorbike
racer on the Megadrive. Yet the
game is lacking that certain
something to make it an all-out
winner. Still, it's a

progressively longer, and is also LOTIODD

o S TR

PLAYERS
GAME DIFFICULTY
MEDIUM

|
CONTINUES
NONE
SKILL LEVELS
RESPONSIVENESS
600D

great game fo play
and is full of excite-
ment and thrills — if
racing’s your thing,
don't miss it!

testifyto Player one controls the offen-
Mhmlmmmd'ﬂs sive moves while ployer two is
azy Midwoy coin-op
to literally fight for recognition one controls the quarter back
this latest, skull-crushing and player two the receivers on
Mmhnmhllowqunm offence, but player two gets fo
Megadrive. You have been call the shots when choosing the
warned. best
S pothsn ot S ndon
Opfion Ll very
up to play against the computer.

SUPER HIGH IMPACT
BY
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limited, highly simplified and
not particularly enjoyable ver-
sion of American Football. It
takes £40 fo find out the same
thing about this! On the surface
the game looks great. The visu-
als are very good, the sound is
neat and there are some bril-
liant presentation touches that
are very similar to the arcade
game.

B

The problem is, though,

the gameplay is very poor
indeed. There are only thirfeen
play actions, there’s very little
difference between the feams,
the game difficulty is moronical-
ly low (even on the hardest set-
fing) and the ualon itself is sim-
plistic beyond belief. Even with
two players, the Iud( of excite-
‘ment, variety and depth means
that it only takes a cou-
ple of hours to get com-
pletely bored with this.

PRESENTATION 87%
Two game modes and o hidden
9gﬁons screen (see if you can find

ICS 84%
Lovely animation on the rider,
excellent roads, and the landscape
20oms by at a fair lick.
SOUND 79%
Fun tunes keep you movin' on
down the road, and there are
plenty of screeches and roars.

PLAYABILITY

Responsiveness is 'gnud und you
instantly get into the racing spirit
thanks to the speed of the graph-
its and the jaunty music.

LASTABILITY 87%
Four challenging tracks fo beat in
arcade mode, and the original
mode will keep you racing for
weeks.
OVERALL 85%
A very high quality racing game
which is a must for speed freaks.

PRESENTATION 90%
Arcade quality attract sequences
and intermission screens.
Reasonable choice of options.
GRAPHICS 87%
Strikingly animated sprites that
perform some amusing tricks and
dassy digitised images.

SOUND 86%
Stacks of sampled speech and
rousing music o hype the game.
PLAYABILITY 61%

Very easy to play, but the amount

of command over the team is
severely restricted. Success is
achieved using no skill at all.

LASTABILITY 32%
The extremely limited gameplay
and lack of real control means
this loses its appeal swiffly.

39%

OVERALL
A superbly presented American
football game which is totally let
down by its limited, dull and shal-
low adtion.
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egadrive Super Kick Offis o i i A i you can develop are incredible.
M ericalyscroling, ove- nrED Stel thebol from on cpponent [ e Ao BRPUAtd
head view soccer game, which BAVE A9\ - I I-I= with a slide tackle, sweep the attention, os well os numerous presentation

‘mixes fost-paced arcade action ball swittly up-pitch with o mega screens.

simulation elements. There's pass, and beat the keeper witha [ ITTY TIe] 8%
more to football than fonking @~ is just as important as nifty foot- Iy realistic curling shots. This rocket-shot! Super Kick Offis o Small but perfectly formed. Colourful sprites and
pig's bladder up and down some  work. feature has been reproducedin *  truly rewarding game: the more smooth-scrolling pitches in a a variety of designs.
grass. Tatical, strategic football The thing which made Kick  the Megadrive game. Kick the you play it, the better you get, SOUND 76%
Off popular in the first ploce wos bl and quickly turn the joypad  and the greater the game Afew good quality tunes and effect - and some
the affertouch feature which in the direction of curve becomes! speech.
enabled players fo perform fair-  required. IAZ PLAYABILITY 9%
The con- Fost-moving ond exciting, but hord fo master.

trols take a bit . S | There'sdeliitly eors worth o loylceed p
; ] in ths car.
ofgeting ued 1% 8 3 g P
oy o, due to the 7 %
£ ,:m\;,eu,n,h,s Fo The four fournoments should last qute a while,
¥ bollGossrt : and with anathr ployer i should ost foreer.
i OVERALL 95%
& 55 :m:(mm" ey p——————
LY 3 : every Megadrive owner should eap out and pur-
mastered, the e

level of control

he ity of Metropolis i o dan- R o points morked by the ‘spin PRESENTATION a8%
gerous place, as reporter ) here’ message. Substandard in every department. The intro
Clark Kent knows better than (A The four bosses that stand screens ore particularly dire.
most, First o gang ofschoolchild- against you o prefty weak, -
ren are kidnapped, then before and even the dimax with Tiny spries set against bland hml(gmund wuh
you could say ‘Michael Jackson’  wear and investigate. spills and flying chills in glorious  Brainiacis a distinct anti-climox. hardly any detoil. The superpowers oil to
Lois Lane disappears too. Clark What Virgin hove come up  2-D side-on-o-vision. Superman  Superman isn't much cop at all, ""F’e“
decides fo don ‘sateen’ under-  with fo represent the thrilling does have o modest range of combining mundane looks with ar%
adventures of Supermons..o  super powers, the super run or  the most boring gome style i Supevman s tiring themes hove been
platform game. Yes! All the the super leap. Picking up icons  imaginable. Every fime you dumped for  sries o ourl trvestes.
allows play, the same boring baddies PLAYABILITY 58%
) 0 g i s e Rm isthe smTu e of :ve :levelxh of adion.
accessto 1o be pulverised. Irredeemable. Wzl o
th
:":(:5 LASTABILITY
¢ Completing Superman only require superhuman
like the iom Resi i
hl " . powers of Tedium Resistance, and i’ os oppeal-
el ing as green Kryplonite.
5 . vision OVERALL
m od oo 0 e e e o e i
drilling “3 of imagination or action. Even comic and flm

fons will foelvery shorichanged.

mnf\ly does Super Monaco other drivers, ai! fost nﬁ!hs‘ PRESENTATION 9%
GP include o completely grid. On screen instrumentation Superb presentation screens, and o wealth of
faithful conversion of the arcade lets you know your position, as options induding an arcade mode and an excel-

well as speed, tyres and lop Tent World Chompionship mode.
times GRAPHICS
against other drivers over an around them all and out-per- The action is amazingly The scenery is very sparse, hunhelnﬂn»dmw
entire Grand Prix season. All the ~ form other drivers to win the fast, and the 3D is both smooth oughly convincing 30 conveys an odequate
world's most famous courses are  Grand Prix at the end of the and completely convincing. The imgresion o rodng.
included, and you've got fo race  season. There are seventeen World Circuit option adds mas- SOUND 81%
sive lasting appeal, with a full Good tunes and atmospheric stereo Xplnl effects -
season to race and other drivers 08 Y001 JodyRRRe i Yol
to challenge - and even if you PLAYABILITY
win the Grand Prix, you can Euxyh_l gel inlo, ‘ond once you start racing it's
return to the game to see if you S Moo s
can break all your lap records. LASTABILITY 90%

b " Multiple cors and skillevels maintain the ch
Super Monco GP ison all-time [ aVIWTTTA TS
great in the Megadrive racing ing back for more.
circuit, if not now the best on the OVERALL
shalves. Forshear challenge, it Afost ond uterly thiling roce gome one Yin
is sill unbeaten. best you'll lay on any home machine.

game, there's an option that lets
you challenge other top drivers
in o complete Grand Prix sea-

son.
The World Circuit mode
gives you the chance to race

SUPER MONACO GP
[}
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ump into your 4x4 off-road three-player coin-op with spot-
% . | PRESENTATION 55%
truck and burn around haz- on Megadrive representations of N % E :
lot much in the way of options or presentation
ardous dit tracks along with the § / the miniature srites and bl s
greatest off-road racers in the detailed backdrops. The game is

St GRAPHICS 0%
world — including the leg- all the better when there are Tiny, but detaled and nicely animoted cor spites
endary Ivan “Ironman” Stewart  ant, where the object of each er-controlled trucks. The courses  two players porticipating. The 2ip around lots of backdrops.

himself! Super Off-Road is best  race is to complete four laps of  are quite rough, with hills, pud-  graphics are spot-on replicas of SOUND 59%
described as o Super Sprint vari-  the off-road circuit before your dles and ramps. Beat your oppo-  the arcade original, with extra ‘,,.m’. tunes and dull effects are the order of
opponents. Super Off-Road nents and the prize money you  tracks net included in the origi- duy
enables one or two players fo gain s taken to the “Ironman” nal coin-op The sound effects (ABILITY
face up to two or three comput-  speed shop where you customise  and music are very dull though m o hg ‘game and you get a good feeling of
your fruck's and they don't make any use of Mwmmhumpynmmmmﬁmmmm,
abilifies by the Megodrive's sompling abili- I EXEEU U T LR 2]
alloating your tis.Sngle players ill e of xf"“‘"“ =
funds appropri-  this affer  while os there isn’t levymuolmds' e R i
alland only the M)plapv m will h.p You
coming back o the gome after
OVERALL 79%
An excellent coin-op conversion!If Super Sprint-
fype capering appeals to you, get this!

PRESENTATION
mmmmdmmmmmm
sul mysmd- this quite an easy
‘gome fo get along with

GRAPHICS %

The ployers are great, and the cut-screens por-

timing the shot. The graphics of traying all the special slam-dunks look pretty

the main gome sequence are not cool.

so impressive, with a bare court SOUND n%

and lorge, blocky players. The ball whooshes, the cheerleaders chant, and
Super Real lives up o its the players dribble!

name in the ball and player PLAYABILITY

‘movements. They behave os. Brilliant in two-ployer mode, hmmwmluks

you'd exped. On the other hand, o

the games last too long, and the

computer opponent is soon pre- lrswdhnmwmnmmnwiulu,hnn

dictable, so | would only recom- m s il and depth of Supreme Courtor

. vs Lokers.

seslielsbemd 0 | gygpa %
i i loyers, but on your

ownif’s alitle wearing.

uper Thunder Blade is o con- Blade is let down by its age. 3 )
o it ohos Being one o the first Megadrive | PRESENTATION i
. 2 . L gl The attroct sequence of the coin-op with a digi-
Sego’s massive custom coin-ops. carts, it was technically impres- tised pic, apparently from the Blue Thun
This time the action is centred \ 2 sive at the fime, and copied the movie. A few basic option features.
round an Apache helicopter as it cin-op quite closely, but now 8%
makes daring combat raids ally simpl, just shoot whotever tanks. When you have reoched  looks jerky ond ploys nrespon- | S b ctiondosnt ook muh op. Bloted,
through built-up areas. crosses your sights. Two view- your goal, an overhead bomb- sively compared to lafer releas- oversized sprites move jerkily on dull back-
The gameplay is exception-  points of the action are shown. A ing view is shown. In this mode es. If you fancy rotor-blade fun grounds. The overhead view is even less impres-
3-D approach s used as you fly  you can alfer your height before  try LHX Attack Chopper or e
through the city, between build-  dropping your payload. Jungle Strike. You'd be best
ings and in the face of enemy There are plenty of levels,  advised fo avoid ~this. The ‘m""‘ chopper "'B"*S ond a lot "’ "F"*
with o plethora  JAZ sion effects. What you'd expedt really.
S e bt wm!:ﬁmm ide, Theres rm
s sl 0 good gome idea, There' ots of action
pcTitnen butis not very welpresnted thfs l.
| LASTABILITY

The poor contrl response and lock ulvumy
muku you want o desert this after o few games.
OVERALL 49%

A poor helicopter gome which con't help being
old ond crap, but sadly, is.

e e
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upreme Court Basketball

enters the fust, skilful and
often frontic world of... basket-
ball. There are four teams to
choose. One team might be
strong in defence, another might
be sharp on the break, but gen-
erally they're all evenly

matched.

Supreme Court Basketball
certainly scores highly for inno-
vation, departing from the usual
diagonally scrolling view of
other Megadrive basketball

games. Only half the screen is
viewed ot a time and when the
players cross the court the screen
flips to show the other half. This
switch is irritating at first, but
once you get used fo this the
viewpoint works
well, and this is
complemented
by some stun-
ning animation
on the minia-
ture players.

As well os
having great
graphics

‘oras the evil magician has

been consorting with foul,
depraved demons.
Unfortunately, Zoras and his
new-found buddies hove
returned to our green and pleos-
ant land and hove murdered
good King Pallas.

s dispossessed Prince

Thomas, your goal in this
role-playing game is fo over-
throw that vile usurper, Tsarkon
and foke your ploce as rightful
king of Exdalabria. Preferably
before teatime.

You start with 200 Kims,

(the local currency) with which

Supreme Court did impress me
with its speed of play — fast is
just how a basketball game
should be. Basketball fans will
be pleased to hear thot the
game is quite heavily-laden with
the usual statistics but if you're
not interested in that sort of
thing you'll also be pleased to
hear that it's very easy to get
into, with just the right blend of
action and factics to make it
interesting.

Gameplay-wise it's mid-
way between Bulls vs Lakers'
simulation-style and Super Real
Basketball's pure arcade gome-
play, butit's more instantly
enjoyable than both.

Frospd e R
are some e
esiketh hlf-ime citchtwith U bosketbll
star David Robinson.

GRAPHICS 8%
Verydetild ployer spites which re veryrelis-
tically onimated. The ot s, well, it
Tooks ke o bosketbllcourt ol right.

anm’ﬂ“m.m;mm

|
| Ipb’sainmdmlwhdnw
mmmqmmnm

| About he rght ooy i
mi adion
lhuhrldﬂ that you'll come

OVERALI. h-ldnwddnl!hm%
Probably hs
Megadrive bosketball games.

N
- Some may give our hero extra
alf — K . ‘ powers. Others do nothing | PRESENTATION 9%
I Sﬁ)ﬂl‘ a‘ofsoaan unless you mix them with anoth- mm"m"‘"w“"ﬁ"m
o s e potion. But beware! Some e
poion combinations produce o :""‘5 e 53%
Two people are eady af Thegenero gameploy  highly losicpisonwhich drins | it e onde bukdops
hand to dish out vengeance. involves walking across the hori-  a lot of energy. abysmal.
Enter Brodan and Shardan, o zontally scrolling screens using A' first || looks prety fasly, 0%
brother and sister who have the Sword of Sodan fo chop up ith screens, iaitised effects ab f
decided fo rid the land of Zoras.  any of Zoras minions. They may lorge xpﬂm and great sounds. ‘astounding quality.
However, good os though they .
p\'mnns might be, they simply don't big graphics make the game look u,, its
behind  paper over the gaping cracks in mﬁnhmlypxd bt oss ok ooy
that have  Sword of Sodan’s gameplay. It's become apparent.
many just plain boring. There’s simply LASTABILITY
and not enough variety, exctement You won'tbe able o stand more thon IHI an
voried  ond challenge 10 keep you com- | Bour o the confolso i rogi gome.
effedson  ing back after you've ployed it a OVERALL 38%
yourbar-  couple of fimes. Brilliont graphicsore let down by a completely
barian ap attempt at a mystical beat 'em up Save your
hero. =
B e e e
Tom's often surrounded by crea- i .
tures, and they increase in | PRESENTAT
iy g | e i e
the game progresses. e =
Though it's getfing on in ” ;
toouftyouslfand guard  complete whichusallyrewrds yers,his s sllonofhebest | e Pees e e and e sndod
against the slimy denizens of him with on item or some infor-  RPGs on the Megadrive; graph- bat bit is pretty smart.
the wilds. Killing monsters gives  mation. ics e excellent, and he ploya-—§soup i
Thomas more money, which he While moving between il i o o high tondord. i bt e
spends on armour, weapons, locations the screen shifts fo a Maybe it’s a bit pricey for its Megadrive. Prepare to be amazed!
herbs und spells. Emh fown or 3D perspeive;. but when the age, butif you're an RRG fan 1 pavasiumy 89%
b-quest to hero's journey is i dby  you won't want fo miss it. Lots of varied sub-quests fo keep your interest,
some monsters,  JAZ udhoulnph/kmdlmmﬁhlhu
the view is of most role-playing games.
the battle area. 91%
Inukmumnnhmmnmm butifsa
ime fo mal
heses
OVERALL 89%
Still one of the best Megadrive role playing
 games which should appeal to everyone.
e
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aloo the Bear is managing

i air freight firm ‘Higher
for Hire’ with his ‘young friend’,
Kit. Times are hard everywhere
and when the chance to win an
unbelievably huge business con-
tract that would secure their ail-
ing firm’s
future is
announced
Baloo and Kit
find the temp-
tation just foo
much. All they
are required fo
dois to refrieve ten boxes of
cargo from nine exotic locations.

However, they are in com-

petition with Baloo's old jungle
nemesis, Shere Khan (who is

also managing
an air freight
business!).
Also, they
have to com-
plete their
task within
seven days If
they are to secure this lucrative
contract and hold on to their
business.

The tosk in hand is not as
straightforward os it seems
though. The nine boxes scat-
tered across the globe have
been secreted deep in hostile
environments. To make matters
worse the skies are patrolled by
Don Karnage and his Sky
Pirates. This new two-player
game puts you in the boots of
these cuddly Disney Bears as

pork.

To rescue them from the
park, Talmit must overcome
whole collection of bizarre
obstacles. There are moles
wielding spears, pink mush-
rooms with split personalifies,
blubbering sharks, lunatic pen-
guins, and a whole host of other
undesirables who Talmit has o
jump on fo obliterate. Special

they wade through swamps and
flee Don Karnage in a race
across the skies to locate the
«rgo.

The basic concept behind
TaleSpin is quite good, splitting
the odtion between platform
and shoot 'em up levels. Sadly,
the implementation is dire and
spoils everything. The controls
are unresponsive and “floaty”,
the collision detection is very
bod indeed — there ore cer-
tain enemies who you can't
it them for toffee. The last
straw must be the stupid two-
ployer mode. Having Kit
dragged along ofter Baloo is
very frusirating. There's loads
of cartoon platform games
out there, and the all right
shoot ‘em up bits don't do
nearly enough fo warrant the
purchase of TaleSpin.

icons allow the hero to fly and
even leove a trail of Talmit

clones.

This Megadrive platform
adventure is  vast game.
Marvel Land hos four worlds,
and each world incorporates
seven levels. There are frantic
rides on roller coasters, desper-
afe treks across waterfalls, may-
hem aboard steamboats, and
costle-bound intrigue. Each of
the themed world has mechani-
cl attractions of its own.
There's also a special falling

At the end of each world,
Talmit meets a guardian who
challenges him to a gome of
luck and skill. Voriations of this
are o hammer-paper-scissors
game, and one where blowing
up a balloon is accomplished by
finding the right plunger.

In the presentation depart-
ment, Talmit's is o mixed bag.
The graphics are mostly small
and uninspiring, but every so
often there's a really smort
effect (like the star round). The

tunes also sound a bt naff, but
likable. The pi

required fo succeed in the game
is also something thot takes
some getting used fo, but this
heightens the challenge.
However, despite the onset of
age, this is one of Namco's best
games, and is rightly a minor
dlassic of platform games. Fans
of the genre won't be disap-
pointed with the goods on offer
h

PRESENTATION 7%
An attractive cartoon-like intro-
dudtory story. A selection of
options available o tweak.
GRAPHICS 79%
The images from the cartoon are
easily recognisable in their video-
game forms. However the anima-
tion is poor.
SOUND 80%
Happy tunes and amusing effects
suit the attempt at a joyful game.
Hl'llll'l" 4%
e e ""’“m"n';'a"ﬁr
playability
poor collision detection and
design.

1I:‘I“ in' li "57%
el by s prely
50 ifs long term inferest is limited.
OVERALL 59%
A uml Imm vmh a mupla of

hmugln dwn by mmlas pluy

m: TATION m
e intro sequence is great, with a

carfoon plot. Ansdul rd

option is also incl

GRAPHICS 87%
Sprites are well defined and there
are plenty of cheerful colours
knodung about.

85%
lenm fairground tunes that
catch the atmosphere of the
game.

PLAYABILITY 80%
Controls are responsive, but the

n needed in attacks can
m Ths nums slows down
occasionally.

LASTABILITY 84%
The amount of levels, and the dif-
ficulty of the game means you'll
keep bashing away for some time.

OVERALL 83%

A platform 1:“ ime that includes all
the regular features and a few
new ones. Fans of the style should
be satisfied.

y




oor Taz and his family hove.

run out of food and their
only chance of avoiding starva-
tion is fo find one of the mythical
giont eggs laid by the mythical
giant TazManion sea bird.

So he has to cross the

deserts, jungles ond mysterious

lectronic Arts turns its popular

baskethall engine into o
fournoment cart featuring the
world's finest teams. The game-
play and appearance of this ver-
sion s similar to that of Bulls
and Lakers but the 16teams are
replicas of their real-life coun-

e
TECMO WD.I'I.II P92

oncient ruins of Tazmania in
this platform game full of weird
ond hostile character, such as
Taz-eafing plants and ferocious
rock creatures. Plus there ore
the bad guys who plague Taz in

the popular Saturday morning
show.

Toz Mania is visually one
of the most stunning-looking
Megadrive games — it's virtually
identical o  Taz cortoon. The

wg " -
Ibﬂ"l wen 'lllll\ll Loy

terparts. The American feam is
an assembly of the greats of
USA basketbal such as Larry
Bird, Michael Jordan and
“Magic’ Johnson. Each of their
sprite has been drawn to resem-

ble the players’ physiques and
they can perform their signature
moves, such as 360 degree spins
and jump shots.

The game itself is great: o
fast-playing, arcade style of bos-

ok VE REVIEW |

and the sprites nnd

are well efined, detailed and
full of colour. Alas, the game is
ferribly easy o complete. The
bosses con all be beaten with
the same move and the final
boss is as easy to beat as the
first!

GV ST

PRESENTATION [
Some options and gorgeous intros as well os
superb in-game presentation.

~N

GRAPHICS 9%
Eosily some of the best Megadrive graphics
superlative sprites, animation and backgrounds
in glorious Technicolour.
SOUND
Fffects as true 1o the cartoons as you muld ulpe(l
s well os some suitable tunes.
| PavaiuTY 85%
The graphics are the game's main offrodtion,

gh the odion is also good fun, i not paricu-
larly challenging
LASTABILITY 65%
smr, mmm nu Mania is entertaining, s

eosy. espediolly, ore a piece of

mk- fo bem o uII of them yield to the same foc-

DVERAU. 75%
An enjoyable and visually exding platform game
‘which is just not tough enough.

™ ketball,but with loads of room

for tadtical and strategic play,
and a great control method, this
is good ¢ basketball game you
could wish for. However, the
changes are minor and I'd
strongly advise that owners of
Bulls vs Lakers do not to buy
this game because it's just far
foo similar.

JAZ

PRESENTATION 2%
The international aspedt of the gameplay is very
well covered. All the teams, loads of team stafis-
tics and even international frivio!

GRAPHICS 85%
The sries really do bear  trong esemblance
tothe reol layers. Th only lght flaw s tha the
animation s o ifle e

SOUND 81%
Every country has its national anthem and there
are some great in-gome ¢

PLAYABILITY 75%
There's lots of action, but if's more of a technicol
simulation of bosketball than o fost arcade unmev
LASTABILITY

The control method allows plenty of swhlsmnlnd
techniques, and the two ployer game is fun
OVERALL 80%
An enjoyable and sophisticoted bosketball gome:
which is as least as good as EA's Bulls vs Lakers.
Probably best-suited to real basketball fans,

S R - N NN

PRESENTATION 66%
Quite o few options and static screens to engage
your enthusiosm.

GRAPHICS ar%
The sprites are wooden and the backgrounds are
dull — even for a football game.

—

SOUND 51%
Poor tunes and effecs foil to generate any sort of
soccer atmosphere.
PLAYABILITY 6%
Being The simplistc soccer action and the low,
Iow diffculy setting mokes playing this @ doddle
LASTABILITY %
Limited controls and lock of hallenge destroys
the single-ployer game, and even the two-ployer
‘mode ges dull quickly because the gome is so
limited.
OVERALL 41%
Anaff conversion of a poor arcade gome which
fails miserably os o football gome. Get Super
Kick Off or J-League Pro Striker instead.

e ———




he Hyperstone Heist is the

first venture into the world of
Sega gaming for the teenage
turtles. Donatello, Raphael,
Michelangelo and Leonardo are
called on to halt the plans of The
Shredder, o dreadful being who
has just arrived from Dimension

X, with his Hyperstone machine.
This device has already shrunk
the Statue of Liberty! In order to
protect New York, the Turtles
have six levels of beat ‘em up
adtion chead.

Each scrolling level features
loads of enemy martial artists.
These may use unarmed com-
bat, shurikens, swords or fire
magic. The Shredder also hos a
force of electrifying robots. At

the end of
the level,
they face
some of
Shredder's
lunatic liey-
fenants. A
maximum of
two turtles

together.

Turtles looks great. The
sprites really capture the look of
their cartoon counterparts. The
fighting cnimation is also ace.
There is olso an endless
onslaught of action, but the
game isn't always challenging.
There are foo many confinues
and too much ife-restoring
pizza scattered about. A shame,
as Turtles could have been o
dlassic.

JAz

s Kyle Reese it is your job fo
destroy that nosty
Terminator and thereby save

liant, it sadly lacks substance.
The problem i that there are
only four levels to conquer, and

PRESENTATION 90%
Very polished throughout, even allowing you to
change the Turtles’ colours to either those of the
TV Turtles or the comi

GRAPHICS

Emlloml Turtles looks o lmlll(e the nrmdl
sprites and backdrops are

bowydam ‘and the voriety is vost.

7%
rhml.., soundirack nndqumﬁﬂhﬁmﬂ

| PLAYABILITY

An instant kick in the playability stakes. Tnhnq
the turtles s great fun.
!lﬂ_llllyﬂ 9%

breeze, bu he hard seting s more chllenging.
However, the gameplay stays much he same I

the woy through.
OVERALL 83%
A good beatem up tha's oo shallow and foo

1 easy fo be great.

R —

.

PRESENTATION
Fab intros, loads of smart intermissions wd nice
in-game presentation.

Sarah Connor from a sticky end. it takes very little time to get
There are four levels of plat- through them all — half an Srmc
form-based shoot ‘em up thrills,  ing the dimactic showdown inan  ment unit and zipping back to hour on the easiest level is anmmmrw ,:Wm:# m .1:’ ::,'d
each one loosely based on o ‘empty machine shop. the future. In this level, the boy ~ enough to see you through to of the game,
scene from the movie — includ- Kyle first infiltrates o Reese is armed with a supply of  the disappointing end screen, SOUND 3%
SkyNet base to destroy a big hand grenades,  few fime and even on the fop difficulty Some great funes and effecs, but there are o few
bubbling tank of goop before bombs and an Uzi sub machine  setting, a few hours pradice is croppy ones there foo.
legging it to the time disploce- ~ gun. all it fakes fo defeat the game! PLAYABILITY 68%
While it The great graphics and passable Pretty standard blosting fore. Some sections are
looks and sound are wasted in such in o bit sparse and the gomeplay doesn't change
sounds thin much.
absolutely bril- LASTABILITY
Four short levels which take no time to mmplnn
The programmers seemed o run out of ideas
e towards the end.
AL OVERALL a%
S A potentially superb license: mludb(mmplm
o 0 Tock of fong-term appeal.
. ==L
- i oue ceowes cemy
Hrer the the American defence ™ onditis your job fo destroy — o= \
~computer, SkyNet, launched everything SkyNet throws at sl ¥
o nudear ke the survivors of N youThisoperotonis performed | ool teduanes e i and ret

the holocaust then faced a bitter

in a first-person view Operation

wor against SkyNet and its
robotic minions. The human race
was saved by the leadership of
John Connor. However, in a last-

Wolf-esque shoot ‘em up, con-

ditch attempt fo save its own him from doing anything to trolled by either
scheme, SkyNet is sending a further the human cause in joypad or
horrible metamorphic killer the future. Menacer light
robot, the T-1000, back in time Luckily, the human gun. With o
1o bump off Connor whilst heis  resistance got wind of the Menacer it's fairly
fill a little boy, thus preventing  proceedings and are them- tough and cer-
selves send- tainly proves fo be
ing an old addictive and
copturedond  thoroughly enjoyable — easily
the best Menacer game avail-
Cyberdyne able. But with a joypad it's real-
Systems ly boring. The on-screen sight
Terminator makes it far 100 easy fo blast the
back to protect  targets, ond | finished the entire
the kid. You game on my first go!
play that Iz
Terminator,
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the Menacer reallt adds alot to t.

GRAPHICS 5%
Smart sprites and backgrounds. It all very
atmospheric and reminiscent of the ilm (and
indeed the coin-op]

SOUND %
Loads of decent effects, samples and tunes.
PLAYABILITY

Fost and furious with the Menacer, with hwds of
wnumw Joypad players are not so

LASTABILITY 80%
There are some realy fough levels o rack and
two ployer mode adds excitament and Ploying
with he oypod mkes i a bit 0o easy,though.
OVERALL 72%
The first rea light gun game which has anything
1o ofer. Menocer owners shoulddefntly buy it




‘est Drive 2 s a driving simu-

lator viewed from the driver's
seat with you flogging your
‘expensive sports car fo s limits.
It's thrash central as you and
the other driver race full ilt
along public roads attempting
1o be the first past predesig-
noted checkpoints.

Test Drive 2 gives you

a choice of three fop cars:
the Ferrari F40, a four
wheel-drive Porsche 959 or
o Lamborghini Diablo. Each §
cor has its own information
screen which details all its
vital stafistics such as accel-
eration, braking times and
s0.on.

Highway Police often feel

ell, guess what? Aliens are

invading again, and if's up
1o you fo stop them in your tur-
bocharged laser death-spitting
starfighter of doom. On the first
level the action is viewed from
above, and you have to fly
around the multidirectionally
srolling screen and blast four
ground installations. Naturally
they're well defended, and
swarms of gerial craft try and
stop you in your tracks.

Neutralise the quartet of
targets and you move onto the
next level, o horizontally
scrolling affair that's once again
packed with very hosfile aliens
and a big guardian af the end.
Once that's out of the way it's

~
THUNDERFORCE I
BY

(e

aiatn it pmn-u—

backgrounds are bland and the
3D update is some of the worst

g if you think you've only

| just scraped your wing
mirror you can expect

L 1o see the windscreen

L shatter signalling the

E loss of a life. The con-
trols are also wildly

The sound is of a similarly low
quality with on ever present
grating engine drone and a
couple of tunes obviously
over-responsive, result-  blogged from Outrun to assault
ingin much croshing  your eardrums.
ond general needless  JAZ
- e doom. The in-game
they must stop and arrest so- sprites are poorly drawn, the
called 'reckless drivers’ such as
yourself. So, if you see floshing
blue and red lights in your mir-
ror, or even heading straight
for you,it's best fo drive with
much haste. Luckily, the police
ars are comparatively slow and
it's easy to outrun them.
Test Drive 2 incorporates
some smart presentation which
should have made it @ winner.
Sadly, this is s for o the good
points go. For starters, the colli-
sion defection is ridiculous. Even

I've ever seen on the Megadrive.

PRESENTATION n%
Lofs of nice intro screens, plenty
of options and stacks of stats, but
the in-game presentation is poor.
GRAPHICS 30%
The car interiors are great.
However, the in-game sprites are
poor and the 3D update is jerky
and unrealistic.
SOUND 41%
The tunes are weedy and the
effects don't inspire atmosphere.
PLAYABILITY 47%
The game objective is straightfor-
, but the dodgy collision
defection and lack of challenge
make this stall.

LASTABILITY 46%
It's not very hard or addictive and
it doesn't take long before its
appeal wears off.

O\IERAIIII. o 43%
A potentially superb product
ruined by poor collision detection,
naff graphics and a severe lack of
long-term challenge.

e e e e

e

i

back fo an overhead view, and
the game continues fo switch
viewpoints in that order all the
way through its nine levels.
Throughout the game
there are o wide variety of
power-ups to collect. Drones,
three-way, wide-shot, and many

more give you the ability fo cut
great swathes through the
enemy. Each weapon has its
strengths and weaknesses, so
careful choice is required.
Thunderforce Il is reat fun
—for a while. Having two differ-
ent types of scrolling sections is

a good idea, but neither format
stretches the Megadrive to ifs

its and sound as well — the
sprites aren't particularly good,
the backdrops are all right and
the sound effects are meaty, but
the machine is capable of much
better.
Thunderforce Il
was passable for
an early 16-bit
blast (which it
was), but in these
days, intergalactic
warfare hos come
on leaps and
bounds, leaving
Thunderforce Il
looking stodgy and
doted. Try
Thunderforce IV if
you want hardcore
blasting action.

limits. This is true for the graph-

|
PRESENTATION 78%
An options screen with sound test
and three skill levels.
GRAPHICS 74%

The sprites are all right, and the
backdrops are detailed. Both have
been much improved in later
Megadrive shooters.

SOUND 5%
Thumping music and plenty of
corking sound effects and speech!

PLAYABILITY 79%
Straightforward blasfing from the
outset. But the extra weapons
don't provide enough variety fo
the gameplay.

LASTABILITY 8%
Nine tough levels fo get through
— and plenty of hidden bonuses.
Thunderforce isn't that striking fo
play.

OVERALL 76%
Thunderforce II has definitely had
its day.The sequels in the series
are much better bets for a good
shoot ‘em up.

N e
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hose Thunderforce lads are

back, and this time they're

toking no crap — especially from N i) .E
the massive Orn Empire fask (alal -
force thot's token over o whole =

sectorof Earth Spate. Since their
last dangerous adventure on the

Megadrive, they've upgraded Illis a more traditional R-Type  weapons, powerful beam From the shimmering fiery
their ships fo carry even style horizontally weapons, ground-hugging mis-  backdrops of the volcano planet
more weapons and thus 770 scrollingshoot ‘em  siles and alien-busting ripple. o the super-smooth parallax
give those Orn scum even up. As usual for this~ losers. Once collected the strolling on the ice world, it's o
‘more opportuniy fo have " type of game, it fea- weapon remains with your craft  grophical treat. It's not just o
their bottoms soundly tures plenty of bolt-on  and can be selected ot will. The  pretty fuce, either. Thunderforce
thrashed out of this weapons and massive  Thunderforce ship con corry five 11l is tough and challenging.
dimension. i end-of-level bosses!  weapons ot once. Obviously ot on the easy level
Unlike Thunderforce: Included in the Three more levels of Orn-  — any half decent blasting fan
11, which was, for the Thunderforce armoury  related exctement await the should be able to shoof their
‘most part, viewed from -~ ore the likes of bog- player after the first selectable way through o the end of the
above and scrolled in standard peo-shooter  five have been completed. game in a few sessions — but

on the more difficult levels,
where the ection is bonkers and
you have to fight through o con-
stant barrage of bullets and
baddies.

Thunderforce Il is o pre-
mium blaster on the Megadrive,
only surpossed, in fadt, by its
direct sequel, Thunderforce IV.
In gameplay terms there isn't
much to choose between the
two.

eight directions, Thunderforce

T
PRESENTATION 81%

Pretty decent levels of presenta-

tion throughout the game, includ-

inn a Iimited level seledt.

84%
Smnmn m hic effects for each
level and brilliant end-of-level
bosses. The intense background
patterns are sometimes confusing.

SOUND 82%
Good explosive effects and catchy
music, provide a thunderous
backdrop o the action.

PLAYABILITY 92%
Fast ‘n’ furious shoot ‘em up
adtion that's well addidtive.
Smislying mnrroIA
90%
Ec hl Ievek fo conquer, and three
hl levels fo sustain inerest.
On the hardest this is a real moth-

er.
OVERALL 91%
An addictive blast which features
stunning visual effects. Hove a
glance xmmgh the back cato-

logue and check it out. ]

s two years since the devas-

tafing battle of Thunderforce
111 and the Ohn empire are on
the move again, plotting the
extindion of all human life.So
once more it's down the ever-
faithful Thunderforce pilots to
save the world, the universe and

everything, Thunderforce IV, there's loods The Rynex hos a fll range. ~ constant struggle.

There are quite a few dif-  of scrolling fun 1o enjoy, of extra weapons, including mis- Aport from the wider play-
ferences between this edition because the space in which the ~ siles and beam lasers, but most ~field, this s very much o tradi-
and s predecessors. Where Il Rynex moves isn't restricted fo of the enemies have equally tional horizontally scrolling
and 11l were four megabit carts,  the top and bottom of the spectaculor armoment. In one bloster where you simply shoot
this s eight megabit. This sareen. the gome scrollsup and  level a huge rail-gun appears the baddies, pick up the power-
means there are more levels down fo reveal a massive ploy-  behind you, unleashing a mas-  ups and take out the end-of-
and more weapons. The paral- field, packed full of enemies. sive energy beam in your direc-  level bosses. Even the weapons
lox scrolling has also entered remember where the power-ups  fions. Huge desert worms offer nothing new. Admittedly
new realms, with the shoot ‘em  are, though, because they won't  appear through sand blizzards the graphics and sound are
up fun going higher and lower ~ always be visible on the screen. 1o attack you. The game is o excellent, but the game basically
than the screen itself. In boils down to the same old

shoot ‘em up formula taken fo

8 Bl s ‘H BEEIHIES: | the extreme.
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PRESENTATION 87%
Nice fitle screen intro, and most of
the regular options, though no
password system.

GRAPHICS 92%
Superb state-of-the-art graphics,
brilliantly drawn and coloured.
No complaints about the anima-
tion, either.

SOUND
The blast effects are cool, hm !he
tunes, while good, aren’t
Imly appropriate.
PLAYABILITY 94%
Really easy to get into. The game
is responsively fast, as it needs fo
be. Some of the enemy attacks
are incredible.
LASTABILITY 92%
The level of challenge and the
number of levels means it's cer-
tainly no pushover. Very compul-
sive too.
OVERALL 93%
Great game, but suffers from a
complete lack of originality.

| NOUREE——————————



uster Bunny discovers a trea-
Bswe map at the Looniversity | PRESENTATION 93%
— and it's promptly swiped from Konami couldn't it another scrap
Buster's paws by the wicked, the 2 of presentation into here, there's
dostordly Montana Mox! just no more room.
Inspired, Montana transforms W -
Buste's friendsinfo automatons GRAPHICS 95%
and employs them as slaves, not forgetting an ice level! them all is the finy blue Again, Wl’e!b = but more sol
ordering them all fo hunt that When the crazy, cartoon mouse that floats in st 32 The Megadrive's graphics glow
treasure down! The adtion getstoo  beneath o bunch of balloons FEE under Konami's expertise.
mad Doc and his ;3 hedtic for and sneezes tself off the
brainwashed lackeys Buster he play areal This game is Ssooul'nh b d h’szo
follow the map’s whistles for the  stunning. Konami have me the best sounds ever heare

directions fo a group d—l‘ help of o managed to make the from the Meﬂ“d’i'e_- The music is
of secret islands. friend. Megadrive's sound chip absolutely outstanding.
Taking place in Everything truly sing with the superb, PLAYABILITY 91%

the treasure islands, Buster's stops while one of his mates swinging funes in the game. smooth and crystal dear. The Ty
quest for his partners’ freedom  flies or dashes across the The effects and melodies in Tiny  graphics are also varied and L:ﬂ:gﬁz':g?;zl‘!:’ '¥;i§oi;m:‘iln-
leads him through perilous pas-  scenery. By far the cutest of ‘Toon Adventures are very colourful. Experienced platform 7 il 'l ﬂr‘ high ?
tures, ghost ships and lava pits, e e addicts shouldn't expect the ning material of the highes
A0 b s mostincedibl level of cal- order.
TINY TOON 8 J lenge from this cart, however LASTABILITY 84%
ADVENTURES 2 R - 4 : Y ":‘:"';’::e';h:::’m‘zmk As the game is so large and so
KONAMI - - Yot B e i e, excfing it offers much long lasting

PLAYERS

1 Just ike the cartoons on which it :gz:‘:z;’:’dlei:i::i"“bla long
GAME i i E is based, Tiny Toon Adventures =
Wm G i ' islasvp;«lnd, hilam::s and : OVERALL 92%
CONTINUES izl i sented. A o
"m%u g eyl gt Excellent stuff! Definitely one of

shewcss plecsof Negodrive the best platform games on the
- P e . . mm oo Megadrive.
EXCELLENT 24 : i

+ twould appear that Toe Jam b
" and Earl are having o couple PRESENTATION 90%
of problems. On the way home ’VJ "' ’ A Fantastic intro sets the scene,
Yo the planet Funketron, Erl 1‘( A v and loads of options et you cus-
went and crashed their rocket. iy , vk 1he doiie
By a twis of fte, they croshed b e
on Earth, and now they're being , £ GRAPHICS 81%
hunted by man-eating mailbox- Weirdo central, with loads of
es and gangs of chickens carry- o jet-pocked Father Christmos.  the pair split up, the screen 1o the in-game banter between small, but well detailed sprites.
ing tomato mortars. The gome is ployed on o splits in two to show a view of the two characters, the emphasis Some of the charadters are hilari-
To escape the planet, the series of open plan levels each character os he rambles is definitely on comedy. This ous
two alien funksters must find viewed from above. Twenty-two around. When the pair meet up,  would mean nothing if the
the ten lost pieces of their ship, of these are linked by lifts. The  the screens combine and you gameplay wasn't up to scratch, SOUND 93%
including their twin four-hun- pieces are scattered randomly have o larger view of the pair. but it is. The going is  litfle Fabulous samples of the hallelu-
dred megawatt speakers, and amongst them. Toe Jom and Toe Jam and Earl is o slow for the first couple of lev- jah chorus and others, and really
achieve the dizzy heights of Eurl is much more fun when two - hilorious odventure. From the  els, but once you get o the funky beatbox tracks.
Supreme Funk Lords. If they ployers When rtoon-styl i swing of it it’s great. If you're
don'tthey'll be doomed o after funina PLAYABILITY 89%
spend an eternity evading . Megadrive cartridge, The laid-back gameplay and
bogey-men, giont hamsters and Toe Jam is the one. whacked-out features provide
a insto-addiction.
LASTABILITY 76%
L m:::!m oo Il;lx |I1:m p:ni(ulurly difﬁ;ul': o fin-
A ish, but there are tons of things to
"‘1!;” discover, and you'll want o find
GAME DIFFICULTY them all.
ik OVERALL 80%
NONE ¥ Awild ‘n" wacky game for a two-
1 some, with a weird sense of
RESPONSIVENESS B humour so. Check it out!
REASONABLE i 2 } EarL iS A \.u_("( -
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iyl < P oy g [yt -
‘about fo gef ith hi 3
beloved, a sorcerer materialised \ b (mwr:;' Wmm and
and warped her fo a squalid = L § & | lhmuwhoksmmﬂ
dungeon far away. Then he cost g
an evil spell on Toki that furned  Toki to spit powerful fireballs at  evil domain. But the sorcerer d . MHMWMW W'f"ﬂ'ﬂw
him into @ monkey! However,a  will. isn't the only denizen of dark- the screen layouts have been """ grotesque. But the onimotion is o bit lock-
side effect of the spell enabled Toki infiltrates the ness fo be found in these treach-  completely changed — for the
scrolling platform levels of the erous lands. At the end of each  worse. Instead of being fast and
sorcerer’s dungeons, using his level, Toki faces up fo a massive, ~ fun it's dull and irritating and ‘ M good """m throughout "" i
‘monkey powers fo penefrate the  deadly boss bent on robbing the there are unavoidable traps dot-
monkey-like  ted around the landscape. If's nmnun T 4%
hero of his easy fo see why the program- m‘ﬁ'&”“’mm Lppet
: ing and hos many frustrtions.
very life! mers have put those in though, P W
The mmnsmﬁhmbm B R v in N oo i ity = 70w
can stand the boring gameploy for long enough.

43%
‘The Megadrive has many other quality platform-
en ke Tok oo e h dl, unoriginal
gameitis.

s s e

T oxie is toy turned video gome s \
L berointhis sroling oot ey ERLTE A
‘em up based on the odd cartoon (S > Cr 3 dmmnohy,lmhnﬂismmmid
character. The Toxic Crusader is : s = - 4%
a hideously deformed, but kind- 4 e
hearted eco-warrior, who sets The threat comes fromthe ~ moves. Then follows a level on .M ,mg,,.;. most part, Mdﬁ.,,..d
out to protect the earth from planet Smogula and its radia- the Smogulan space ship, and the foct that everything is sup- bypopk-i»ummmmmdmﬂwvﬂu
hordes of other mutants. tion rangers. Toxie and histwo finally a series of levels on the posed to look mutated. The 5%
friends must first ride skate- planet itsel. sprifes are extremely fuzzy, and u.,. m in the way of music, intro or in-game
boards through their home town The game sedions area the backdrops so basic, you'd
of Tromaville, dealing deathto  mixture of hair-raising rides on ~ hink they were done by a cack-  § ppAYagH

Ty
fos ik their various ombat e skate andsrfbourds,ond. handed syeorakdTheqome SRR
more sedate s justasdire, being unreward- | aherwacky humaur of thecartoonshow. Spend
exploration lev-  ing,repetive, either foo slow or | 0 oupleofminutes laing, though,an you cer-

els on Smogula. 100 fust, and there are fons of u:'ﬂ""’""“’"“““"‘"‘
However,  bugs. Not much playtesting ABILITY
neither are here. Get ust aboutany ofher 'ﬂmmml'"v:mﬁmw,:m ”'.%.‘L“J’
porticularly fun.  beat ‘em up than this. ;
The g lock OVERALL 43%
This s ertainlyToxcos o Megodrive release.
atrocious, even Avoid ot ol costs!

accounting for

e
N evs e Twa — — - wx
liensare stering five aster- - - There are three power-up .
Aoid: towards Earth, guarding 7 weapons: lightning rays, green mfm ot verylitle e, "n,m
them with o host of nosties lasers ond extra red firepower. seriously ugly, though.
‘ormed to the feeth! This shoot 1 - Lightaing rays are good for s %
‘em up casts you os a space P destruction, but aren't so Bright, with welldefined spites and colourful
fighter pilot inflicting os much ground instollations that are try-  more smart bombs. The end-of-  effective on end-of-level bad- backdrops. Some of the weapon effects are quite
damage os possible on the ing to shoot you down. level baddies come in a variety  dies. Green rays are powerful, specocular.
swarms of flying aliens and There are a host of power-  of shapes and sizes and usually  but are shot in a thin, straight SOUND. 78%
ups to be collected, as well as in numbers of two o four. It line. The best weapon is extra Amnnﬂmhemnnnmandbasi(m
1 T takes a lot of firepower to elimi-  red firepower —you get ashield | pyayagiury
nate with it! Easy enough to begin with, gefting my-dty hurd
and even Truxton i fine example . Even though theresnol that much variey it

whenyou of a pure, no-frils arcade blost. stll highly addictve stuff!

do,i'sno  The graphics are pretty straight- LASTABILITY 76%
restfor forward, ond the sound i oll Eren o s il fnd Trcon
; 5 e sound is : - AT

_'h.h, mm;mm of | ntseemto hamper the efoyment oo much.

liensum  bostin hils and splls on OVERALL 82%

sill keep 3 lighy rorobe oo ampwich ks

oning!  RICH o s e Pamsmend o b
A S e
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IVE REVIEW .

§ \
\1 PRESENTATION |
I Pretty poor overall, nlthuugh Ihe
| high score screen is quite nice.

GRAPHICS 43%
The sprites are reasonable, but
the backdrops range from awful
to barely average. The 3D effect is
also very poor.

SOUND 42%
The Megadrive “inferpretations”
of the coin-op’s tunes are shallow
and twee, and all the effects are

rubbish.

PLAYABILITY 47%
A bungling, unresponsive control
method makes Turbo Outrun a
shambles to play.

LASTABILITY 43%

The uneven, unrewarding game-
Elny and stupid difficulty settings

ead it for the scrapyard.
OVERALL 42%
Abig disappointment. Turbo
Outrun looks similar to the coin-
op, but plays nothing like it.

Ko s i v e

PRESENTATION 55%
Boring attract sequence and diffi-
awlt control method.

GRAPHICS 59%
3 Very dull backdrops and mediocre
this creature to follow them g | sprites. Only Turrican himself is
back into the lond of the living ~~hos to travel massive eight-way  scrolling tunnel. Here, hard — the slightest fouch from well animated.
and terrorise them there. scrolling levels, scaling the plat-  Turrican’s equipped with a jet- o nasty alien results in all of
Since every human s val- form sceney and blosting oway pock andthe objectiveis justto  Turricans e force raining SOUND 51%
nerable to this creature’s men- o the evil beings and end-of- reach the top of the tunnel. This  from his body in an instatn. But Decent blasting effects, but the
fal powers, a robot warrior is level bosses that the creature is made quite difficult however,  ofter that, it becomes very easy. music s a bit too jolly for this sort
created in order fo kick the has created during his brief stay  becouse there’s the ubiquitous 1f they have the stamina fo get of game.
demon’s ass back to the smelly  in our world. The only problem  load of nasty enemy sprites out  through the stage one most
land from whence it came. is, Turrican hasn't got a brain, fo get our robofic hero! players should be able to con- Pu'”“-m
This robot is Turrican, the  and it's down to you to control Turrican's main problem  finue oll the way fo the end of The d'““"‘! (or_|lro| method
perfect killing machine. him in a fight fo the death with s in its origins. This is identi-  the game within a few sessions. makes getting into the game
However, before he can do the ultimate menace! cal o the yonks old Amiga ver-  The graphics and sound aren’t fricky, especially considering the
away with the evil creature, he afer in the game, sion, truly out of the Dark Ages  particularly hot, either, so I'd first level.
Turrican leaves the usual plat- of 16-bit gaming. The gameplay advise you not to bother with
form-based levels for an action-  is not not evenly balanced. The  this. LASTABILITY 45%
packed section set in a vertically first stage is absolutely rock RICH

Turrican is  big game, but it's
pretty easy to finish the game
with 20 spare lives!

OVERALL 48%
With gameplay tweaks and
enhancements, this could have
been good. However, there are
neither tweaks nor
enhancements, so it's bad.

e e e
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PRESENTATION 90%
Gorgeous intro and lofs of neat
intermissions set the scene.

GRAPHICS

Lots of large, dlear sprites, loads
of colour and great backgrounds.
Impressive magical effects.

 from the resulting explosion o
fourth force, that of pure magic,
‘was formed All four energies shoot ‘em up. Each level is o for your delectation. The

into jewels each separate four way scrolling fer-  first one, Fire Blast,
one guarded by a powerful ritory. Although Twinkle's main  launches three huge
mage. Now the mages and jew-  use of magic lies in her primary  shafts of flame up the
els have fallen into the wrong attacks, her offensive capabili-  screen destroying what-
hands. It is now up fo Twinkle to fies don't stop there. Twinkleis ever it hits. The second
travel the lengths of the Mystic also able to make use of falis- one, Super Bombs,
Kingdom and free the gems mans found concealed in chests  launch three whirling
before they are used to wreak and statues found along her globes of doom in front

SOUND 7%
Although the effects are good, the
tunes can get a bit dull, and hard-
ly fit the fantasy setting.
PLAYABILITY 90%
Fast and responsive with loads

destruction throughout the plan-  way. These artifacts unleash o of Twinkle, which then g i #
o. magicforc of great dstrucion  swirl around the screen killing Witho name like Twinkle ek "" all ""“”" and a stiff
Twinkle is the cute ittle There are two different powers  things. Tale, you immediately think this chaflenge front stage one.

i going o be a real we simper- LASTABILITY
ing pansy of o game. But noth- Plenty tough, with three duffuully

% frey X BR300 ing could be further from the levels to chall tha most
TWINKLE TALE . - ! 9 ! i evels to challenge even the mos
BY ¢ By rth Twinkl Tal s hol- accomplished of blasfing fans.

lenging blaster which also fea-

s b, ood OVERALL 87%
tunes, thumping sound effedts A tough and enjoyable game

and plenty of fast and furious which, although it sounds a bit
adtion. Don'tlet the rather wet, is one of the most enjoyable
inane plot and the factthat the Megadrive blasters around.

g°:;° i"d’i";c':m': I‘E'" Shame it's only on import af the
y:“ s"; e moment.

girl who stars in this scrolling

Pen(il-nexk bureaucrats insist-
ed on burying their toxic plu- ! iy . . -t PRESENTATION 8%
fonium waste underneath the =\ I ENEL AN T:0) 1S E 2

Statue of Liberty. Unfortunately, Anice array of o%nons: but the
during the last deposition of ! | \ J attract sequence doesn't amount
waste, the bungling bin men " - - T 30 2 to much.

accidentally blew up the highly GRAPHICS 66%
radioactive materials. New York %

was annitloted, and tfook  seriesof horizonfally srolling  moves f thei dis- "‘3 P'“'Y‘" :P"'I‘I" s 9’;‘9"9"'
around 20 years o rebuild the  backdrops. posal. The usual sta- ;’," get up f;’ a “’h g °h""1Y ;
dty. Energy i reclaimed inTwo  ple diet of ordinary ighting stuff. But the other sprites

During thttime, o scien-~~ Crude Dudes by icking the ~ punches and kicks and the backdrops are dumsy.
tist conducted o twisted experi-  seven shades out of cola dis- are available, but SOUND 74%
ment. He coptured some of the ~ pensers. After every four blows,  the best move of all Some good thumping tunes, but
city's mutants and transformed acan of cola is produced. Slurp ~ is the flying kick. v the effect Id have b I’, e
them ino terifying fighting this down and repeat the Twolude 3 chipeillbliovida gl
machines. The Government has  process to increase your ener- Dudes has some nice S \ PLAYABILITY 83%
hired two mercenaries fo kick gy.The Two Crude Dudes hove features — trotting - Two Crude Dudes is instantly
their mutated butts into obliv- all manner of amazing combat along carrying o massive car over your head ready to chuck it playable and enjoyable, especial-
ion. This takes place over o at a group of aggressors is Iy with two players parficipati ng.

great, and ripping up lamp-

posts to bat the rampant punks LASTABILITY 70%
off the screen is a hoot. The Avoid using the EASY difficulty
grophics are big and chunky setting or you'll complete the

and amusingly violent. The only game in no time. Having two
trouble with t i that with a pair players makes it even easier.

TWO CRUDE DUDES
BY

of players in control Two Crude

Dudesbecames sper-asy 0 OVERALL 76%
complete. In fact, it offers A few flaws and a bit rough
maybe an hour of excitement on around the edges, but Two Crude
the easy setfing before you find Dudes should go down well with
yourselftaking on the mad pro- most beat ‘em up fans.

fessor ot the end of the game.
G Iz
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Itimate tiger is based on

rather old coin-op called
Tiger Heli, that made its mark
sometime in the late eighties.
After several conversions o
most formats, it appeared as
Ultimate Tiger on the
Megadrive in mid 1991, resem-
bling other games like Twin
Hawk, and Vapour Trail. The
vehicle makes litle difference to
the game type, as Ultimate
Tiger is one of that most famil-
iar of genres, the vertically
strolling bloster.

You pilot an apache attack
helicopter through multiple fer-
rains, against  formidable
array of enemy weapons. There
are the familiar tanks, planes,

Ynu're Luc Devreux,
Vietnam soldier brought back
from the dead by the
Government fo be the ultimate,
mindless, killing machine.
Unfortunately, a fechnical cock-
up brings back your memory
and that’s where the trouble
starts. You must escape the
dutches of the psychotic
Sergeant Scott who you killed in

ships and fellow helicopters
spewing bulletry all over the
shop. Over land and sea, later
levels vary the ferrain, but not
really the action. Expect only
more of the same, but wilder,
and maybe with a side-salad of
large boss machines.

Your tiger heli is a bit
lonesome on the preposterous
mission, but things can be
evened up slightly with the spe-

L
B

cial weaponry, collected from
pods found in the smouldering
remnants of ex-foes. Strop these
on to achieve a variety of useful,
if not startling effects: losers,
twin-fire, four-way and rockets.
Also, the helicopter carries
limited supply of mega bombs,
that look very tasty when they
destroy vast chunks of opposi-

tion.
Tiger Heli isn't original by

any streich of the imagination.
The game idea and execution
mirrors that of many others in

Megadrive games: competent
but not over-exciting. It's in the
ployability stakes that Ultimate
Tiger fares best. The levels are
busy, challenging and bullets fly
everywhere. Good stuff, and
worth buying if you can track
down an import copy.

and this plotform romp around
a selection of , hazard-laden
landscapes s you doing just

the war while he that.

wos wiping out Before it's

an entire village. —r’))))@ 100 late.
Justyour . - This

luck, the Sarge i % .. 1% isroughly

gets resurrected the plot of

as well AND remembers who the movie, but in reality

wos responsible for his untimely
demise — he’s out to get you

n
uwnsal'mn
ACCOLADE

MF
GAME DIFFICULTY

Universal Soldier is nothing but
a poor platform shooter with
absolutely no originality. Each
of the dozen or so levels is noth-
ing more than a romp through
amaze of brick-buildings and
forests, with the inevitable con-

frontations with ludicrous boss-
es, like a giont Dolph
Lundgren!

The char-
aders corry
pulse rifles,
which may be
powered-up to
fire spread bul-
lets and losers.
Another neat
trick is the sol-
diers ability o turn into a spin-
ning, pointy cog, that rampages
through dangerous areas. A
power that wos strangely absent
from the movie.

Universal
Soldier is a
shocking sham-
> blesofa
# Turrican done
(another
Accolade
game), and it's

inept in the extreme. Even judg-
ing the graphics and gomeplay
on their own,
they're
awful: indis-
find, ll-con-
ceived and
laughably
incongruous.
— check out
the giant
bouncing
Dolph Lundgren, and Sol's
"buzz sow” party trick. The levels
are bland os can be, and crappy
collision detection makes even
the meagre gameploy annoy-
ing. Fortunately, it's ol over
very quickly and | fnished
Universal Soldier in n after-
noon. This isn't even Turrican 2,
it's basically large chunks of
code from Turrican 1 with
tart's makeover.

RICH

Abom slomlnvd for a game ul this
type. The usual opions.

GRAPHICS 70%
The graphics are close to those of
the Tiger Nle'yh :’Ilm‘ld!' game —
exceptionally sharp if not too
defailed.

SOUND 7%

Big booms and bangs and other

mmpﬂum sounds of battle, all
backed by finny arcade funes.

PLAYABILITY 85%
As a blast, the simplicity and
demanding action is an instant
turn on. Hos aged well in the
play stokes.

LASTABILITY 74%
Although Ultimate Tiger is quite
hard, the basic nature of the
game reduces any long ferm

appeal.

OVERALL 78%
Those nostalgic for the golden
age of vertical blosters will shed a
tear for this good little blaster.

PRESENTATION

A completely useless options
screen, and the game presenta-
fion is mﬂ\mn like the film.

GRAPHICS
The choracter
like Turrican ant

is poor beyond be

SOUND 78%
The music exceeds the standard of
the game and the sound effects
aren’t bad either.
PLAYABILITY

Easy to 1 et into and a good
enough blast until you realise
that you've literally seen it all
before.

57%

58%
resenting Luc is
mmhmg else

56%

LASTABILITY 44%
Anyone who finds themselves
compelled to finish the game will
be disgusted as the end sequence
is so disoppointing.
OVERALL 45%
A particularly good example of an
awful game. There are dozens of
games that are far superior.

s
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fter the kidnapping of a

beautiful princess, someone
hos to get her back, and slay the
evil wizard responsible for the

deed — Wardner. This is a cute

platform game, with our lad The obligatory end-of-level
jumping and shooting his way guardians take their bows,
across each level. ranging from the dragon on

level one to the necromancer on
the final stage. Wardner needs

special tactics to defeat each
‘monster and cannot rely on fire-
power alone.

Between levels there’s o

shop which gives Wardner the

 opportunity

able.

Although it features graph-
ics that are a little fuzzy in
places, this conversion of the
Wardner coin-op is superb. It's
got more levels and new chal-
lenges that weren't even in the
original woin-op, and very chal-
lenging and enjoyable game-
play, s long as you don't use its
pile of continues. As with a lot of
Megadrive games, there are far
too many continues, and they
allow you fo finish the game
very quickly. Wardner may now
look dated to platform fanaics
raised on more recent fare, but
the gameplay is pretty ever-
green.

‘planning fo protest against van

the Great". When you know

where they're going, select the

‘TRAVEL menu fo lounch into the
ether.

oor old Carmen Sandiego.
She's a victim of a society,
cast out os a pariah. So she.
assembled a cartel of fime-trov-
lling criminals to wreak terrible

vengeance throughout the Agency and it's your job’

space-time confinuum. You orea  fo put a stop to her and

time cadet of the Acme Defective ~her gang.

The presentation
of Carmen Sandiego is
simple. The main dis-
play is taken up by the
chronoskimmer's con-
trol panel, with o small-
er sensor of your sur-
roundings on the side.
Menus ore selected
which allow you to question sus-  tricky as they have the whole of
pects, compile evidence and set  space and fime to hide in.
course for your next destination  Luckily in each place locals tell
Finding each villain is you things such as “He was
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though. Carmen
Sandiego is huge,
for sure, but each
case is much the
same. Still if

- brain exercising is
your thing, you won't be too dis-
appoil

:Lv’ ricky, ond there ph":id
s ricy gome, are
nasty surprisesfo colch out unwory plaers.

LASTABILITY 76%

e
 some |

l'ivhui‘un-?luinu i

ITATI

T S ]

PRESENTATION %
No options, and the game i only played on one.
screen!

GRAPHICS 52%
Not much variety, but there are set graphical
pieces for each country and time zone which look
quite pleasont.

SOUND 35%
Hardly any o oll, and what there is isn't too hot.

2%
e o gl it
belprerslmsle e



Pnnrold Wonderboy. First, his
girlfriend gets kidnapped by
an evil demon, then o dragon
king threatens fo destroy his
peaple. Now he’s got back to his
village to find it's been overrun
by evil monsters from the north!

Still he's stil got all his
sword-swinging platform-jump-
ing abilities intact, and you can
be sure he'll be using them to
their full extent in this, the fifth
instalment of the Wonderboy
saga.

Wonderboy now has the
ability to converse. Tolking to
people around the village is as
essential fo his progress. For
starters, there are many shops.
along his travels which allow

Rndmg into the distant post
is the Soccer tournament in
Italy that was World Cup 1990.
It harbours fond memories of
Scolacchi, aying Gazza,
Valederamma, Roger Milla and
the Colombian goalie who liked
playing mid-field. Does this
game capture that atmosphere?
World Cup Italia "90 can be
played by one or two compei-
tors, and is divided into three
sections. The World Cup is the
main event, with all six groups
represented. Each team has
individual strengths and weak-
nesses, but some are stronger
than others. However the teams
are represented on the pitch by
only eight players each; this is

WORLD CUP ITALIA ‘90
BY

him to equip himself with far
better gear than the stuff he
storts with. Then there are
important dues to the where-
abouts of items, spells or people
of importance. The simple rule
is fo talk o everyone.
Wonderboy's other new

skill is his mastery of magic.

Wonderboy has learned fo cast
a number of spulk The first

probably a good thing, as the
pitch is very small indeed. An
arrow shows which ployer is
“on” the ball.

While choosing a feam, it's
possible to check out their stats
The four statistics that are
shown are: Offence, Defence,
Speed, and Kick. These are
rated out of five, and Brazi,
Argenting, ltaly, and the Soviet

done to the youngster and
Return is a special spell whose
use only becomes apparent at a
laer stage in the game.
Although the graphics
aren't brilliont and the sound
falls woefully short of the stan-
dards you'd normally expect
from the Megadrive, Wonderboy
in Monster Land is both “'MI::

Union are among the best
teams to choose.

There's a penalty shoot-out
option which gives you the
chance to take on the keeper in
a one-on-one showdown.

The graphics are all right,
but why only eight players per
team, and why such o minuscule
pitch? The control i appalling
and awkward, with no easy way

game's enormous size fo give
massive depth of gameploy.
There's tons to discover, and the
game’s many original features
and novel concepts keep you
playing just to see what's
around the next corner.

If you've ever ployed
Nintendo's Zelda games you'll
be pleased to hear that this has
the some sort of unputdownable

appeal. | wos engrossed unfil
the very end of the gome and |
enjoyed every minufe.

of making the nearest ployer
chase the ball. When possession
is gainad, however, your oppo-
nent stands next fo no chance of
halting your progress. The heart
of a good football game is the
control, and the way that con-
trols can be finely tuned with
your growing skill. A football
game that does not reward skill
easily is no football game at all
— and sadly, that's the cose
here.

JAz

PRESENTATION 80%

No options, but the in-game pre-
sentation is excellent.
GRAPHICS 3%
Chunky, colourful sprifes and
backgrounds. The scrolling is
smooth, but the animation is
poor.

SOUND 53%
Oh dear. The fune is feeble and
pathetic fo say the least, and the
effects follow suit.

PLAYABILITY 87%
Absorbing and involving puzzle
elements make this instantly
interesting.

LASTABILITY 90%
Some of the puzzles take a bit of
work to solve, and there's enough
of them.

OVERALL 88%
An interesting and intriguing
meld of puzz?e, role-playing and
platform action which should keep
Wonderboy fans happy for weeks.

PRESENTATION 67%
The starting screen is fair, and the
team selection screen is rather
jolly.

GRAPHICS 52%
Nice presentation screens, but the
in-game graphics are gaudy and
confusing.

SOUND 47%
Whistles, cheers, and other spot
effects — but they're very tinny
indeed.

PLAYABILITY

Don't expect to play this lon
the night — it's irritatingly
wlt fo control, and not muth n.

LASTABILITY

The frustrating controls and mﬂf
playability result in this getting
the red card and an early bath.

OVERALL 51%
A very poor effort that's disap-
pointing in the extreme . Get
Super Kick Off or J-League both
of which are superior football
games.
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ollowing the success of Castle

of lllusion and Quackshot, it
seemed sensible for Sega to
place Mickey and Donald
together in @ game. The result is
a highly memorable platform
outing set in the World of
llusion.

The adventure begins
when the two chums are practis-
ing their magic routine. A
strange cabinet zaps them to a
topsy-turvy world. Only by
reaching the castle, where an
evil magician awais, can they
bargain their woy back to the
real world.

Each of the levels features
asubtle variety of platform
action. Both characters can run,

WORLD OF ILLUSION
STARRING MICKEY
AND IIOI IALD

but if another player wants o
join in, he can choose fo fight as
any of the eight opponents in a
one-off battle of biceps.

Bruce begins the tourna-
‘ment as a relative unknown,
and o get onto the dircuit he
first has fo beat Mohawk Kid.
With The Kid out, you can then
choose Bruce's next opponent
from one of five who come from
all across the USA. Beat this
gang and you've made it to the

WRESTLE WAR
BY

MICKY MOUSE IN g4 .

WORLD OF ILLUSION %5 ¥

jump and swing their capes at
enemies. Other powers are
revealed. Both carry ropes fo
pull each other up, and Mickey
can pull his fot chum Donold
through narrow areas. Further
co-operation allows them fo use
see-saws and railroad rides,
making the game great fun in
two-player mode. There are

is beaten,
Bruce finds himself in the final
‘with only Grand Kong,
America’s hardest wrestler.

your opponent and pressing the
button quickly o gain control.
After that. the joypad opens up
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also two single player games,
one for each character, both
featuring a different selection of
levels.

The emphasis throughout
is on variety and visual effedt. In
the space of five minutes the
player moves through jewel
mines, flies on o magic carpet,
swims in rippling underwater

cavern and rides on a cham-
pagne cork os it soars through o
starry sky. There is no other
Megadrive gome which s such o
feast to the eye.

The sound is also brilliant,
suited to the mood of each level.
Gameplay-wise, everyone will
love Mickey and Donald, but it
is a bit too easy for older play-

ers. This is squarely aimed
at the kids' market, but it's
@ game that no younger
ployer should be allowed to

‘more options fo you, like slams, o his body or pin him to the
rope throws or headlocks. If you  floor. Keep him down for a
find of the f th d you've won
ring you can pick up a chairor  the match.

even something that looks like The fighter graphics are
o moneybox and brain your really great and the animation
‘opposite number with it. On the is quite dynamic — the

other hand, if your opponentis  wrestler's eyes look like they're
on the floor, the three buttons popping out when you whack
provide three options — help them in the guts! There isn't 0
him up (by the throat), stomp vast amount of skill involved in

the gameplay, success being
more down fo button-bashing
speed than anything else but
although the control system will
more than likely break either
your wrist or your joypad, it all
‘odds to the frantic fun. The pre-
sentation does look a fittle
ropey now, compared with
Acdaim’s WWF, but any tussler
should get off on this.

RICH

PRESENTATION 95%

Everything is immaculate, from
the cartoon intro to the multiple
game options.

GRAPHICS 96%
Backgrounds of astounding detail,
and animation that matches the
fluidity of the actual cartoons.

SOUND 91%
The Megadrive sound chip is
pushed to provide an array of
chirpy, dreamy and cheesy tunes.

PLAYABILITY 94%
Totally absorbing, because it feels
like you're playing a cartoon.
Clever dual player interaction.
LASTABILITY

Players with experience may get
annoyed when they plough
through most of World of Illusion
quite early.
OVERALL 92%
A phenomenal platform game
that sefs high standards, but not
in the difficulty stakes. An ideal
children’s game.

PRESENTATION 76%
An easily accessible options screen
and good single or double player
options.

GRAPHICS 74%
The playing area isn't given much
screen space, but the graphics for
the fighters and all their moves
are spectacular!

SOUND

Lots of sampled grunts, cheers
and announcements.

PLAYABILITY 9%

The control system is quite easy fo
get fo grips with, the game is
great fun for two players.
LASTABILITY
Long-lasting fun in two player
mode, and the tournament should

75%

take some winning!

OVERALL 76%
An old but reasonably enjoyable
wrestling game. Not as good as
WWF Wrestlemania but worth a
shot if you're a fan of the sport.




Wresilinn has gone
Hollywood in a big way,
and suddenly the wrestlers are
teen heroes again. You can see
the similarities — the costumes,
the complete nutters involved,
and hear oll the grunts. But now
we are gripped by
Wrestlemanio, and it seems
there's a new pizzazz fo the
canves ring.

Now's your chance o get o
slice of knee-rending action
with Acclaim’s 8-man circus on
the Megadrive. Play any of the
bona fide trademarked
wrestlers in individual, tag or
tournament format. But watch
that dicky elbow, ooyah!

One of the best wrestling

o would have thought that

evolution would give
human beings superhuman
powers? That's exactly what's
happened in the X-Men, the
best-selling comic of all fime.
Most people would happily use
these powers to stop crime and
save the world, but not Magneto
and his bunch of crazed
mutants. Luckily, the X-Men
have always been of hand to
heroically save the day from the
forces of evil.

However, Magneto has
taken control of a sophisticated
satellite. With this device
Magneto's sent a powerful virus
into the X-Men’s Danger Room
computers. This room i  holo-

presses in addition fo those
offered here. Playing tag and
survivor games is fun, so why

loughs is a fag event, when each
player selects two characters
each. It only takes one pin to

the ring at once, the rules occa-
sionally are bent, when some-
one’s about fo get counted out!

end the match, but weakened The range of moves is fine, didn't Acclaim didn’t boost the
ployers may escape by ‘tagging’  with more complex ones rightly  game’s lusting interest with
their ally who waits ringside. taking a bit of time to master, some more options, because

but I would have liked some
more spectacular throws and

Although it’s illegal for both
members of the feam to be in

they are pretty limited. Some
skill levels, and a proper ‘circuit”
ould have
been added.
That's the over-
all impression,
of a fun wrestle
game (the best
on the
Megadrive so
far) which could
have been sup-
ported with

become real — and the X-Men
are in mortol danger!

The X-Men comics are all
about teamwork,
something which
this game attempts
to emulate. A two-
player mode has
been induded which
allows mutants to
fight the menace of

Magnete together. Should an X-
Man be separated from his col-
league, he can call upon Jean
Grey (the X-Men's telepath) o
teleport the otherwise doomed
lod back to safety. Funnily
enough, using two players actu-
ally makes the game even hard-
er than it is already!

But comic fans are going fo
be disoppointed — each hero’s
special power hos either been
completely watered-down. | get
the feeling this was based more
on the forthcoming cartoon
series than the comics. The
game itself, however, is great
The backdrops and sprites are
oll superb and the gameplay is
compelling because it's so damn
tough! I've spent ages trying to
crack the Excalibur level and |
still can't do it! Sega have got a
real winner with X-Men.

RICH

graphic environment that allows
the X-Men to hone their skills.
However, now the threats have

PRESENTATION 76%

Nice selection screen, and the MC
palaver is okay. A serious lack of
opfion support, though.
GRAPHICS 7%
Animation and sprite definition is
above average — just. The same,
unchanging ring and backdrop
makes ﬁle game appear dull.
SOUND 80%
A wee tune for each character,
and nice in-game speech and
effeds.

PLAYABILITY 83%
A not foo massive range of moves
has the benefit of making play
quite simple fo begin with.
LASTABILITY

Two players is a good laugh. But
the lack of moves makes the
game quite ‘samey

OVERALL

Not as good as it could have been,
but if you ever wanted fo be The
Ultimate Warrior this is the game
for you!

PRESENTATION 78%
There are character stats of each
X-Man, taken directly from the
officiol Marvel guide book.
GRAPHICS 88%
The sprites and backgrounds are
well-defined and faithful to the
comic strip.

SOUND 84%
There's a good deal of atmos-
pheric music which helps enhance
the game no end.

PLAYABILITY 89%
X-Men is very easy to get into and
extremely addictive. The two-
player mode adds a new dimen-
sion to the game.

LASTABILITY 87%
There are only six levels in total,
but things get EXTREMELY tough

on level three.

OVERALL 88%
Another fine Marvel comic makes
it to the Megadrive and it's pretty
good! Well worth adding fo your

collection.
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.~ MEGADRIVE REVI

ose evil Xenites have come i 2
up with a dastardly plan for i \ PRESENTATION 65%
universal domination! Their Afew options on the fitle screen
new blueprintfor cosmic - ] to tweak, but the actual presenta-
iy Wl i g .- \ tion is quite dull
the heart ofthe Earth Empire by o el - s
blowing up massive bombs GRAP
throughout the planet's post been anniilated, the Xenon ~of the bosses are well smart, graceful considering what the Stylish graphics spoiled by |ud
history, thus making it an easy  ship is instantly warped to although fo fell the truth there  Megadrive’s hordware is capa- dsry wolllng
torget in the future. To give Crispin’s Laser Death Shoppe, are plenty of better looking ble of, and even worse is the 54%
their dangerous scheme an even  where weapons are both bought  shoot ‘em ups on the Megadrive  fact that there are only five lev- le B b the Busé Megablst
bigger chance of success, they've  and sold. Vlmdlomhnunh these days. els to the game, so if you can be h Sudl ,9“;;‘ g0l udﬂl
also deposited massive I Crispin's prices However, the worst thing  bothered you con finish it in eme fune is rather poor and the
spewing fores fo guord the Iy high and he doesn' pay about Xenon 2is that, compared _nextfo nofime. The weedy ren- sound effects are dull.
bombs. ‘much for second-hand gear. fo just about every other dition of Bomb The Bass" PLAYABILITY 66%
During the game, cash is This was originally an Megadrive blaster, if's reeeally  Megablost which squeaks away There are loads of weapons fo
instantly added fo your bank Amiga shoot ‘em up released in ~slow. The controls are sluggish,  in the background just adds s s e
account by blasting entire attack 1989 and although it was head the scrolling s jerky and the insult to injury. Give it o wide play I' | gﬂ epiny
waves or blowing up multiple  of its time then, if's certainly bullets move so slowly up the berth is my advice. .“""."9 ly slow an U""“F”IS;LW
hit meanies. After a boss has showing it's age now. As you sareen that it's very difficultto ~ JAZ if you're used to something Ii
can see from the pics,Xenon Il actually hit a moving orget Thunderforce IV.
certainly looks okay, and some  with them. This s all pretty dis- LASTABILITY 57%
There are only five levels, so steer
dlear of the EASY level which is
3 way foo easy.
=N OVERALL 59%
lislislis : It might have been good four
TRy years ago, but Megudrive players
cnn t a lof more shoot ‘em up
for their money these days.
———
—_— L T N
Belluyed! After sihgn'i'nq(:“ - N
peace freaty with the T RERASTRAR: TR
star pirates, the Alliance of / q \ PRESENTATION
Pleasant Worlds setabou build- /3 /] A 8% >
ing eight space stations with the F Plenty of options and some great
help of their new-found confed- o introduction screens, which are
erates. But os the eighth station f ly plastered with
reached its orbit, o bomb secret- Japanese fext.
Iy placed aboard by CATS grabs any small enemy nearby picking up the same pod contin-  Toaplan game) is great, with
exploded detroying tuterly! and neutralisesit. I isthen ~ uoll increasesthe ntensityof  some prefy decenteffetsand GRAPHIS  ~  87%
Moments beforethe station  locked on ot front ofthe ~ the ftock. brillant unes. Bt i’ usually As well as the terrifcintro
exploded, its optain monaged  Zero Wing in a tasisfeld, Considering the (very) the dificully level of o game screens, Zero Wing sports some
to reach his Zero Wing starfight-  where it ad's os a make-shift tired genre, Tooplan have come  that either makes or breaks i, great-looking sprites and back-
erond lounch it. His mission s forward shield. By reversing the  up trumps with o game that has  and just ike Hellfre, Zero Wing grounds!
now to avenge his betrayed power of the beam, the “shield” is something of a tough mutha SOUND 85%
comrades, and bring CATS to can be propelled forwards fo — even on the lowest difficulty
justice — dead or alivel destroy another enemy! satng. oifis il spils The sound effects are fine, and
Mounted below the Zero Other pods can be picked and o high death count you're the background tunes vary from
Wing's cockpit s a tractor beam  up by the computer fo add extra . o after, look no further than Zero ‘g00d” to “real good”!
projector which, when adtivated,  firepower. The colour of the novel, if not amazingly . Wing! PLAYABILITY 85%
< pods U< e BE e o Pl.llnys much like nhlor of 'l;rher
aTngeesao shoot ‘em ups, it has sufficient
n“.!"“ g’y | innovative touches.
AN H e LASTABILITY
4 g e, Not as easy o complete as other
: . P Megadrive blasts, but even when
k & - you do there are sfill secrets.
] B T OVERALL 87%
<+ - One of the best Megadrive blasts.
* ® Well worth saving up for!
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ake 1o the skies in your F-15 - — - - .
jet fighter in this Myegu-(D — - " PRESENTATION 4a%
shoat ‘em up which looks not ﬂuﬁﬂ“u?i@ EBU AN N TR HHH Fair set of options but the worst
unlike G-LoC (which as you may 248 H'A 4 Mega-CD intro you'll ever see in
remember if you've read the 7 yoirlfe:
Megadrive reviews, is available =5
on cartridge). Once airborne you = 4 i
get a limited amount of ime fo_required as there should be and you end up shootingjust  that the final nai in the cofin is Abit of sprite rotation and expan-
toke out a particolor number of  because playing this gome about everything thot comes ot~ the hopeless music and sound sion but the sprites and back-
targets with your auto-firing would be easy for a dozed you. Even the graphics are pret-  effects, but | wouldn't want to gro«nds themselves are terrible.
Vulcan cannon and heat-seeking  omoebo. There is hardlyany  ty poor. The Mego-CD's sprte_ neglect teling you about the
missils. Tanks ond planes zip pulse-racing action, mainly rolation ond expansion hord- piffully bad inro sequence, “
past your nose-cone in speedy because, with your automatic ware is used for the 3D effect, which depicts an aircraft resem- A”“ -
sprite-scoled 30, shoofing real gun firing you can just, well,  but the sprtes themselves ore  bling one of th failed Aifix kit
bullets which threaten foput ~ wobble your plane around o it really badly defined. I would soy | constructed when | was six pu AIII.I‘I'I 39%
holes in your nice ueru_p\nne This is the Soﬂ of scmi—pluyuhh... for a cou-
unless you employ a bit o eva- : 5 5T ;ue:; u(lllln'l;:‘le = E Fninules Bacigca the ﬂum
sive manosuvring. -
Mind you, thre's not that < the sheves, ond if e all "“I"I'";%""h
os much evasive manoeuvring | you want 1o play consists solely of wobblin W“'
- an Afterburner plane around fo nail all
PSR | oncoming hostiles.
h:nev off h‘uyinq LASTABILITY
e ot Saoasyundsocrupﬂwlywllbe
ubsbes Rl | close fo Death By Boredom ffer
ridge which is "
il beter. non ‘;'Em';ﬂ:"- -
0
Grooh! One of the most dismal
Mega-CD games in the world. Buy
it and you'll regret it forever.

40%
music and mediocre

Bntmun Returns — returns! 2 \
Here we have Sega's iffy

PRESENTATION 85%
plotform gome which appeared Don't full-mofion video
on cartidge (Phoo! Smely!) extradts from the film, but the
acompanied by an absolutely upmns are u.r,gllem and there's

D
amozing 3D driving game sprite rofation

(Hurray! I'm so happy!).

The way it all comes um! expunsmn in the cut-screens.
together is like this. In the nor-  of these levels there’s some kind flick of the options you can opt this, each with six really chal-
mal game mode you ploy a cou- of giant bossmobile which takes 1o play only the Batmobile lev-  lenging stages, and in the later
ple oflvels o he swinging, ~ heaps o hisbefore it runsoff el,which s more than enough  ones you trade inthe Baimile :mm’;:f“’"’&t 5:‘::""“
jumping Bat platform game, the road. of a game to keep you going. for the Bat Ski-Boat which you éfonichi
smacking the Penguin's hench- The platform bit is The Mego-CD sprite hardware is  have fo pilot through the sedion s astonishing!
downs and Miss Catwoman, untouched, and it's still frustrat-  used to produce high speed Gotham sewers avoiding crazed SOUND
then you dimb aboard the ing with really grainy graphics.  grophics of almost arcade quali-  penguins. It's all astounding, Ace music and effects. Even a few
Batmobile and drive the But forget that, because witha ty and there are five levels of and it makes this one of the best snu‘khos of sﬂ”d‘
Gotham highways o your next Mega-(D
destination, machine gunning gomes 94%
down skeletal bikers and other available! 'gnnre the plmform bit because
motorised hazards. At the end Don't miss e dvmnn section is bnllmnl

it!

) b el oy g e Mt
if you get bored with the driving
yml muld always try the platform
OVERMl 93%
Uses the Mega-CD hardware to

produce a really stunning game.
iusl ignore the crappy pl
its,

]
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ntelligence reports from

Terran outposts warn that m PRESENTATION 85%
ormies of masive robotsare Excellent bottle computer screens,
invading the solar system, their J 7 loads of options and a decent ani-
goal being the subjugation of n j - mated intro.
the entire human race! These
monsters are foo powerful fo g.‘dmlnsl iy Botkd 83%
take on with the most heavily-  the story offto a good start. The  gravity conditions and so on. have about five moves ot their gl bl LA Sl )
armed aftack ships, so you have  other in-gome presenationis  The graphics re quite good ond  disposal. To make things even and smart robot sprites. Isa
totake the controls of a giant ~ really good to; the combat com-  the danging, smashing sound  more dull the opponents are shame there's not a bit more vari-
combat droid and take them on  puter displays really do look effects of battling robos are equally limited in their combot ely in the robot designs, though.
af daw-to-claw combat! like combat computer displays,  excellent repertoires, and you can beat SOUND 75%

The idea of beat ‘emup  and there are a range of The rouble is, the game- ~ nearly all of them using only Great e
starring robols is a prefty good  options which let you pracice play is not very interesting ot one move repeatedly. With so anging robot punch-y
one ond, Black Hole Assault agoinst ifferent opponents on L. You ca ploy one of two very il i th way of iferesing sound effects but the musics for-
does look like i's going to be~ different plonels with different  similar robots, both of which ~~ gameplay, even the fwo player gettable.
pretty smart. The game starts mode seems dull, so PLAYABILITY 64%
il Bkt | The rbo gl sem

ok amozing rapfll ol °
e eliges right old robo-du- very imited """"l.’e?‘ﬂ;‘ in the

. ries action being very limited too.
LASTABILITY 51%

It only takes a short while to dis-
cover that it's all a bit boring and

easy.

OVERALL 59%
Sega have missed a potentially
good opportunity for an unusual
and action-packed beat ‘em up.

S ——

he celebrated dolphin simu-

lation comes fo your Mega- PRESENTATION 84%
(E’,;"hzl,l ::,:'0,'::;‘,";::::3 Pleasant, but _shm‘l, cartoon infro.
g Not many options, but overall, the

seven new levels and some eerie ! I
D music. As in the original, you game has a polished look o it.

find yourself in cetacean guise, GRAPHICS 93%
pondering the problem of where Amazingly detailed sprites and
the subaquatic heck that myste- ing, and even using his built-in thanks to the wonder = P backgrounds. The animation on
rious waterspout hos spirited sonar abilifies to map his sur- of Sega's Q-Surround B superlll
your dolphin mates to. Finding  roundings. The control method  sound technique. ¢
out means swimming oround 30 and the animation on the Eco  Backing all this up is " SOUND 96%
levels of seascape, using his sprite are amazingly goodand o superb game, com- 2 Excellent D soundtracks, with the
high-speed nose charge attack  they contribute o the gome’s  bining challenging benefit of a simuloted surround
to fight off unriendly fish-types,  superb feeling of realism. Not  exploration and puz- . 2 sound effect. Plug in the hi-fi and
and your high-quality brain to only that, the background 2le solving in @ most 411 you could almost be there
get through many a puzzlesome ~ graphics are superb, as arethe  unusual and com- 2
scenario. splashy sound effects and the pelling setting. 4 PLAYABILITY 2%
Ecco does allsors ofdol-  music— ol sotsof Vangels-ish The only shame is that levels instead of just seven. Tremendous blend of puzzes,
phiny things, swimming, leap- racks which, if you've  more wasn't made of the (D Having ployed the original exploration and action which will
i connected, seemto  aspectof the gome. Seeingos  game all the way through, | get you hooked immediulely
loom out of the speakers ot you, just about every Megadrive found myself going through the
ownerhas  mofions ol over again for much [ LTI LS
played the  of he fime | vas plying i Thirly intriguing levels wh"h
0 cortridge Having said that, Ecco is keep you burning the midnight oil
versionit  definitely one of the best Mega- for months.

would (D games around, and if you're 0
have been  one of the few who didn’t com- OVERALL ,936
icetosee  plte the orginal, ifs an Atremendous (D gome. i'sa
agame obsolte must. shame it's so similar to the origi-
mad up of nal though.

complete-
Iy new

EXCELLENT
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Mike Haggor, the ex-wrestler
Iwho became the mayor of
Metro City, is having trouble
with the nasty Mad Gear gang,
who are trying to bribe him into
overlooking their nefarious
trading in human souls. Being
an honest bloke, he has turned
down their offers and has been
rewarded by having his lovely
daughter kidnapped!

Haggar decides that
enough’s enough and chooses
fo take to the streefs, using his
wrestling skills to subdue any
Mad Gear hoods who cross his
horizontally scrolling path.
Helping him rescue Jessica is
her boyfriend, the street fighter
hunk, Cody. Also joining the

ey! Over here! Fancy driving

the second fostest rood car
in the world? Of course you do,
except you need £350,000 o
pay for a real Joguar X)-220, so
this cheaper Mega-CD simulo-
tion option is much preferable.

You can take your 220

mph racing machine around two
sets of tracks in this game, 16 of
which are based on real grand
prix circuits with another 16 set
in different countries with local
scenery fo fool you info thinking
you're actually abroad. Driving
is simply o matter of keeping
your finger glued to the acceler-

ator button while deftly steering
around bends, but make sure
you beat the 30 other competi-

| WA, F1

crusade is Guy, a streetwise
ninja-type, hard enough to get
away with wearing orange pyja-
‘mas in public.

Along the way, there are
plenty of barrels, crates and
telephone boxes to smash open.
Inside are all manner of good-
ies, induding money, food and

weapons, such as pipes and
swords.

Final Fight on the Mega-
(D s incredible. This definitive
beat ‘em up has all the features
of Capcom’s classic coin-op
which means that oll three char-
acters are here in the best
simultaneous two-player fight-

HASGAR =0
S LHONS

ing action on any machine -
apart from Street Fighter II, of
course! Even on EASY difficulty
setting this conversion is mighti-
ly challenging, the screen
resembling the London
Underground af rush hour, it's
so packed with sprites for the
killing! As you'd expect from
(D, the sound tracks are
& dlick and groovy rendi-
tions of the arcade orig-
inals - in fact they're
better! Likewise the
sound effects come
blasting from the speak-
ers with fantostically
sickening, over-the-top
duplications of fist
against bone and knife
into arm! If you're after
some hard-core beat
‘em up adtion you con
hardly buy better than
this!
RICH

tors to the line or you'll never
make it to Super Driving
Champion Hero Of The World.
Better than the thrill of
beating 30 simple-minded com-
puter drivers is that of beating o
real, live human, and to thot
end, the programmers have
included a split-screen two ploy-
er option. This is definitely the
best way to play this rather jolly
game. It's not amazingly good

(actually i's not a million miles
per hour better than Lotus
Turbo Challenge on cartridge),
but it’s fost and pretty playable
and there are a few little bonus
features which spruce it.up,
things like the in-car stereo
which lefs you select the in-
game music before each race
There's also an easy-to-use
track editor which lefs you cre-
ate your own courses and save

them to Mega-CD memory for
later enjoyment. On the whole,
though, the Mega-CD hardware
isn't used fo any massive extent,
and even the roadside sprite
exponsion isn't parficularly
good, certainly not as impres-
sive s the effect in Batman
Returns. But hey, as long as it's
good fun fo play (and Lotus
Turbo Challenge IS good fun to
play) who cares? Not me that's

for sure.

RICH

D REVIEW S

™
PRESENTATION 92%
A smart intro, and plenty of
options o tweak as well. The
bonus timed level is a welcome
addifion to the game.
GRAPHICS 94%
Amazing backdrops and sprites
that are nigh-on perfedt replicas
of the arcade originals.and the
animation is fab.

SOUND 94%
Abrilliant range of smacks and
thuds back the proceedings, along
with awesome (D soundtracks.
PLAYABILITY 96%
Highly addictive beat ‘em up
action. It really is like having the
arcade machine in your bedroom!
LASTABILITY 94%
Seven tough levels on four diffi-
cwlty levels and a duel-like timed
game to add to the interest.
OVERALL 95%
Final Fight CD rules supreme as
the ultimate combat game on any
Sega console.

| ——

PRESENTATION 89%
Lots of nice presentation touches,
such as the in-car CD player and

the track builder.

GRAPHICS 81%
The cars are a bit square, but
that's more to do with the shape
of an YJ-220 than anything else.
The 3D effect is fast and smooth.
SOUND 80%
The CD contains some funkyish
rock soundtracks and the sound
effects aren’t bad.

PLAYABILITY 88%
Good and fast, which is just how a
race game should be, and the two
player option is quite a laugh.
LASTABILITY 85%
Not much variety between races,
but the two player mode leads fo
long late-night sessions.
OVERALL 85%
A smart racing game, though one
can't help thinking that the Mega-
(D is capable of something a bit
more spectacular.

S ——)
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s conversion of a smash hit
arcade shoot ‘em up goes
one stage further than most. As

well as putting the coin-op’s
gameplay, soundtracks and
graphics on a (D, Konami have
adtually induded a light gun in
the Lethal Enforcers package.
The idea of the game is
that you play a member of an
elite police force trained to deal
with hi-jackings and other
super-dangerous situations, not
with negofiation but with sharp
shooting! So, as soon as you
arrive of the scene of the crime
you find yourself under attack
from dozens of gun-toting
hoods who jump out of hiding
vith their guns trained on you.

liens have infested an

American country house,
where o gang of high-spirited
teenagers are holding a slum-
ber porty. But os the evening
progresses, the kids start...dis-
appearing!

The Sega Covert Adion
Team are onto the aliens and
have installed traps and cam-
eras (which give you
a full-motion video
view of what's hap-
pening in each room)
then put you in con-
trol. So, you have fo
keep an eye on the
portying kids, and
also watch out for
wandering aliens. If you do spot

ENFOR."RS

The sensible option s o point
your gun at them and pull the
trigger before they open fire.
Unfortunately, there are inno-
cent bystanders knocking about
and when they run across the
screen you mustn’t shoot them
o there'll be trouble (and
points penalties when the scores
are totted up at the end of the
stagel). The other thing you
have to worry about is keeping

your gun loaded because it can
only fire six shots before you
have to reload by poinfing your
plastic gun off-screen and
puling the rigger.

There are five levels of
this, each comprising between
three and five sub-sections. At
the end of each level there's o
supertough ‘boss’; in one level
it's a guy with a rocket launcher
in a helicopter, in another it's o

1P _0000S0 CREDIT 2P 0000f

madman throwing knives af you
from a train.

It's not a very complicated
game, being something like
Operation Wolf, but the addi-
tion of being able to point a pis-
tol ot the bad guys really adds o
lot to the enjoyment.

Even better, if you can
afford to shell out an extra
£12.99 for a spare gun, two
players con take part, side by
side, and that really IS good
fun. You can play in double
player mode with only one gun,
but this lumbers one of you with
a joypad-driven gunsight which
is much trickier fo use. So, if you
want something close fo an
arcade experience you really
need the whole package and
while that's not cheap it is worth
it.

an alin (you'll recogise them
instantly — they look like men

dressed in black overalls with
black boladlavas) you've got fo
adtivate  trap to get rid of
them. But to complicate matters,
the aliens are

also onto S

and they occa-

sionally

change the

occess codes so

that your con-

trols don't

work properly.

You've got fo
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keep this up until all the aliens

have been captured, and natu-
rally, suffering too
many casualties
results in the end of
the gome.

In spite of the
usual graininess
problems, the full-
motion video is very
impressive, and the

way it runs is cleverly construdt-
ed. For example, when the kids
come info the lounge and two of
them head for the kitchen, you

can quickly switch to the kitchen
camera fo see them coming
through the door then eaves-
drop on their conversation in
there. The strict schedule fo all
of the events is a bit limiting
though, because the secret to
success is simply o learn when
there’s going to be an alien
wandering through Bedroom 2,
keep an eye on the clock and be
ready o catch it. But to work out
ol of their appearances you
have to watch what is effectively
a bad movie dozens of times,
ond that can
get tedious.
It's novel and
it'll impress
your mates,
but Night
Trapisn't o
tremendous
game.

PRESENTATION 90%
All the attract screens of the
arcade game. Plentiful gun/joy-
pad options and a target range
sedion.

GRAPHICS 80%
The digitised bn(kgrounds and
'gmvs look good but some of
iem look very grainy.

SOUND 89%
Good arcade music plays from the
(D. The gun sound effects are very
realistic.

PLAYABILITY 87%
It's simple, but if you've got the
gun it's excellent fun.
LASTABILITY

80
Not a vast number of levels, but
it's quite challenging and even if
you do finish it, it's good fun fo
come back fo.
OVERALL 82%
The gun add-ons make this a bit
expensive, but if you're feeling
extravagant this is well worth
buying.

PRESENTATION 90%
The full-motion video system is
well done, even if the acting is a
bit ropey, and the security panel
controls are easy to use.
GRAPHICS 93%
The film action is very impressive
in spite of the grainy pictures.
SOUND 90%
The voices of real actors (well,
realish actors), combine with
spooky CD music.
PLAYABILITY 89%
It's an unusual game presented
very well, so at first it's infriguing.
LASTABILITY 76%
There's a lot fo watch, but the
gameplny is very simple, and you
ave fo sit through the video over

and over again fo gef the timing
of the events.

OVERALL 78%
An unusual and impressive-look-
ing game which lacks substance.

111l impress your mates, though.

S ———
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ile Grond Vizier Jaffor has

beautiful Princess Jasmine
locked in her bedroom until she
sees sense and decides to marry
him. Only a travelling prince
has the guts to save the princess,
but he's also locked up - in the
palace dungeon with twelve lev-
els of platforms, puzzles and
potential pain separating him
from the princess.

Prince of Persia’s animo-
tion is renowned os some of the
most realistic you'll find on any
game system. Here the Mego (D
conversion doesn’t fail to
impress, with the Prince’s move-
ments when dlimbing and run-
ning looking tofally convincing.
Even 5o, this conversion is dis-

BATTERY SAVE
SKILL LEVELS
NONE
TERRIBLE

fyou've played Cobra

Command which came free
with your Mega-CD you'llrecog-
nise this style of game. Road
Avenger is meant fo be some-
thing like one of those laser disc
arcade machines, in which you
control the actions of  character
in a cartoon playing direct from
the disc. As the cartoon plays
you get o a point where you
have fo make your charodter do
something by pushing in the
right direction of the right
instant. If you're timing is right
he pulls off his move and the
game continues. If it isn't, some-
thing nasty happens.

In Road Avenger, you're at

the wheel of a sports car in

ROAD AVENGER
BY

appointing. In spite of the vast
memory space available, the
programmers have only includ-
ed the original twelve levels
and even on those the scenery
graphics are hardly spectacular.
The game’s control method

high-speed pursuit of a gang of
highway bandits who were
responsible for the death of
your girlfriend (hence the
Avenger bit in the fitle). As
explained above, through the
windscreen you get o cartoon
view of the world, and if you
want to keep seeing it you hove
to steer left and right and hit
your car’s turbo button af just
the right fime to get out of the
way of oncoming juggernauts
and other obstacles.

hos always token a bt of get-
ting used to, but for some rea-
son, it's particularly awkward
here. Even after a few hours of
play it remained

frustrating, with moves
failing to come off now and then

causing unavoidable death or
injury. What these criticisms
mean is that while this is a pret-
ty good conversion of the game
it could have been substantially
better on the Mega CD. The
‘most impressive aspes of this
conversion
are the
excellent
Eastern
funes on
the sound-
track and
the smart
title

== % R

The James

Bond driving stuff

you and your poor

cor get up fo is pret-

ty amazing. There's

a bit where you

chase a guy up @

building, then drive

straight out of 0

15th storey window!

Even better is the

bridge jump in which the car
does o ir barrel roll just
like the stunt in The Man With

D full-motion video stuff, ie a
bit grainy. But the cartoon
adion is generally of a much
better quality than that in simi-
lar games like Time Gal. As o
game, it also lasts much longer
than Time Gal, but even though
it takes a while to beat, once.

carfoon you've seen the full adventure

grophicsin  the game doesn’t have much fo
Road lure you back to play through it
Avenger all again.

look like RICH

most Mega-

65%
Epic opening sequence and plenty
of options, but frustrating restart

points and dismal wmro?s.

GRAPHICS 74%
Excellent animation, but uninspir-
ing, samey backdrops.

SOUND 2%
Atmospheric music and reals
speech. Not many sound effects.

PLAYABILITY 70%
Good range of moves with good
responses, hooked fo an awkward
control method.

LASTABILITY 75%
Twelve challenging levels, but
there should really have been
more.

OVERALL 72%
While this is another good conver-
sion of a very good ?ume, the
programmers have failed to
utilise the memory at their dis-
posal fully, leaving Mega (D
Prince of Persia more like an okay
Megadrive game.

PRESENTATION 89%

Scene-setting cartoon bits are
impressive, but the range of
options isn't amazingly good

GRAPHICS

Some of the best full-motion
video carfoons yet seen on the
Mega-CD. And the stuff going on
in the cartoon is great to watch
too!

SOUND 89%
Suitable CD music and effects
match up fo the action very well.
PLAYABILITY 85%
More interesting than most games
like this, mainly because it seems
s0 much more action-packed.
LASTABILITY 84%
There's a fair bit fo play through,
but it won't last forever. When
you've finished the game there's
not much fo come back for.
OVERALL 84%
An impressive example of this
type of game, but this type of
game is a bit limited anyway.

91%
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J: Pirelidosoli PRESENTATION 75%
MUSHA Aleste, will find this Fair selection of options and there
game very familiar. The plot is o are plenty of between level car-
strange combination of toon sequences. Nothing really
Samurais and giant robots, but ding, though.
all you really need to know is.
tha s ol wham-bom lser-  for the superb CD soundracks  with loads ofextr weaponsto  could u rach e ot bss SRAPHICS . S
powered blosfest pumping out of the speakers  mess around with, loads of robot, but none could beat hirm. Superb in game graphic. The
Your robot ninja rockets you could be forgiven for think-  COMBINATIONS of extra Robo Aleste probably sn't sprites and the backdrops are
his way through level after level ing you were playing o ‘weapons fo mess around with  the sort of game you bought imaginative and detailed. There's
of up-the-screen scrolling obsta-  Megadrive rather than a Mega- and plenty of pretty smart-look-  your Mega-CD to play, but if not much here that a Megadrive
des, blasting away ot ground (D game. There's hardly any ing enemies fo gun down. s you're a real laserhead, you will couldn't do on its own, though.
targets and bizarre flying bat- sprite rofation or expansion lot tougher than a lot of probably find this keeps you
Heships before finally con- here. However, Robo Aleste is Megadrive shoot ‘em ups, foo. glued fo your joypad a lot SOUND i
fronting a gigantic android boss  still a damn good shoot ‘em up,  The best players in the office longer than something like Excellent (D music h“(_k‘ the
and, with any look, blowing his S e Sherl action from start to finish.
transductional modulators off. 3 Holmes or PLAYABILITY 91%
Agreed, it's standard Night Trap. et B
Megodrive stff,and it vasn't efinitly L’k“.",” i's jut a shoot ‘em up,
A worth cohsid- ut it's a very good shoot ‘em up.
ROBO ALESTE ering. LASTABILITY 90%
BY 2] RICH The gameplay doesn't vary vastly
from level fo r vel. If you want a
3 hard-to-beat blaster, though, this
is certainly up fo the challenge.
g OVERALL 90%
While it doesn't really show off
what the Mega-CD can do, Robo
Aleste is still an excellent blast.
S ——

SEWER SHARK =
SONY IMAGESOFT
PLAYERS

1
GAME DIFFICULTY
MEDIUM

CONTINUES
INFINITE
SKILL IlEVII.S

QUICK

PRESENTATION 87%
The acting and special effects give
Sewer Shark lots of atmosphere.

GRAPHICS 88%
The sewers are convincingly dull
and forbidding and there is a
good illusion of movement.

SOUND 51%
Overall, the sound effects are
poor fo average and the music is
similarly sub-standard.

PLAYABILITY 80%
The gameplay is a basic reaction

test, iul somehow the feeling of

racing down a tunnel makes it all
quite mesmerising.

LASTABILITY 75%
Ifyou get into it there should be
enough to keep you going for a
while, as the game is tough and
reasonably large.

OVERALL 78%
It might lack solid gameplay, but
the speed and atmosphere are
enough to keep you playing
Sewer Shark.

-
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‘|'his game lefs you team up
with the great detective and g PRESENTATION 87%
his faithful lackey Dr Watson fo L Good use of full-motion video to

solve three fog-bound murder introduce the cases, and the icon-
ases set around Vidorion driven controls are easy to use.

London.

The stories always start GRAPHICS 88%
with some full-motion video of  famous Inspector Lestrade, and  impressive. However, as with obscure indeed and you can The film stuff is really pretty
Holmes reading about some his own youthful accomplices, Night Trap, the acting here is spend ages hopping backwards good, mmbi“i“g actors with suit-
foul deed in the crime pages of ~ The Baker Street Irregulars, o pretty ghostly — the cost are oll  and forwards between locations able period drawings
The Times, and the whole game  band of scallywags who will o American and their ‘Cock-er- conducting the same inferview
continues in this dinematic style. o lot of his running around for nee’ accents are dreadful. The over and over again, without SOUND 70%
From the inifial clues in the him. All this should end up with  other problem is that you some-  picking up anything useful. If All the speech is good quality, but
news story, you have to track you being able to finger the times wish Holmes could do you like the idea, you might the accents are sometimes impen-
down those involved in the ‘miscreont and run him in. more than just go through a prefer the sequel, Sherlock etrable
«rime and pump them for useful It's quite a deverly-con- pre-recorded spiel when he Holmes: Consulting Defective
infoinafulmotionvideo  struted game ond,os ever, the folks o some ofthe suspeds.  Volume I, whic has three more I Lol etamk A L)
interview. Holmes has various  full-motion video bits are quite  Some of the lues e very detaled coses on two discs, and Looks impressive but it takes ages
sources of information at his has an improved video before you feel like you're getting
disposal, among them the o interface, allowing you to anywhere in some of the cases.

wind through inferviews fo LASTABILITY 70%

SHERLOCK HOLMES ritich? = i’@ d e Some people might find it boring
sEe : [Folmes, we found him but be] RICH just watching inferviews, bu i
PLAYERS fvas askecp on kis desk Didn't M . does become quite intriguing once
PR otheved Belot bt vere e
hEDiOn e & i I | OVERALL 75%

.‘m 3 Interesting. Not for everyone but
SKILL LEVELS e ehal o it should entertain those of a

.5”.}"“ E=lvas partying before he got itl] detectively disposition.
NOT BAD o /2]

| S —

. - PRESENTATION 94%
| Options are adequate, but the
1 \ intro and between-level
. sequences will blow your mind!
GRAPHICS 94%

The quality of the game sprites is
best described as ‘funtional’ but
the absolutely astounding 3D
visuals make up for that!
SOUND 90%
Great music, and the stereo effects
are excellent. Plug your hi-fi in
and you'll feel like you're really
there.

. PLAYABILITY 87%
The shooting action is fairly sim-
ple, but the thrill comes from the

1993 GaME ARTS

A speed and realism of the visuals.
e LASTABILITY 87%
SEGA . Twelve challenging levels which
PLAYERS 3 g just get better and better, and a
DIl surprise extra bit!
q',‘.ﬂi':r;; ?VEllltAll. : h‘9h0%
really amazing game which no
Sklll.l Mega-CD owner should miss out
RESPONSIVENESS on!
FAST AND SMOOTH

S —
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‘here ore no two ways about it == T 3 89%
i is ne odd gome. fﬂ AR / L] that's where the fun originates, Excllnt Even though i ol i Jopanese the
Things aren't helped by the foct ~ | 1 ‘There are hundreds of gome is easy fo get fo grips with.
that it's o Japanese game and F ond diffe GRAPHICS
it's very hard to make heads or all Imllmnﬂy
tails of any of it but the idea (a5~ have screwed up and if's up drown ond with a few smart sprit ricks thrown
far os | can tell) s that all the you, o humble workman to put inaswell
eledrical systems in the world jings right. SOUND 94%

Great CD soundtracks, with sound effecs created
by a bloke doing impression of cars and stuff.
Very odd.

PLAYABILITY

Kind of depends on your sense of lmmnuv fiyou
like weird humour you'll love it.

LASTABILITY

Again it depends o your umeo(humur butif
you're into it you'll be hooked until you've seen
all of the hundreds of screens and jokes.
OVERALL 90%
Avery odd, butvery entertaining game. It
wouldn't suit everyone though.

N ——

e IS e I N & 2 &
<

his is another game like

Road Avenger in which you
watch a ‘cartoon’ until a certain
point when you have to press the

PRESENTATION 70%
‘The usual options, but the intro cartoon s quite
good.

TiME EAL

joypad in a certain direction or GRAPHICS 5 %
choose the right option from a yourself in the 25th Century ported first to primordial times Ih,:,: ‘{:{”;m,ﬂ’:’,f,'}"j:.’;m,m""
‘menu fo escape certain death. boots of Time Gal herself whois for a quick bit of dinosour dodg-  lems per section. rough.
On this occasion you find on a frans-fime mission fo cap-  ing, before passing through the As with most of these SOUND
ture a renegode scienfist hidden ice age, then the middle ages, game, the trouble is it doesn’t Decent speech effects and bouny music.
somewhere in the chrono- then the present day and on into take long o work out what PLAYABILITY 5%
streams. To this end she is trans-  the future. Each section is very you e uppmd todo ot each Not bad fun, but i’ justa case of learning all the
. short, last- right moves in the right places.
LASTABILITY
between Probably the easiest example of rhlnypnﬂ
about 30 Mega-CD game. The scenes are very short and
seconds and you've quite ximule to crack so it doesn't toke long fo
fnished he game. The grophics | b0
minute, o ond sound are pretty good, but OVERALL 50%

ite enough on thi Entertaining for o while and octually quite funny,
::ﬂ m:: i L but it won't keep you occupied for as long os

e Rood Avenger.
S ——

Yomw Willy Beamish is in big and sound are ace (there’s loads ——
Irouble affer hs pet frog dis- P of sampled Willy-speech) but os | Hvmerepiran ‘game, but the consfont dm
lodged the headmaster's wig ot ) wellas being dogged by the acessing vis th fn
the end-of-term address. Now 4 disc-access problem, there just s o
Willy's lumbered with a terrible AR U UL LT | rhe srites,bockiropsand animation e ol
school report and a spell of be sent awoy to a military cadet  cially bearing in mind the easy-  what happens to Mister excellent.
detention. If that school report  school so you've got to make fo-use point and dick command  Beamish. When you're confront- SouND ™
reaches his house, he’s likelyto  sure that report never reaches system. But after every action ed by a problem the opfions The game is pocked with hundreds of sampled
e. the game freezes for up fo ten ‘open to you are minimal and conversations and great effects. Unfortunately,
3 It's an unusual plot for an seconds while the disc whirrs some sedtions of the game - like the in-game musicis a shambles.
WILLY BEAMISH adventure, and you might have  and the correct response is the opening dassroom scene, PLAYABILITY
IIVN.A'MIX thought an enjoyable one, espe-  found and loaded in. Needless  and the kitchen-with-Mom scene There's plenty to see in the game but the slun
PLAYERS

tosay, this - are intensely dull. I'm happy gish pace is enough fo put you of.
fo see new console game con- LASTABILITY 9%
DIFFICULTY J cepts, but there’s sl a ot of It's  massive quest which should keep you com-
MEDIUM : ing bock i the unwieldy conrol method and slow
CONTINUES { workto be donsbefore e se0 | bl A e
- true interactive cartoons on the
BATTERY SAVE : i OVERALL 60°
SKILL LEVELS ; Mego-CD. M ; -
1 RICH Willy Beamishis e down by beingfor fooslow
1o play (due to the excessive disc occess) and fo
ontrol, and by the ack of rel ineracion

————

RESPONSIVENESS
SLOTH-LIKE

graphics
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ool that you are, you “volun-

teered" fo toke port in several
missions instrumental to Allied
victory in the Second World War
— just you and your Hobson
FB-61 “Grim Reaper” fighter
bomber. The four missions are
pretty simple. Just destroy some
munitions trains travelling
through Munich, a bunch of
nomby pamby V-1 “Buzz
Bombs” darkening the skies of
southern Paris, JU-88 bombers
o the east or the U-Boats hang-
ing out in the North Atlantic. Just
remember that the Luftwaffe
don't take kindly to our Tommy
heroes infiltrating their airspace.

Each of the missions hos o

briefing, given from HQ. From

tarships loaded with said
contemptuous slimy extrafer-
restrials have landed and the

take-off you are on your own,
and are expected to control all
the functions of the plane your-
self. To aid you is a succession of
viewpoints within the plane,
allowing you to see forward, rear
and over wings; instrumentation
and bomb doors. Button B com-
bined with down on the joypad
takes the player fo the bomb bay
screen. Here the bay doors can
be opened and the target can be
bombed. This is also the place fo
change the main weapon
between the main guns and
rockets.

Ace of Aces
wasn't a parficularly
awe-inspiring game
when it first
appeared on the
(64 five years
before, and this
Sega version is
nowhere near as
good os the origi-

nal! Poor-quality, fuzzy graphics
and amazingly naff sounds are
the nails in the coffin, and the

tediously slow gameplay ham-
mers them well and truly home.
There's no feeling of excitement
- the missions are all pretty dull
and unchallenging - and the
sluggish and fiddly control
method serves fo make play irri-
tating and annoying. Ace of Aces
could have been a great Sego
flight sim. It's a shame it fails
dismally fo live up to its poten-
ial,

ghastly inhabitants have taken
over, terrorising the populace .
and generally disporting them-
selves in a yobbo fashion.
Fortunately there are two
brave survivors sfill willing to screen “depth” that the players
fight for the human cause. They  cam move in and out. Blosting
are Gordon the Hamburger aliens is the order of the day
Stand Man and Scooter his here, as they attempt fo gorge
robot assistant who have decid-  themselves on innocent passers
ed fo take on the entire alien by out doing Saturday shop-
fleet and give their alien asses ping.
the kicking they deserve. A change in the oction is
Alien Storm is a conversion  heralded twice during the
of Sega's populor arcade game.  game. This fime, we see our
The action is seen in a three- hﬂmllﬂlnﬂﬂdnﬂu'he
ide view, giving the al, but at enor-
mous speeds more befitting
ALIEN STORM
m{ns
GAME DIFFICULTY
VERY EASY
3
SKILL ;.MS
RESPONSIVENESS
SLUG-LIKE

Sonic the Hedgehog!
During this level, our
heroes’ long-range
weapons become adtivated
and the game becomes
more of a horizontally
scrolling shoot ‘em up.
The other section involves
3-D shooting section,
with the ‘bots looking for
aliens hiding in supermarkets three areas: graphics, sound
and car showrooms. and ployability. The sprites are
Alien Storm is lacking in small, blocky, poorly animated
: and few of the oliens resemble
their arcade counterparts in any
way. The sound is dreadful, with
one or two barely audible
eﬁeﬂx and what must be the
Master System tune ever.
'Ihﬁml nails mﬂmmﬁn are
unresponsive controls and
poor collision detection. Quite
simply, Alien Storm is a very
unsuccessful conversion.

PRESENTATION 67%
Very good, with plenty of front-
end screens and a pracise option
as el

GRAPHICS 43%
Nice presentation screens, but the
in-game graphics are dull and the
movement is extremely jerky.

SOUND 2%

Incredibly unconvincing sound
effeds.

PLAYABILITY 34%
Slow-motion in-game “action”
bores from the outset. Even the
dogfights chug along at a snail's
pace.

LASTABILTY

Four missions, but the game's so
dull there’s no compulsion to
come back after after a couple of
missions.
OVERALL 25%
A dire flight sim that shouldn't be
allowed to infest your Sega collec-
tion under any circumstances.

PRESENTATION 42%
Choice of two characters and two
difficulty settings. Not much in the
Pretty Screen Department.
GRAPHICS 44%
Small, blocky and poorly animat-
ed sprites, jerky scrolling and lit-
tle variety.

SOUND 22%
An absolutely dreadful tune caus-
es aural pain throughout, accom-
panied by the occasional sad spot
effedt.

PLAYABILITY

The action is so ridiculously
unchallenging, even the dudgz
collision detection doesn't make
life difficult.

LASTABILTY 31%
A few sessions s all it takes to get
through the game, and after that
there’s nothing fo enfice you back.
OVERALL 38%
A very poor conversion which con-
tains none of the original coin-
op’s thrills and spills.
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PRESENTATION 73%
Opnons for every game and
g “hilarious” cartoon intros. Well,
Imore ‘trap' than ‘hilarious' adual-
ly.

; mushroom. If you shoo a cen-

Arcade Classics wos born. tipede in the body, it splits in

~ In Centipede you gef fo two, andihm‘huim follow
sy b the

evil insects by shoofing them os  screen.
 they enter from the top of the Breakout is the second
screen. The hordes include spi-  game. You control a bot and
ders and flies, but the biggest must use your deflecting skills
threat are centipedes. These 1o bounce an energy ball
- many-legged marouders head  against a brick wall. Once all
~infrom the fop of the screen, the bricks have been completely
~ snaking downwards, changing  destroyed, you move on o the ity
direction every fime they hit o next, more chollenging screen.  in motion and your guns are land! Considering the simplicity
z Lostly comes Missile Command.  quite slow, so the skill lies in of the original arcade machines,

| GRAPHICS 56%

. Pretty basic and gaudy stuff. The
 backgrounds are distintly sad.

| SOUND 31%
| There's one fune per game which
. repeats ifs bleepy cacophony
 every ten seconds. Distinctly

| yukky.
PLAYABILITY 52%
The controls are a little sluggish

+ and the games don't play half as
well as the originals.

This puts you in charge of three estimating the missile’s course.  these Master System copies LASTABILTY 45%
Wh should be perfect but instead The games have some novelty

they're awful hatchet ob ver- value, so they are fun for a short
sions. Ok, they refunfor o while, but not for any great peri-
puueirepioe. BT
enfertainment and nostalgia OVERALL 49%
thot they would if they'd been - A reasonable idea but its poten-
properly ploytested. * tial has been wasted. A fully up-
Mz dated version is needed.
=

t's the year 55 BC and the

Roman empire is in complete
control of all Europe, save for
one tiny Gaulish village. The
reason for this is the magic
strength-giving potion brewed

| PRESENTATION 79%

- Comic-style intros and infermis-
sions and a few options induding
a Iungun?e select for all those

up by the venerable druid foreign players.

Getafix. When the Gauls swig | GRAPHICS 86%
this elixir, it allows the mixture bubbles for a few sprites closely resemble their Detailed sprites which look just
them fo dust anyone 3 seconds before exploding, comic counterparts. The game is i "

who gesinthir way! destroying any enemiesor alsovery ployablefosort with. like their cartoon counterparls

* and nice backdrops.

Emperor Julius destructible sections of scenery The action is fast and there's o

Caesor has decreed in the vicinity. Obelix prefers o lot of secret rooms and bonuses SOUND

that the druid be ap- much more direct method of to discover. The only flaw with A simple and weak fune goes
tured and transported attack. The fat one throws huge  Asterixis that there are foo along with the action, as well o
1o the tlion copial o menirs which demolish their  many places where one single some effecs of mixed quality
make the potion for b targets. mistake results in the loss of o i

the Roman forces, and First impressions of Asterix lfe. Asterix is a great game, but PLAYABILITY 85%
sure enough Getafix has van- villoge's hardest men, you must are most favourable. The it can be frustrating, The action is easy enough fo get
ished. As Asterix and Obelix, the  undertake a quest of many plat-  graphics are top-notchand the ~ RICH into, but there are some awkward

form levels, dodging hozards,
negotiating underwater sections
and beating Romans senseless.
Getafix was fresh out of
magic potion when he was cap-
4 tured. However, the druid wos
GAME DIFFICULTY able to whip up  much simpler
(151 potion in his prison wagon and
he has scattered cauldrons of
this throughout the game.
Asterix can use bottles of this
RESPONSIVENESS concoction in a similor way to
QUITE GOOD grenades. After being thrown,

Elnt:s to keep you scratching your

LASTABILTY %
It's lengthy and hard and should
keep platform fans at it for ages.
Lots of value for money.

OVERALL 80%
An excellent platform game let
down by one or two gameplay
flows and unlimited confinues.

(CONTINUES
INFINITE
SKILL LEVELS
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T he sequel to Super Monaco

GP, deverly comes with some
dozzling new features. There's o
construction option which gives
the driver the chance to build
the kind of cor that suits him.
Any self-respecting racing driver
contell you that in wet weather
hard grip tyres are essential
The gears, wings and transmis-
sion can also be changed. Once
the car is set, qualifying for pole
position is the next priority.
Getting o good lap fime
improves your grid position, giv-
ing the driver o greater chonce
of being first past the chequered
flag.

If there is one man who is

more likely to get his hands on

L§

the cup, it's Ayrton Senna, who
endorses the game and offers
advice on how to tackle the
exhausting drcuits. Total con-
centration is necessary 1o suc-
cessfully negofiate the bends
and take full advantage of the
straights.

When you feel you're
ready o challenge the nifty
Brazilian, it's time to enfer the
World Championship. There are
16 circuits which span the globe,
and getting used to each one is
important. If the qualify option

‘em up).

Once Biff reveals his dos-
tardly plan, Marty trovels back
10 1955 fo correct Biff's damage
fo the space/time continuum (as
depicted in the game by the
sliding block puzzle). However,
Biffs sill left loose, and in the

last hoverboard screen, Marty
wses his magical board to catch
up with the bully and give his
monkey oss a good dusting!

r 17 U',‘S

?Mnnacnﬁlh

is chosen the
lap fimes of
the driver
are recorded
The better
they ore the
better the
grid position.
The

speedometer
‘might claim
the car is

én'

- PRESENTATION

doing 300
kph, but | found myself exped-
ing the vicar fo come wheeling
post on his
bicyde.
Basically, the
whole concept
of speed is
unrealistic
Some of the
blame for this
can be dired-
ed af the
graphics

What we hove
here is one of the
worst game-of-the-
films I've ever seen.
The first and last lev-
els are dull ond frus-
trating. The collision
defection is dreadful
the control method is
very poor and sprites
seem to come out of nowhy
giving you no chance to avoid

which, while not disastrous, do
little to enhance the Formula
One atmasphere. The music and
sound effecs contribute nothing
1o the Grand Prix experience
either - the engine sounds like
psychotic hair-dryer! Super
Monaco GP Il is a big disap-
pointment.

87%
Quality title screens, excellent
options including car construction
and a handy password system.

GRAPHICS 4a%

| The colours are bright and varied,
. but the car, track and backdrops

are poor.

SOUND 32%
Ghastly sound effects and revolt-
ing tunes provide the aural tor-
ture.

PLAYABILITY 46%
The slow pace and basic control
method means this is easy to pick
up and play.

LASTABILTY 32%
The lack of depth, challenge and

atmosphere means that even the
most ardent racing fan will soon

become bored.

OVERALL 1%
A highly disa
simulation which fails to capture

any of the excitement of Formula

them unless you memorise
exactly where they pop up. The
beat ‘em up section is also
pathetic; again noff controls
and colison detection help fo
make it on unenjoyable and
irritating experience. The puzzle
sections are the most interesting
aspect of the game, but even
they're not particularly good,
the slide puzzle is limited and
the house section is ridiculously

One.

L 64%
Nice presentation screens, but no
options fo tweak.

GRAPHICS 4%

Great stafic screens. Sad, laugh-
able in-game visuals. The sprites
Iook nothing like any of the film
charadters.

SOUND 33%
The BTTF tune grates forth from
the Master System’s tortured
sound chip.

PLAYABILITY 29%
Awful controls and bad collision
detection are just two of the prob-
lems in the playability depart-
ment.

LASTABILTY 21%
The levels are either just too diffi-
awlt or too easy. Either way,
they're all pretty bad and you
won't want fo play them for long.
OVERALL 2%
An awful game of the film with
very little going for it.
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- MASTER

+ n this game, based around the
third and final part of the

Back to the Future film trilogy,
Marty goes back to the 1880s to
rescue his pal Doc Brown who
was accidentally sent back to
that era when hs time travel-
ling Delorean was struck by
lightning. Along the way, Marty
also has to thwart the evil ways
of Mad Dog Tannen's gang,
headed by an ancestor of
Marty’s arch enemy, Biff!

Back to the Future IIl
adopts the familiar game-of-
the-film formt with each level
representing a different scene
from the film. There are three
levels in all, the ultimate one

being a ride atop a speeding - g I
train os Doc ond Mory attempt  gang. The final level is set atop
to get the Delorean up fo 88 a speeding train where Marty

BACKTOTHEFUTURE I o e Dol
MIRRORSOFT fime jump home.
e The acion s slitnto

mswm three levels. Th fist is o manic

DNFINITE S Yok B D e
LEVELS reswe layton from her

l'I'| runaway buckboard cart.

RESPONSIVENESS Second s a shootout where pie
o dish-slinging Marty must defeat

Mad Dog Tannen’s gun-foting

ou take control of one of the

Bonanza Brothers and it's
your job to strut the four-way
serolling corridors of Mr Big’s
hideouts, half-inching anything

Future Il it's good to see that
Back fo the Future Ill is of o
much better quality. But even so

PRESENTATION 78%
Great cut screens introducing the
scenes from the film, but no
options.

GRAPHICS )
Very high quality throughout,
from the excellent stills to the
nicely animated sprites and

| must admit fo being disap- colourful backdrops.
pointed. What's there is very soll"n 72%
;m"h",,""]‘“td"'f' isingly good tunes play

Il ks it he hout, and the sound effects
problemis that at the end ofthe aren't half bad either.
day there's simply not enough. PLAYABILITY %
Even "mm e Very easy fo get into, with the
muayum e high-quality gameplay providing

valuable thot crosses your path.
But your evil adversary isn't
completely thick. He hos hired
several security companies fo cate to dose down their opera- ently whatsoever. of colour. The gameplay also
look after his goods, and their tions for good! The levels are a series of comes dlose fo the Megadrive
orders are to shoot fo kill. Don't be misled by the fitle,  rooms on floors connected by — which is a bit of a shame

Luckily, the Bonanza or indeed the fa that the game stairs. A scaled map shows the really, because it wasn't ol that
Brothers have guns of their own  is converted from a split-screen  player where objects o be stolen  good. The runny-jumpy-shooty
ond con even use the scenery fo  two-player coin-op. The Master  are located, but the task is ham- action is good fun up fo a point,
their advantage, splatting their  System version of Bonanza pered by the likes of security but it eventually becomes repeti-
foes behind doors and the like. ~ Brothers is ONE-PLAYER ONLY!  guards and roboic watch dogs. five and dull. It's also  horrifi-

There are ten hideouts for  However, on the option screen Master System Bonanza cally easy game fo complete.
the Bonanza Brothers to raid you can choose fo be either Brothers bears an uncanny Watch os you scoot through the
belm rhe Chief has enough Robo or Mobo Bonanza. This is nmphxnl resemblance m m levels in o day. For diehard

the syndi- intless though os nei- Me Bonanzo maniacs only.
thur dummsr plays any differ- well animated sprmes and Inads
Wll‘lllllgloﬂli Time e=o
SEGA
PI.AFIS
GAME DIFFICULTY R R — E
CoRTINUES :
4 e =
SKiLL {.W!I.S > >
RESPONSIVENESS s (3 -
600D b

130 MM MEGA REVIEW

much enjoyment.

LASTABILTY 52%
Sadly there are only three levels
and that's simply not enough to
hold anyone's interest for very
long.
OVERALL 67%
A potentially great game-of-the-
film sadly let down by its lack of
content.

PRESENTATION 70%
Plenty of options to tweak, includ-
ing the choice of Bonanza
Brother.

GRAPHICS 79%
Very dose fo the coin-op, with
cute sprites and bizarre, but still
decent backdrops.

SOUND 78%
The music is quite annoying, but
the sampled sound effedts are
good.

PLAYABILITY 80%
Getting into the game is very easy
and the action is quite addictive.
The novel game concept helps
foo.

LASTABILTY 45%
But the levels are so easy you
should finish the game in your
first sitting.
OVERALL 57%
Bonanza Brothers is a nice idea
and it looks very smart, but it just
doesn't offer enough game to
warrant the price fag.



l PRESENTATION 88%
* Excellent, with one or simultane-

* ous two-player options and a neat
* password system.

GRAPHICS 80%
Nice, chunky and colourful, if a bit
 flickery ot fimes.
- SOUND 57%
The same tunes and effects as the
original coin-op performed by the
Master System's sad sound chip.

PLAYABILITY 85%
The highly cute gameplay instant-
ly grabs you, and the nicely bal-
anced difficulty level keeps you
playing.
LASTABILITY 85%
Literally a ton of levels, and it

ts VERY hard later on! Excellent

n from start to finish, and in two
layer mode it's hard to beat for
jong-ferm enjoyment.
OVERALL 85%
Abrilliant conversion of a dlassic
coin-op that's just horribly addic-
five. Go get it!

YR S R,

PRESENTATION 84%
The intro screen is suitably classi-
cal, and the backgrounds add o
neat graphic fouch.

GRAPHICS 78%
Fairly basic, but with this sort of
game it's fo be expected. What's
important is that the defi i
dear.

SOUND 89%
Subtle, restrained effects and
tunes that fit the game fo a tee!

PLAYABILITY 93%

Addictive, therapeutic, absorbing,
and very enjoyable. The two-play-
eris a bonus.

LASTABILITY 88%
Although it won't grab your atten-
tion in the same way os an arcade
game, you'll keep coming back fo
it.

OVERALL 89%
Abrilliant Tetris variant with
variety of options, and playability
coming out of its ears.
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PRESENTATION
Afairly straightforward fitle
screen and little in the way of
options.

GRAPHICS 61%
The dire animation and mediocre
backgrounds fail to impress in
any way.

SOUND 57%
As with the rest of the game, the
sound is diabolical and weedy in
the extreme.

PLAYABILITY

The gamlepluy is repetitive, dull

3%

and p le and lacks the
thrills expected of a beat ‘em up.
LASTABILTY

Despite the number of levels,
Cyber Shinobi won't be occupying
your cartridge slot for long, for
obvious reasons.

OVERALL 58%
A very poor effort indeed which is
bound to disnrpnim even the
biggest Sega fans.

PRESENTATION 74%
A comic-like intro shot establishes
the mood of the game, and pan-
els appear between levels.
GRAPHICS

The sprites are small, but nicely
detailed and animated. The back-
grounds are simply coloured.
SOUND 67%
The sound is nothing to write
home about, but performs its task

RESPONSIVENESS
SLUGGISH cardboard pictures, portraying
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in a workmanlike fashion.

PLAYABILITY 70%
The tricksy control method severe-
ly affects the play, and the levels
do become repetitive after a
while.

LASTABILTY 2%
Eighteen levels provides a tough
challenge, although they're all
basically very similar in gameplay
style.

OVERALL 1%
An enjoyable and pretty addictive
film tie-in which is bound fo
appeal to shoot ‘em up fans.



1's the year 2089 and one of

the World's Presidents hos
stolen the set of plans fo create
human ‘cyber” beings with spe-
ial skins immune to the deadly
ultraviolet waves threatening o
destroy life on earth. The rest of
the world retaliates with a plan
codenamed Dynamite — a
superhuman cyborg called
Colonel Duke who's armed with
@ machine gun and a bionic arm
and capable of taking on the
army and destroying them sin-
gle-handedly.

The action is displayed in
first-person perspective 3-D,
and is played over six different
levels, with Duke shooting and
punching his way through

DYNAMITE DUKE
BY
SEGA
rulvm
| GAME DIFFICULTY

CONTINUES

SKILL LEVELS
= NONE

GOOD

PRESENTATION 87%
A great Disney-esque attract
sequence kicks off the game, but
thelr'e are no options to finker
with.

GRAPHICS

Superb! The sprites and back-
drops do great credit fo the
Disney licence.

SOUND
Jolly tunes add that cartoony
atmosphere to the proceedings.

PLAYABILITY 92%
Some of the greatest platform
adion fo adorn a Master System
game. Great fun right from the
word go.
LASTABILTY 92%
Six huge levels and the final con-
frontation with Magica de Spell
make this one long game!

92%

OVERALL
Topper graphics combined with
superb playability make Donald
Duck an all-fime great! Don't
miss it!

SR Bl A S et

maximum

01620800 PAUSE

and then et
Qo

DM

hordes of marauding baddies.
At the end of the last level is the
evil President who controls the
enemy army - destroy him and
the threat to world peace is
neutralised.

Duke relies mostly on his
machine gun weapon. Targets
appear from behind scenery
and in armoured vehicles for
him to shoot. Take foo long to
disable them and they find
Duke’s range. Duke is capable
of doing a super dynamite

unleash o
mega punch which destroys vir-
tually anything!

The coin-op on which
Dynamite
Duke is bosed
was itself o

shooter. The
Sega version is
adually quite
entertaining,

with some pretty decent graph-
ics, butflls down on two major
problems - firstly, the game
itself does become remarkably
repetitive, and secondly, it's for
too easy! Gaming novices or
fans of the coin-op may find a
few hours enfertainment with
Dynamite Duke, but hardened
gamesters will find themselves
completing this within o few

PRESENTATION 63%
An okay fitle screen, but no diffi-
cwhy levels.

GRAPHICS

Nice and colourful, with little or
no flicker, but only average ani-
mation.

SOUND

A good rendifion of the coin-op
music, with the odd boom and
bang in between.

PLAYABILITY 89%
Very addictive at first, because it's
50 easy fo get into the blasting
and bashing gameplay.
LASTABILTY 60%
Easy fo get into, but unfortunately
very easy to beat too. Even a
novice player will be able to reach
the end after a relatively short
playing stint.

OVERALL %
Shoot ‘em up fans will certainly
enjoy this, even though it's pretty
easy to complete. If you're a good
player, try it out first.




. MASTER

he city is under siege and

only a heroic cop con save
the day! Enter the ESWAT
(Enhanced Special Weapons and
Tadlics) team, o bunch of hard-
ened cops with the greatest
weaponry and armour that the

PRESENTATION 63%
Overall, a tad lacking - the pre-
sentation screens look boring and
the game lacks a polished feel.
GRAPHICS 61%
Urrgghh! Clashing colours a-go-

ity can provide. time to clean up the rest of the 4

You start the gome os o streets. There's five levels’ go! Not very atmospheric or well-
lowly police officer aspiring to worth of ESWAT excitement, drawn for that matter.
be a part of the elite ESWAT and each level has four smaller 59%

team. You need fo prove your stenes packed with felons to
policing worth in order fo quali-  dlspatch fo their graves. If's a
fy, ond must first kill one of the  one-on-one shoot-out af the:
crime bosses and his associated  end of each level, and success
cronies fo prove you're worth means one less member of the.

White noise sound effects and

monotonous, finkly tunes which
don't suit the mega-tough, dan-
gerous atmosphere of the game

your stripes (and presumably,  crime boss cartel. Failure isn’t atall.
your armour). even worth confemplating. I
Once you're in possession The number of felons to be PLAYABILI 73%

Plenty of things to do at first, but

of the necessary armament, it's ‘brought to justice’ is many and tends fo get a bt repefitive after a

‘original coin-op features a vari-

efy of mean 'n’ meaty weapons, 5
ESWAT but the ones in this version are Willios
BY vimiv_ by wmim EVI::"!"B LASTABILITY 62%
SEGA RIS ¢ smotie: 0 seledion Five quite large levels, but the
H‘Ym o “:""’V [.'“‘l":;""‘ f""d ‘&":"' easy pace of the game means that
GAME DIFFICULTY ek you'll crack them quickly.
EASY you get down fo playing it, once =
CONTINUES again the game is a let-down. OVERALL 68%
H I's great fun at first, but there A reasonably decent shoot ‘em
SKILL LEVELS weonlyrlevlsandthey'e | up rying ovt for betler graphics
2 very easy o get through. and sound
GOOD ESWAT is o mediocrity. %
JAZ
A:‘nfmnu of all world lead- ‘ "’*
is being held in the cty L PRESENTATION 81%
ﬁx‘":’;"l“ - ':" Hivens ! “ Afew in-game presentation
w':”umn;'mm“m = (= ’5](,, - sereens, but no options. It does
arothless gong oftemorist s 'ﬂ\ N D) O) - % 3 e Inokhlnnrrng a; soon uxhyou shwn(h
devig kowords he iy withs on the Master System, though.
lorge nudleor bomb ond they GRAPHICS 90%
intend to blow upthe whole  thir foul mission! Very colourful, with excellent par-
lace,ond then toks ove the The 3-D acion s viewed A allx scrolling and fast, smooth
world during the following con-  from behind your car, and the and convincing 3D update
fusion. object s to roce down the rood g Rl il
‘There’s only one person (or fly for a limited period of i SOUND 88%
;ﬁ;wns?;mm:nd “ mei’vyl;mmwum;w Solid blasting effects and some
s you! So grab the keys special fuel cannisters), [ it the action ve
your 850 horse power deathmo-  catch up with the convoy leader i ;?3] A el
bile, the Thundermaster Il, arm  and destroy it. The ultimate gim - = ] B
its guns and missiles and foke s fo destroy the bomb-carrying  tmospher PLAYABILITY 87%
to the highway and destroy the  convoy leader on the fifth level. The fast speed of the action is
villains before they complete Dashing olong the road almost off-putting at first - but
blowing everything up is my s0 many factors fo consider - The end-of-level baddies pre-

perseverance reaps rewards.
idea of fun (I've got an Uzi collecting fuel pods, steering sent a fough fight, and not an

FIRE AND FORGET II oroundthe  insurmountable one; and | find LASTABILITY 19%
BY comers, and  myself onstantly distracted by Five levels doesn't sound like
PITA“V“E destroying  the rather pretty porallax- much, but they're long and com-
1 anything silly  scrolling clouds! This game isn't pleting them requires much prac-
ﬂllf‘ I:’l':ﬁ'ﬂu" enough fo hﬂm un:m' :'m but it’s lofs of fice.
getin your in and one of the best driving 0/
Sl way-the  shoot‘em ups on the Sega. OVERALL 82%
SKILL LEVELS adion RICH A graphically superb road racing
remains fast shoot ‘em up which offers plenty
RESPONSIVENESS i ; il
VERY FAST and furious of speedy thrills and spills.




REVIEW *

he God of Destruction,
Emperor Bios, has created
eight unpleasant gods fo help

2 : .
. .
him rule the universe. However, i kept from the arcade version,
Bios' idea of “ruling” involves : é adding a lot of atmosphere.
Gl

PRESENTATION
The still sequences have been

Killing, orturing and raping the
notural world!

RAPHICS

This conversion of the on each level fo buy weapon  the game makes it a rare freat  fed. However, it hos one bad The sprites are fine, but it's the
arcade dassic features the hero  upgrades, extra lives ond for those who like sci-fi games. ~flaw, ' too easy. Within a cou- backgrounds that make this a
flying over horizontally- health. The bosses also represent the ple of iftings you're right into freat fo look af.
scrolling landscapes shooting The realm of the Emperor  toughest port of the gome. the game, and it doesn'tfoke SOUND 2%
anything that moves and even Bios is a stunning set of futuris- Sporting graphics that much proctice to get to Bios and “The'Saiia' o chip tries it
things that sto stil. His ticlevels, with backdrops of rov-  bear a remarkable resemblonce kick his head in. Hod the gome- D SSOU'S SOURLHIp INBS ¥
weapons of destrucionfire on-  aged iyscapes, o under- to the oiginal arcade machine,  play been tougher, this would hordest but il fals fo provide o
finuously, ond the fwo buttons ground bunkers. Slotedinto Forgotten Worlds is an enjoy-  be highly recommended. As it decent tune. Sound FX are okay.
rotate his disher of doom left this are some of the most eye- able blasting game with plenty stands, only those who are com- PLAYABILITY 73%
and right. Most creatures frans-  catching boss creatures seenon  of action. It a pity the two- pletely new to the shoot ‘em up Very addictive ot first because you
forminto cash bubbles once the Master System. The look of  player option had fo be omit-  scene will g any challenge ond < it and Furthae with sadh
2apped, which can be colleced long-erm play ot of it 9

and spent in the shops located game. The atmosphere is great.

= ustsuny S
It's too easy fo complete, and only
Al novices will find any sort of long-
uﬁ:‘n term challenge.
ime > OVERALL s 62%
A great looking and highly
SIIII.?su"VIIS il playable conversion ruined by
3
RESPONSIVENESS
FAB

lack of challenge and lasting
appeal.

1's time for war again. Being a = 3

irainee air force pil, you ore e B PRESENTATION 76%
ight i the thick of it. You are 4 The detailed ‘debriefings’ and the
scheduled for a full roster of weapons shop are two nice pre-

missions, set behind enemy %
lines. Disruption of enemy strat- sentational features.

egy and communications is your GRAPHICS 79%

prime objective. The 3-D effect is just about con-
Like the Sega coin-op of be rmmlo:skd i:'n cwstom squadron u:'ev vincing enough fo persuade you

the same name, G-LoCisa3-D  weapons, like homing missiles squadron of ‘oo Al

<hoot 'em up n whic the acion  — bought between stges. fghter who i He e o

isviewed from the ockpit. Reel Eoch misson hasafinte  information oot

in amazement as fanks and number of targets, and game- from a head-on SOUND 58%

planes zoom towards you, then  play s simply o matter of target-  position. The music here won't ‘take your

grin in distasteful glee as you ing and letting rip. The scenery However, breath away’ but Top Gunners are

blow them aport with a flick of  changes by a modest amount sometimes an . . usually tone deaf anyway.

your machine gun frigger or throughout. Sometimes you are  enemy fighter |4 Zz

missl rlease button. One over sea, with an enemy fleet il posfion B PLAYABILITY 83%

pointis sored for each plone or  crossing below. Other levels are  tselfon your b G-LoC benefits from no frills in
base destroyed. The points can ~ set in narrow canyons with mul-  tail. At that the presentation, and being a
tiple ground targefs, and often point the view changes, and you  based on an eye-catching Sega solid and relentless arcade flyer.

inthe dork o night Mostlyifs  hove o few italsecondsfoget  coin-op, thatused o flly-rofo-
out of its mis- tional cabinet to attract ployers. LASTABILITY 82%

sie path The actal gome wasn't that The missions are very much like
~ 2 Between  ployable. Its a pleasant surprise each other, but the game is fun

e e Nt < s sogesyou  Tofind he Moster Systemis enough.

oregivena  more fun fo grapple with, even OVERALL 83%

breather i it locks llthe fancy attendont Ot s

whileyour  hardware. Thiss not on essen- n the margins of good ant

statusand tiol flying game by any means, great, G-LoC flies s high os the

performance but t il beats Afterburner. Master System can.

ore recorded.

G-LoCis
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Tuke control of the elite
Galoxy Force fleet, a body of
space flying aces dedicated to
the downfall of the Fourth
Empire (presumably they were

-

also responsible for getting rid
of the first three!). In order to

ddict

jinal 3-D

carry out this almost impossible

the
blost ‘em up mma;. The end

task, four of the Empire’s com-
mand bases have to be result is one of the most visually
destroyed. spectaculor gomes available on
But each base hos its own the Sega. The 3-D graphics are
contingent of space fighters, quite superb, with great back-
each armed with deadly phasers grounds and spectacular effects,
and even more lethal photon which vary over the four differ-
torpedoes! Other hazards come ent planets. Although the lack of
in the form of terrifying natural levels might put some people
hazards: pillars of flame, mete- e off, they're all tough to crack,
or storms, fall trees and the R 50 and the sheer visual splendour
like. Your Galaxy Force craft has keeps you coming back time
a shield that can absorb up fo have to face! and time again.
ALAXY 16 hits, and after that it's cur- Although the original coin-  RICH
o "m'a fains to your heroic efforts. op was no great
SEGA Galoxy Force had one of shakes (all
Pll‘VllS the most spectacular arcade grophics and no @ %
cabinets yet seen. The cockpit of  game), Galaxy 3 .
Gm"‘%mﬂ' an the raft spins around in up to Force hos trans- "
ONTINUES 330 degrees, with extra up-and-  lated to the Sega .
INFINITE down motion provided by the well, with S
SKiLL F“u chair. But, the hydraulics were tweaked game-
RESPONSIVENESS juddery and unrealistic. That'sa  play adding o
COSMIC problem that firmly grounded new dimension - -
Master System owners won't of challenge and
GAUNTLET
BY
US GOLD
quvzns
GAME DIFFICULTY
MEDIUM
IOHTPIIIB
SKILL LEVELS
RESPONSIVENESS
GooD

N

| PRESENTATION

| Aboring attract screen, but
there’s decent animated intros for

1 each of the four level.

| GRAPHICS 92%

| Excellent, super-speedy 3D sprites
| and backgrounds. One of the visu-
| ally outstanding Master System

| games.

| SOUND 51%

| Boring crash-bang effect and

| laughable music. Par for the

| course with the Sega sound chip.

| PLAYABILITY 93%

| Loads of immediate thrills and

| spills on offer as you trash the

| Fourth Empire.

| LASTABILITY 72%

| Only four worlds to conquer, but
they're quite challenging, and the
game's absorbing.

OVERALL
| Put simply, Galoxy Force is a fine
1 3D shoot ‘em up for the Sega
and should be checked out imme-
diately.

79%

PRESENTATION 83%
Nothing too flashy, but you'd
rather be getting on with the
game anyway.

GRAPHICS 86%
The screens are large and clear,
and the sprites are well-defined.
What more could you ask?
SOUND 81%
Acceptable and varied through-
out the game.

PLAYABILITY 94%
The tow-player mode adds a
whole dimension of teamwork.
There's no beating this for fun
and frolics!

LASTABILTY 89%
With o hundred levels and a pass-
word system you've got a very
long-lasting game. Hours of
gameplay guaranteed!
OVERALL 92%
A dassic! It might be an ancient
coin-op but it makes a superh
Master System game, espeicially
in two player mode.

RS



\ ight descends on the happy
1\ kingdom. Whilst people
sleep, and the guests in the
Palace roister, evil plans are
afoot. The Goblin King has his
eye on the Princess. He sweeps
through her bedroom window,
and carries her off fo his fire
dungeon, six leagues across a
desolate landscape. You are the
brave knight, Sir Arthur, who is
also the Princess’ main squeeze.
Not surprisingly, Arthur is really
‘mad ot his girl being kidnapped
and now he wants the Goblin
King's head on a skewer, but fo
get fo him he needs fo tackle
each of his Goblin domains os o
platform level.

Ghouls “n’ Ghosts is a rea-

sonably faithful conversion of
Capcom’s arcade gem onto the
Master System. The main selling
points are the ghoulish graphics
and Arthur's special weapons.
Starting with a lance, chests
reveal further arms, some of
which are more effective than
others at killing denizens. Axes,
Holy Water and doggers llfea-
ture. As well as hand weapons,
Arthur’s suit of armour enables
him to perform a variety of
amazing magical effects. Some

of these are
additions
missing from
the Megadrive
version.

The lev-
elsare short,
pacey arcade %
affairs, with a
guardian ot
the end. The
final boss is
Loki, but
reaching him is only half the
story — you
need an amulet
1o defeat him
that is found
—
© one! The game
i quite pic-
turesque, with
| towns, fire cav-
erns and aystal
caves fo negoli-

{ ale.

The graphics just about
capture the atmosphere of the
cin-op, though they do look
quite basic nowadays, ond the
music is rather poor. The high-
st scoring area of the gome is
the gomeplay itself. A couple of
tweaks, and some extra twists in
the levels makes the game o
refreshing and fense experience.
Arcade fans should feel satis-
fied.

olden Axe Warrior is a flick
screen role-playing game,
boasting over 200 screens of
non-stop RPGing. As a brave
hero and champion of the right-
eous, you decide to fake on the
hideous might of Death Adder’s
‘empire. But unlike this game's
predecessor you don't carry out  stock up on food (which reple donk dy Gold l absolutely nothing i
your task by beating up evil min- dnshrsmrmwm help restore your energy and with Golden Axe, the brilliant
ions on a horizontally scrolling ~ gy). Also for ball beat ‘em up. Golden Axe Warrior
playfield. mmurﬂumrw you a better view of the world. is a tedious role playing game
Instead, Golden Axe Sh l with very little action. It starts out
Wurmnsuhmosyuplmlm hommnspmd"nnmhhorm dent and are just the ticket for with promise, but there are long
‘game, in which th ing periods where you have little fo
‘main sprite trundles round 2 g the river. do, coupled with awkword com-
Don'tbe mis-  bat sequences. Some role play-
i2 led by the “Golden  ing fansshould try other itls,
x i % | Aeinthetifleof  orcade fons should steer well
r f > | this gome, because  clear.
x s | tishesgot nz
2.
fully replenish his energy bar.
The problem is, everything costs
‘money.
On your quest fo colledt the
jewels and do in Death Adder,
you find plenty of items to sfick
in your backpack. Swords
‘axes are your weapons, whilst
torches light up this dark and

PRESENTATION 64%
Very basic presentation, just the
title screen and a single skill level.

75%
Plain in many cases, and rough
around the edges, but still recre-
ating the essential arcade look.

SOUND 66%
The Master System does not make
an ntmmplis‘ed effort of making
Ghouls ‘n’ Ghosts sound gothic
and gloomy.

PLAYABILITY 80%
Strong in the play stakes G '’ G
adds twists the original game’s
format.

LASTABILITY 76%
The challenge is medium, and
should take a couple of weeks
but you may not rush back.

OVERALL 80%
For an ageing conversion of an
ancient game you cannot really
complain. It does the ghoulish

business.

ST

T A &
PRESENTATION 59%

Pretty good. There are plenty of
charadter portraits and a fairly
good intro.

GRAPHICS
Apart from the close-ups, the
graphics are awful, with blod
sprites and monotonous back-
drops.

SOUND

Dreadful, warbling tunes mas-
sacre any smidgen of atmosphere.
PLAYABILITY 35%
The adventuring aspect is unin-
spiring, the gameplay tedious in
the extreme.

LASTABILITY 43%
It's a huge game, but even the
most die-hard role playing fans
tm:‘ld get bored long before the
[

nd.
OVERALL 36%
Don't be fooled. This is no sequel
to Golden Axe, just an uninspiring
and uninferesfing role playing
game.

SRS
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. MAS’

v el PRESENTATION 7%
person. Haring oround bendy ? v o ) ’\«3 Loads of cut screens, plus a decent
tracks at 100+ mph isn't the _\” ,%, array of options to play with.
sort of pastime enjoyed by your GRAPHICS 32%
y“:z':::m::;sl';';:d”:’h';’ All the infermission screens are
may explain the scarcity of must choose between automatic  charadteristics great, but the g gmphlts L
moforbike gomes onthe ond gear-bosed tronsmission. ~and the weather very dull and unimpressive.
machine aport from this one The former i the best for o ot the fime of SOUND 24%
and that very ancient arcode beginner to pick, basically as each race. The Something purporting fo be an
conversion, Hang-On. they can concentrate on steering  game is viewed engine is heing srronnled inthe

GP Rider is based on o rather than shifting up and from a 3-D posi- Dackuntind s hidhess
world champion circuit, where down. However, it's worth tion behind the g " g
sixteen riders race for an overall  switching to the manual gearbox  rider. If two peo- PLAYABILITY
prize based on results from once you've got the hang of ple want fo race Slow, uncontrollable, jerky, dull,
multitude of international things, simply because you can  together, the samey and insipid all spring fo
tracks. Apart from the course accelerate foster. sareen splits hori- mind.
adtion, there is an element of Tyres and engines may also  zontally, with two it
bike customising. First, players  be changed to reflect the course  separate racing windows. Despite all this, GP Rider is LASTABILITY ;
a real loser. The game bears lit- It's incredibly easy to win GP
GP RIDER tle resemblance fo real racing. Rider, and the game is good
BY The tradks are ridiculously enough for two players fo ever
SEGA sy, andthe bikes hndle ke~ iy
"1'?5 their on ice. Even so, the game s 3%
GAME DIFFICULTY 50 sy, due 10 poor computer OVERALL
EASY racers, that vidory is hollow. The Absolute twaddle. Even the most
look of the game is also ardent Master System Hell's Angel
i depressing: fuzzy sprites, awful should resist the temptation fo
animation and emply tracks. buy this.
N/A Y
Even the split screen fails fo
AWFUL impress. Tedious and tragic.
% £

tarring Jomes “Buster” \ acy,

Douglas, the former World ® o TR T (7R oIl >) QIUITID ., ESENTATION 74
oot |* HEAVYWEBIGHT CHAMIPIONSEIIP. ooy BRI
e bremaonill MR ok el o et e e

ly-needed atmosphere.
opponent. M Py ¥
In one-player mode, GRAPHICS
Buster fights five boxers, each Excellent animation, with the
successively fougher. The in other words on points. make sure you puuilisls reading and ﬁuhtinq in
pugilists have four statistics: Playing through to the endisan  land as many a realistic fashion.
Power, which defermines the arduous task, os fifteen rounds  blows as possi-
strength of punch; Recovery, can be a long fime. ble, and keep SOUND 59%
which shows the speed of dom- Each round is scored at the ~ your guard up! The sounds are pretty basic, with
age reduction between rounds;  end, with the boxers getting up Thisis no music and a fe ? W spot eﬁem
Footwork, the quickness of the 10 10 points each. This is judged  almost a very
boer's movement, and Super by the number and severity of  good game. PLAYABILITY 73%
Punch,the number of mega-  blowslonded, and a running  The graphics Easy fo get into and fun two-play-
blows available. Victory comes ~ total is displayed. This is often are excellent, er mode. It's not especially
through a knockout, a fechnical  crucial, because if there’s no with brilliantly £ thrilling, thoough, as it doesn't
knockout, or a Judge’s Decision,  deciding knockout the matchis  drawn and ani- really feel like you're hitting any-
won by Judge's Dedision. So mated boxers, and the adtion s long to beat them all. With two one.

fostand _ployers it a similar tory, this

furious. *fime the fun is marred because LASTABILITY %
Butunfor- you always fight with the same But with next to no options and
tunately  boxers, and one has an advan- only five boxers, this doesn't hold
thereare fage over the other. As o conse- your interest for any length of
onlyfive  quence, Heavyweight time.

different Championship Boxing is greot OV!RAll 49%

boxers to fun for an hour or two, but it

chollenge  doesn't toke long before the A potentially brilliant hﬂXl"F
you,andit  game becomes predictable and game ruined by the lack of long-
doesnt dull. term appeal and challenge.

take very




1 Elvin Atombender is the

ultimate computer hacker
gone wrong. He's elevated from
changing the bill on his credit
card fo seizing control of all the
world's super-computers. Now
he is ransoming the world
ogainst nuclear oblivion, o
threat he aims fo carry out in
twelve hours.

‘The only hope for salvation
is agent 4125, who hos discov-
ered a way to infiltrate
Atombender's 32 room bunker.
He must assemble the code that
allows him into the control
room. But the bunker is
patrolled by the mad scientist’s
robot guards. They don’t have
the power fo kill agent 4125,

ndy's back! And this fime he's

brought his dad. Well, actually
his dad is implicated by being
trapped in the sinister castle of
Grunwald. That's just one of the
destinations Indy is bound fo
stop off at in this Master System
game of his final celluloid out-
ing: Indiana Jones and the Last
Crusade.

It's a straightforward plat-
form game affair. Indy can run
left and right. dimb ladders, foll
a reasonable distance without
harm and use his famous brown
leather whip (ofter he finds it).
The quest is to find the Holy
Grail: o mythical object that
allegedly grants immortality fo
those who drink from it.

but being stunned by them
knocks ten minutes off the pre-

cious remaining time.

The microfilm code hos
been shredded into 32 parts and
hidden in furniture in each of
the rooms. So you've got fo visit
each of the platform rooms, and
search all the furniture.
Searching takes o few seconds,
and only a few hold microfilm
pieces. As well as pieces, 4125
occasionally finds snoozes and
lift resets. These are useful in
room where the lfts hove risen

\ll’(lSSIBH‘

MISSIO

out of a reach, and a snooze
disables all robots for a short
fime.

A couple of rooms feature
memory games, where a board
of squares flash in sequence.
Remembering sequences hos its
own reward. Impossible Mission
is a dassic piece of platforming
adventuring. The graphics are

NPIARA Jonss

= =+—“—3d the Last Crusade

The locations of the game
‘match up to those of the film,
even if it seems Indy is fre-
quently doing things that bear
no relation to the film. The first
level, The Cross of Coronado is o
good example. This relaes fo
the episode when young Indy
searches a deserted mine for the
jewelled treasure. In reality, this
level plays just like every other,

with hozards
like deadly acid
pools, falling
stalactites and
gun-foting
hoodlums. Later
on Indy runs
along a dircus
frain, takes on
the Nazi's in
castle Grunwald

crisp as Weetabix, with 4125
fabulous somersaulting animo-
tion. The tactics of the robots are
varied, and some of the rooms
require a lot of working out and
a fair bt of dexterity. Another
such wonderful amalgam of
style and playability you will not
find on your Master System.

ond attempts the Grail Quest.

Indy looks very much like
the Megadrive game, but that's
a credit o the Master System.
‘The difficulty level is set high,
and each of the levels is packed
with tricky sections that are a lot
of fun to work out. It's fust,
attractive and one of the best
platform games on the Master
System.

NTATION
No options, but the atmosphere of
the game is incredible. The fime-
limit is the perfect way of building
mnsmn

91%
Lovely unhllemue darling furni-
ture and the main sprite is more
supple than James Bond.

SOUND 89%
Real thriller type music, an
incredible in-game effects. You
may not believe your ears.

PLAYABILITY 97%
Almost perfect in the play stakes.
Despite saying the same,
Impossible Mission is foll of sur-
prises and twists.

LASTABILITY

The task of finding Atnmbender [
moderately hard, and every step
of the way is fun.

1L 93%
Stands head and shoulders above
every other Master System plat-
form game. Class in a cart.

PRESENTATION 76%
Just a single skill level, but an
attempt has been made fo catch
the atmosphere of the movie.

GRAPHICS 94%
Very crisp sprites, and a surprising
variety of backdrops throughout
the game.

SOUND 81%
The theme is there, its recognis-
able, and it's not that severe on
the eardrums.

PLAYABILITY 85%
Platform action very much in the
standard mode, but still fun and

well structured.

LASTABILITY

Indy’s really tough, so a lot of
game hours lie between you and
the Holy Grail.

VERALL 85%
Allin all, a well rounded plat-
former. Looks good, plays well
and offers a decent lasting chal-
lenge.
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hose men built like brick

‘out'-houses return in an
American Football simulation
licensed ofter the legendary
Quarterback Joe Montana. No
surprises o far as the rules of
American Football are con-
cerned — this game sticks fo
them quite closely.

Two teams are lined up on
100 yard field. The object is to
"touchdown’ at the extreme end
of the field, but the ball can
only be moved by recognised
passing, running or kicking
moves. Each team hos four
attempts to move the ball 10
yards or more, called o ‘down’.
If they fail possession goes to
the other team. Teams take furn

at offensive and defensive plays.

Apart from failing to shift
the ball, the defensive team can
intercept a pass, and they gain
possession if the ball doesn't hit
the ground.

Joe Montana plays in two
phases. The play choosing is the
strategic part of the game.

When a play begins the player
takes control of the
Quarterback, and can also play
any other position.

This Master System version
of Joe Montana has a wealth of
other presentational features.
There are 28 teams to choose, a
two-player option, and each

game inferval allows players fo
see a detailed list of stats.

It's a shame that the
game's real weakness is in the
graphics and gomeplay. The
computer opponent is pre-
dictable ond easy fo beat, the
lack of plays limits choice, and
the game doesn’t have any on-
streen exctement. This is not o
sport that the Master System
handles well.

PRESENTATION 7%
There's loads of stats, tons of
teams, but not much of the excife-
ment of the real sport.

GRAPHICS 64%
The area where Joe M's most lefs
itself down. The puny sprites don't
convey the beefiness of the play-
ers.

SOUND 69%
Warbling Masfer System music ot
the intermission, but no real
game effects.

PLAYABILITY (13
Not many plays, and an unin-
spring computer opponent drag
Joe Montana down.
LASTABILITY 68%
The two-player option guarantees
some real entertainment, but the
game sfill looks poor.

OVERALL 65%
Poor Joe. This footy game is lack-
lustre, just the sort of thing you

don't expect from this glitzy sport.

PRESENTATION 81%
No skill settings or continues, but
this is compensated for by nice
arcade-style presentation.

GRAPHICS 2%
Nicely detailed jungle scapes, but
the adversaries are the epitome of
Sprite Mediocrity.

SOUND 59%
Poor, even by the low standards of
the Master System sound chip.
The music doesn't match the
mood.

YABILITY
Rastan-type action, which is ini-
tially absorbing. Exploring the
early levels is fun.
LASTABILITY 62%
Progress into the game is made
so rapidly that it takes no time to
get to the end. Very short-term



1's the arcade puzzle gome sec-

Jond only to Tetris in the best-
puzzle-game-ever stakes. The
aim of Klax is simply to klox. As
you'll see from the sereenshots.
the game is set on a 3D ramp.
Different coloured tiles roll along
the ramp, and it's your job to
collect these files and arrange
them in the bin below the ramp.

Aklaxis a just three (or
more) tiles of the same colour
placed in a straight line. This
straight ine can be either hori-
zontal, verfical or diagonal. Once
0 klax has been created, the files
vanish, enabling you to fill up
the bin with even more fles in
pursuit of even more kloxes.
The game itself is divided

Rundy rats have chosen
Krusty's fun house to trans-
form into a rat-ridden maternity
dlinic with a baby rats dropping
out faster than you can say Rat-
0-Killl The place is crawling
with the little vormints and it's
up foyou, os Krusty, fo work
your way through the 50 plus
rooms, rounding up all the rats
and guiding them fo their
doom.

By strategically placing
blocks, repairing broken pipes
and wasting the ill-assorted
bunch of baddies, the object is
1o pave the way for a smooth
passage fo the great rat-house
in the sky. The contankerous
down is constantly bomborded

up into 99 waves, and each
wave hos a different objective.
For example, on wave one, you
just have to complete three
Klaxes before moving onto wave

two. Later on things get more
difficult. For example, you may
have fo survive a fide of 100
tiles, or dlock up 10,000 points
fo progress.

When files disappear after
completing a klox, the tiles on
top fall down. If these should

foll to form
a klax, you
get double
the score. If
the files

above
this klox
fall into
another
you get
triple the score for the klox, and
soon.
1like a good puzzle game,
and the original version of Klax
is one of the best. This Moster
System translation is almost
arcade perfect. The graphics are
excellent, with the backdrops of

the coin-op perfectly repro-
duced. But it’s the playability
that's all important and Master
System Klax scores very highly.
The controls are super-respon-
sive and every arcade Klox fadtic
con be used in this version foo!
Iz

by the bullets fired by o variety
of weird and wonderful ene-
mies. He doesn't die for the first
few hits but he gradually gets
worn down.

To combat the onslaught of
the vindictive scum, Krusty is
able to accumulate an arsenal
comprising rock-hard cannon-
balls or custard pies, found in
purple boxes that litter his
house. As well as putting the
meanies out of action, notching

up points in s

the process, he 4

also uses the

balls to bash

down the walls

that block hid-

den passage-

ways.

Looking

ot this wicked-

ly fun puzzle-

cwm-platform

romp you could swear it was the
Megodrive
version. This

excellent oni-
mation on
the main
Krusty sprife.
The way the
rats are

wosted in a variety of sick but
hilarious ways is also wonderful.
It's really good fun and com-
pletely addidtive, if very frustrat-
ing at fimes. There's offen an
ultra-tough fime limit or route
that seems impossible o bridge.
But if you possess a Master
System and a keen brain,
Krusty's Fun House is an essen-
tial purchose.

RICH

PRESENTATION 80%
Absolutely loads of options which
allow you to configure the game
loads of different ways.
GRAPHICS 84%
The backdrops are almost arcade-
quality, but the tile sprites are a
little disappointing.

Sou 85%
Surprisingly good music plays
throughout, and there’s a variety
of decent spot effects.

PLAYABILITY 91%
Superb controls and instantl
addictive gameplay makes this
hard to put down.
LASTABILITY 86%
Loads of levels and the type of
gameplay which never seems to
et stale makes this one of the
longest-lasting puzzle games
around.

VERALL 88%
Brilliant controls and highly
addictive gameplay in one of the
best versions of Klax available.

| SRR

| PRESENTATION 9N%
* Anice introduction from the great
man himself and attractive fitle
streen.

GRAPHICS 93%
Absolutely superb! Some of best
graphics the ever seen on the
Master System.

SOUND 84%
The same rousing tunes as the
Megadrive version and good
sound effects.

PLAYABILITY

Puzzles galore of all shapes and
sizes all with a good level of chal-
lenge.Fast, fun and utterly addic-
five.

LASTABILITY 91%
Dozens of tasking levels which get
tougher as the game goes on. The
password system’s a great bonus.

OVERALL 91%
An absolutely topper puzzle gome
ties your brain up in knots but
still drags you back for more.
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Every thirteen years, o place

known as Ghost City appears. Y ) PRESENTATION . 68%
This ghostly town is inhabited by ’ No options, but plenty of infer-
all manner of evil and /. m = - mission screens fo keep you inter-

o d

grotesque creatures who fake ested.

great pleasure in committing GRAPHICS 64%

any number of vile and horrify-

ing acts on the populace of Astunning-  used to it the game soon any Spm?‘ with average anima-
nearby towns. Worst of ol how- looking,  becomes oddiciveandyoustart fion. Nothing fo get all excted
ever, isthe tendency of these & w super- 1o enjoy yourself. There are about.
monsters 0:; khidnap [ ‘dlild, steal S . sounding loads of baddies to shoot, and | SOUND
its soul and then sacrifice it. 73 ~ 8. - ground- like the idea that you've got fo
Thisis where you come in. % breaking  keep one eye on the grly, which %‘r"e‘,"" '""eg“wef‘; e“e,“"
You are a good ghos’, commit- gomethis  odds a new dimension fo the um the sound off before plug-
ted to being nice, and you have - isn't.Butits  game and really keeps you on ging in the game.
decided fo save )ha‘ltidnappsd 5 agood your toes. If you're looking for o PLAYABILITY 77%
child with the aid of your laser laugh, and fun light phaser game, or are i
il Asthodilfssulbos J3§R0TE T VAT hlswhos st oheshon smipthatsa | oo 1l fokes ol of
already been stolen she cannot important. bit different, check this out. g t?u :
actof her own accord and needs  you to direct her out of Ghost The roving cwrsor seems o bit of ~ JAZ IR
Manor to Ghost Headquarters, a pain at first, but once you get LASTABILITY 72%
S whils blosting ol the evil Not all that difficult, but there’s
"leﬂ ghasts that bar your way. plenty of levels and lofs of secret
SEGA There are two modes of rooms and bonuses.
PLAYERS play open to would-be Loser < 0
Ghoss: one-ployer where the OVERALL 76%

1-2
GAME W"" joypad is used 1o control the A neat arcade conversion which

CONTINUES gun sights, frigger and special offers plenty of blasting fun and
3 ‘weapon, and simultaneous two- frolics. It's one of the best Light
sl ployer in“:hidl the ::;M Pdh;s; Phaser titles so if you own such a
controls the gun sights and trig- 2 s
%m B s s ok gadget it's well worth buying.
speciol weapon.

PRESENTATION 90%
The password system, and the
presentational humour of
Lemmings remains infact.

GRAPHICS 95%
Remnrkuble animated sprite
Crisp, colourful and
clear backdrops.

SOUND 94%
Brilliant tunes — and wads of
them. All of them very dose top
the original. Add speech fo that.
PLAYABILITY 94%
Flendlshly addictive, and highly
ingenious, nothing can save you
from the spell of Lemmings.
LASTABILITY 91%
100 contrasting levels, tons of
strategies, and steadily increasing

is mighily impressive. What was  Despite the biliant graphics
hmml‘hu;‘ﬂlsmdbﬂs, Mmmu,oﬂ(h and funky tunes, it's the game-

SEGA difficulty. A game to last.
PLAYERS ,
1 OVERALL 96%
mnz'm"u'ﬂ'"'“ Afantasfic and loudable conver-
CONTINUES sion. With all those levels and a
PASSWORD two player mode it offers incredi-
4 ble value for money, and
RESPONSIVENESS demands instant purchase.
EXCELLENT
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Lile‘s tough when you're a
prisoner of war, unless of
course you find a secret mega-
powerful machine gun stoshed
in your celll Once in possession
of this powerful weapon, it's
simplicity itself to shoot your
way out of prison and comman-
deer a jeep fo get you home.
This rather improbable set
of circumstances are thrust upon
you in Sega'’s conversion of their
arcade blaster, Line of Fire. The
Master System conversion of
Line of Fire differs somewhat
from the coin-op. Whereas the
arcade machine wos a 3-D
Operation Wolf-style first per-
son perspective machine gun
‘game, this version is an up the

LINE OF FIRE
BY

SEGA
PLAYERS

GAME DIFFICULTY
(CONTINUES
SKILL LEVELS
RESPONSIVENESS
OKAY

‘I‘h isometric 3-D game puts
you in control of what must
be the toughest marble of all
time, and it's your job o guide
the orb-like ifem around the
many hazards that make up the
Marble Madness course. Your
objedtive is simply fo reach the
end of the stage before your
time limit expires. There are six
levels of arcade action in Marble
Madness, packed with strange
meanies, cunning traps and haz-
ardous landscapes.

Marble Madness must have
one of the strangest assortment
of baddies to be found in o
video game. Look out for evil
black marbles, pools of living
acid, hommers and suction-cap

MARBLE MADNESS
BY

VIRGIN
PLAYERS

1
GAME DIFFICULTY

CONTINUES
NONE
SKILL LEVELS
RESPONSIVENESS
POOR

REVIEW -

screen blaster! Sega obviously
felt that their 8-bit system
wasn't up fo the high-speed
sprite scrolling. However, the
levels, enemies and guardians
themselves follow the coin-op
quite closely.

Your opponents arrive in
many and varied forms. There
are standard troops who shoot
atyou with their rifles, other
jeeps armed in a similar foshion
fo yourself, twin tanks, heli-

creatures that eat you whole.
Most of these creatures should
be avoided ot all costs or you
die. Some creatures, like the
black marbles can be ricocheted
off the edge of the landscape
and into oblivion.

Graphically this is as dose
to the arcade original as you
could hope. Sadly the gameplay
doesn’t quite live up fo the same
standards. The control method is
rather fiddly and lacks the ‘feel’

=5

copter gunships, dive-bombers,
frogmen and even fully-ormed
battleships! The more powerful
vehicles require multiple hits,
and return fire constantly. Your
hero s surprisingly robust, and
can fake many hits. Finding
first-aid kits prolongs the game
even further.

Dynamite Duke shows that
the Master System can handle
3-D games, so why woste the
licence on turning the game info
a poor

that made the coin-op original
and other con-
sole conver-
sions such o
joy to play.
The gome also
lacks chal-
lenge — it's
just too easy
to go all the
way through
the game. |
ill went back

example of a vertically scrolling
shoot ‘em up? On the plus side,
the maps of the levels do follow
the coin-op quite closely,
although the sprites are so
small and badly drawn that it's
difficult to tell. The game is also
very slow and far too easy. The
adion gefs tricky af one point in
level two but otherwise any
semblonce of challenge is miss-
ing. Not even fans of the coin-
op willenjoy this.

AZ

o it to fry and notch up near
perfect scores, but didn’t enjoy it
s much os | had done with
other versions. Marble Madness
fiends are bound fo enjoy what's
on offer, but af the end of the
day you're left feeling that just a
little bit more polishing in the
gameplay deportment would
have resulted in this being o
perfect conversion, rather than
just a good one.

JAz

PRESENTATION 52%
Three skill levels, intermission
sereens but nothing else to write
home about.

RAPHICS 56%

Gi
Small and cacky sprifes with extra
added flicker and dull colours.

SOUND 51%
Bland sound effects and lug-
wrenching tunes.

PLAYABILITY 63%

Reasonably responsive but not
overly enjoyable. If's certainly a
disappointment if you were
expecting a conversion of the
coin-op.

LASTABILITY

Very easy indeed. Even a fool with
sad gamesplaying skills should be
able fo complete the game in a
hour, even on the most difficult
sefting.
OVERALL 46%
An utterly mediocre release. Very
average gameplay, poor presen-
tation and pififul difficulty setting.

PRESENTATION 74%
Lots of options to tweak, induding
a choice of control method.

GRAPHICS

The graphics are simple, but
they're very close to the coin-op
indeed. The movement is really
smooth, too.

87%

SOUND 64%
A range of funes play throughout
varying from quite good to down-
right awful.
PLAYABILITY
It has all the elements of the
arcade machine, but the control
method is not accurate enough.
LASTABILITY 61%
There are only six levels and
because the game's so easy, they
don't take long fo conquer.

70%

OVERALL
A graphically superb game,
Marble Madness is let down a lack
of challenge and a poor control
method.

%
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_-~ MASTER

he setting is nineteenth cen-

tury London, a fime of
Hackney carriages and pea-
souper fogs. It is also a fime
when Jack The Ripper walks the
Earth. Every morning a new
corpse s discovered, mutilated in
increasingly bizarre and sicken-
ing ways, with particularly
bloody examples emerging after
every full moon. All this is partic-
ularly hard on renowned psychic
investigator, Ferdinand Social,
who has so far come no doser to
solving the crimes than the
police.

Now Ferdinand's task is to

seek out Juck the Ripper before
he strikes again, but what Juck

DASTER OF DARKNESS

terious Master
Of Darkness
hos concealed
bonuses along
the way. The
power-ups
range from
weapons and
ammo,
through to
points spheres.
Extra energy is

hints at

‘more sinister — the of also ovailable to heal your
 deadly cabal which could meon  injured detective, plus extra lives
the end of cviisali

all over the place such as torn
posters fluttering in the breeze,
and some recognisable land-
marks in the parallax back-
grounds! The sound is excellent

too, with the tunes being partic-

ularly impressive. The controls
are responsive and the action
comes thick and fast. When
you're not busy fending off
ghouls and zombies there’s

icky platform arrangement to
negotiate. Chillingly good!
RICH

we fo improve

know it} your choncesff - sCoRE
Ferdinand moves througha ~ againstthe | ~LIFEee

serious of platform scrolling lev-  vile hordes. =

els, uncovering secrets on the The presen- 7

Ouija board as he goes. fation is

Although the game idea s superb with

u—l-ﬁhhnq ‘may conceal o cache of useful
with supplies,

B

PRESENTATION 92%
Smart intros and intermissions -
but no options.

GRAPHICS 90%
Detailed sprites and backgrounds,
good animation and great use of
clour.

SOUND
Amazing! Fabbola spooky tunes
:'v;d high quality sinister sound

PLAYABILITY
Smooth, fast and responsive.
Greatfun o play.

LASTABILITY 9%
It gets very tough after a couple of
levels. Infinite continues take
some (hnllenne out of if, but even

rnu 've beaten it, it's likely
you /Il g

0 back fo it.

OVERALL 92%
Although not exactly tops in origi-
nality, Master of Darkness is a
superh title you'd be a fool to
miss. So don't!

e ——

PRESENTATION

Two or three still screens within
the game, and a single opfion fo
tweak.

IcS 74%
Pretty blocky, but there’s plenty of
variation and colour in the game.
SOUND 51%
A rather sad attempt at two of the
«in-op’s tunes, along with mun-
dane

PI.Aﬂlll.m 84%
Plenty of blasfing action that's
very addictive to begin with.
Shame the arcade game's two
player opfion isn't present,
though.

LASTABILITY

80%
Mercs is a toughie, meaning that
there’s quite a lot of play o be

had from this one.

OVERALL 81%
A good conversion of an outstand-
ing coin-op that should appeal to
anyone after a decent shoot ‘em
up.

S ——




REVIEW -

PRESENTATION 86%
A mildly entertaining attract
sequence followed by a series of
in-game demos.

n their way fo McDonalds,

Mick and his best pol Mack
happen across a comic which
tells the fale of ‘The Global
Gladiators’, an ozone-friendly,
superhero duo. Much impressed

by the Gladiators’ green adtvi- GMI‘S
ies Mick and Mack long to be = arezany  lacking. First of all, the gome- Large, 5‘""“"'7 drawn ‘!"d
like their heroes. Suddenly, ideasfor  play remains identical through- smoothly animated sprites act out
Ronald McDonald appears enemies.  out with only the graphics and their roles against the bold
beside them promising them Though ‘meanies changing, and this scenery.
just such an opportunity! the look does promote boredom very

As Mick or Mack it is now of the quickly. The controls are also a SOUND & S 9%
your job to put an end to world gome pain too. Whereas the The game's funky music lives up
polluton. The lads do battle changes  Megadrive version's controls to the standard set by the graph-
through four different locations aftereach  had absolute predision, the I6s.
of our polluted world, using three Master System version is per- PLAYABILITY 74%

their slime guns to wash away
the result of one crisp packet foo

zones, the  haps over-responsive which

gomeplay  doeslead to many an annoying It's challenging and quite fast

i i st D While you're running and ~ says much he some. death, poced, although the movement of
jumping and shoofing oround, Basically, his s exadly the Mick and Mack is terribly floaty
MICK AND MACK: watch out for bonus ifems such  same os the and frustrating.
GLOBAL GLADIATORS asextra Iivhzs ':md uo;de: arch  Megadrive v=':; LASTABILITY
| BY symbols which provide big sion, except that "
VIRGIN poinsand, shouldyou collec i’ lot fougher. Hl':l::;et W I“I‘"zmgg;rd the
"aﬁ“ enough, eomyouentrytothe  Thisisfineby 4 =3 : h'g h el Ui
GAME DIFFICULTY next level. me, as the 16-bit | & (B quite high.
There is a strong element  game was about OVERAI,I, 7%
CONTINUES of humour fo the game, with as difficult to v, Mick and Mack looks impressive
S the lorge gloopy sprtes,ond  complete as i but comes o ropper on the ol-

comical expressions when either putting on  hat.
RESPONSIVENESS of the players comes o cropper.  However, Global
__ UNSURE Most of the polluting characters  Gladiators is still

ting banana skin that is the
gameplay.

Mizmhel the evil witch was

having a particularly bad 8 PRESENTATION 90%
;“Iz‘" T:;::;“:“:T:ﬂ";:"i’;:" Mlcxy Mo “s E I N Y Disney-esque intro screens and a

oo 3 y nice cartoon-like feel in the game
magic fo spirit her away o the ( Tv‘i[ 8 ,’ﬁ z .';.‘ir]‘] ‘\ e :
Coteoflsion. That's where AT & At Sl sl
she is now, and Mickey wants GRAPHICS 94%
you 1o help him rescue her! S Mickey is a treat fo watch, and

@ T?tmr: ;{hhm n\:kp;nblems xm'ut:el |:| afinal, epic con- :I' snlmehspu~ he's accompanied by brilliant

really start. When Mickey arrives ~ frontaion! racular bosses. 5
otthe Caslle o lluson,hefinds ~ Onthewaytoresaing A tomado e, o
out that fo stand any chance of ~ Minnie, there’s plenty of devious o devious bor : SOUND 87%
doing away with the evil platform traps and nasty mon-  of chocolate ¥4 & Loads of those cutesy tinkling
Mizrabel, he has to infiltrate sters waiting for the plucky ani-  and o malevo- 8 B tunes that the Master System does
seven huge platform-infested mated hero, but he can see off lent dock all g so well!
scrolling levels. At the end of most bad guys by jumping then  have very dis-
each is o Master of lllusion. Each ~ landing on them, butt-first! As  tinctive attack y PLAYABILITY 920%
guards a rainbow jewel, and with a lot of games of this type, % 3 Mega-addictive platform game-

when Mickey has them all he there are also plenty of hidden i play makes Mickey Mouse a real
can use the power fo overthrow  bonuses to be discovered. When s set in spooky winner!
a level is worked through, the forests and sinister toyworlds, a ~ sprite is beautifully animated

tempo changeswit the ool swetfcoryandan ncedibleand loks ust ke he's ben - [ ian b 88%
MICKEY MOUSE: CASTLE animoted  ed traight outof a artoon! To Loads of level o conquer — and
OF ILLUSION dock fower,  mach he sensationl graphics, plenty of secret rooms and bonus-
5:;. . . " ondtogo an excellent sugary soundrack es o keep you coming back for
PLAYERS - i along with all  matches the mood of each of the more.

1 these strange  levels. And of course, every 0
GAME DIFFICULTY | scenesore minute playing it s o joy. This is IOVER‘\}[ i .1?9 %
onTaoet ; some o5 rodlly poled om ol n spite of its age, this is still one

3 absolutely itable Disneylicense for the of the best Moster System plat-
SKILL LEVELS : stunning Master System. form games around.

grophics! The  RICH
IBWS"N;I'V.!IBS Mickey Mouse
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he power of the written word

should never be under-esti-
mated. one glaring example of
this axiom is the fate Mickey
Mouse finds himself in. While
reading an enchonted book, he
gradually begins to fall asleep.
After a drowsy slumber he
awakes with a start fo find him-
self for from home — in the
Land of lllusion! Escape from
the land involves facing the evnl
phantom who has it i m
He has seized a
holds the key to (onnnllmg tﬁls
alternate world.

This second adventure for
Mickey on Master System fol-
lows much the some course os

the frst, Costle of llusion. A
series of scrolling levels, Mickey
picking up objects and bottom-
bouncing cute enemies. But this
adventure is even more
involved and atmospheric than
the World of llusion. Loads of
different levels depict forests,
fire dungeons, haunted houses,
rose gardens and palaces.

1 Big has kidnapped all of

the kids and s ready to
subject them to the horrors of
drugs! Our hero Michoel
Juckson is a bit miffed af this to
soy the least, and pausing only
to jump into his Smooth
Criminal designer gear, decides
to risk five levels of Mr Big's
domain in an effort to rescue
the kids and bring Mr Big to jus-
fice. Hooray!

There's four rounds fo each
level and in each, Michael has
to run around the platform
environment dishing out magi-
cal death fo any crony that
decides fo cross his path. Our
hero must search the level,
opening doors and moving

- NOONMALKER >

scenery to find and rescue the
kids. When all the kids have
been safely rescued, Mr Big
appears and sends some of his
‘most terrifying henchmen fo fry
and dispatch Michael.

When they're safely out of
the way, it's on o the next
round with yet more kids fo res-
cwe. Each level hos its own
Michoel soundrack, indluding
the funky Smooth Criminal,
Beat It and Bad.

It's not just his petrifying
voice that's lethal. In this gome,

Jackson has a particularly nasty
line in magic that can be used to
dispose of any henchmen that
seek to put an end to Michael's
rescue attempts. There's also o
moonwalking move, but you're
going o have fo work out how
to do that for yourself!

We all know that Michoel
has a soft spot for the kids, but

Moonwalker the movie wos a bit
much. No one knew what the
hell was going on for the most
part. However, the game is o
much more straightforward
platform offair, and the better
for it. The action isn’t original,
but it is fairly relentless. Old,
but still worth a look.

PRESENTATION 87%
Brilliant cut screen sequences
before and during the game com-
pensates for lack of options.
GRAPHICS 94%
As near fo perfect as you could
want. The spirit of Disney is cap-
tured by the sprites and back-
grounds.

SOUND

The tunes are very tinkly and
cesy, and not parficularly attrac-
five, but well done just the same.

PLAYABILITY 92%
Extremely easy fo get into, the
initial levels tutor you in the skills
Mickey is capable of.
LASTABILITY 91%
The later levels are real foughies,
and the interest level remains
high due to variety.

OVERALL 92%

Another fabulous platform game

for the Master System. Mickey

f':ns cannot get it any better than
is.

ATION 84%
Nice intro screens between levels,
but little else.

GRAPHICS 76%
Life-like Jackson sprite who even
does lots of Jackson-like moves,
but there's not much variety in the
enemy gangster sprifes.

Surprisingly accurate Sega rendi-
tions of famous Michael Jackson
hits, but accompanied by smash-
ing s.

PLAYABILITY 75%
The gameplay is very repetiive,
but I%e novelty of playing Michael
Jackson takes a while fo wear off.
LASTABILITY 67%
The game doesn't really stand up
to concerted playing and you'll
probably finish it within a couple
of weeks.

OVERALL %
An accomplished Jackson licence
begging for a more varied game
design.




s a dragon ninjo, Ryu

Hoyabusa is naturally o man
of honour. Imagine his horror
and disgust then, when he
receives a message felling of o
massacre of the dragon village
where he lives. Rushing home,
he finds his fomily and fiends
reduced to kit form! To rub salt
into the wounds, the sacred
Bushido scroll has been stolen,
and the gang who have stolen
now have a chance fo turn its
immense power to evil ends.

Realising there is no time

to lose, Ryu heads straight for
the forest to begin the first leg
of his journey. Armed with his
dragonsword, he must make his
way through eight stages, tack-

ife os o secret agent usually
involves dangerous assign-
mmsund'mmrxhwm,n

the deadly assignment dramati-
cally dubbed ‘Outrun Europa’,
things have gone drastically
wrong. Your Ferrari’s been
nicked by by the crime Overlord
in Dover.

Now it's your job to grab
the nearest form of transport
possible and begin o trans-

ropean road chase to catch up

with the thieves behind the
wheel. Once the car and the

plans are safely reappropriated,

i's time to head fowards HQ
complefe the mission. To help
you in your escapades, you're
able to make good use of the

(GAIDEN

Jing gunmen, evil Ninjos, birds,
bats and end-of-level
guardians. Fortunately for Ry,
there are weapons fo collect
along the way, such as the
shuriken and super shuriken,
enabling him to kil enemies
from a distance. There are even
fireballs which home in on the
nasties leaving Ryu'’s hands
dean. The more powerful a
weapon the more combat points
it uses up. To gain access to

combot points

fo miss it. The graphics are
excellent, sometimes rivalling
Megadrive visuals for quality,
and the scrolling is super-
smooth. The speed of the game
is also quite remarkable, mov-
ing at a hetic pace, making for
some great ploy. Perhaps if's o
little too easy ot fimes, butit's
just so good to play that you'll
be coming back for more even
after you've completed it.
RICH

and weapons,
Ryu has fo cut
open sarolls
which litter the
eight stages.
Ninja
Gaiden has
loads of
appeal. Ninja
fanatics owning
Master System
cannot offord

nlmgloDw« it's not long
before you hit the English

the game is
fun awaits. In Germany,  super MMIMM]WWEMM
turb i i The roodside obi

you and ifyou reachthe st

although large and impressve,

The main problem, however, is
that there are basically only two
different levels: water and road.
Ifit's rocing thrills and spills
you're after, check out Fire and
Forget I, Chase HQ or Battle
Outrun, they're ll much more
excfing than this.

. PRESENTATION

78%
The heart-rending story starts the
game, but there are no options to
speak of.

GRAPHICS 87%

* Some excellent graphics, with

well-drawn and animated sprites

and detailed backdrops.
SOUND 60%
Sound effects are a bit weedy. The

oriental sing-along starts fo grate
after a while.

PLAYABILITY 80%
The controls are responsive and
the in-game logic is good. Poor
collision defection on occasions.
LASTABILITY 86%
The size of the game and the
variety of weapons and moves
means there is plenty of chal-
lenge.
OVERALL 83%
Not particularly original, but
Ninja Gaiden is still a wholly
enjoyable game which succeeds in
all departments.

PRESENTATION 70%
A couple of interesting presenta-
fion screens, but not a whole lot
more.

GRAPHICS

The sprites are okay, but the
design of some of the roadside
obstacles is a bit childish. The 3D
effect is very jerky and looks
hopeless.

SOUND 54%
Good, though repetitive tunes and
quite annoying effects (like the
police siren).

PLAYABILITY 51%
Inifially addictive, but the lack of
variety soon makes itself appar-
ent.

LASTABILITY 48%
It's a tough game, but the action
isn't varied or rewarding enough
to sustain long-term play.
OVERALL 49%
Lack of variety and poor 3D effect
puts this at the back of the start-
ing grid.



back, but Inky,
mqmuaﬁ-m
joined by two new recruits

-SmMFunky and all six are:

out to make PocMan’s life just
sreiriRlesia e
Y .

1-2
GAME DIFFICULTY
MEDIUM

(OIIT:I'III
SKILL LEVELS
RESPONSIVENESS
GREAT

tori's Paperboy first

oppeared in the arcades
around four and a holfyears
ago, and cast you as  paper
deliverer whose round takes
him to the very strangest parts
of town. In this Sega conversion,
virtually all of the original coin-
op's features have been includ-

ed.

Atthe start of the game
there are three streefs to choose
from, effectively giving three
difficulty levels. Each level is
split into seven sub-levels,
which represent a day of the
week. The object is simply fo
survive until Sunday.

At the beginning of each
round you're shown a map of

PAPERBOY
BY
TENGEN
PLAYERS

1
GAME DIFFICULTY
MEDIUM
CONTINUES
NONE
SKILL LEVELS

RESPONSIVENESS
G0oD

The tobles con be tured by
munching on a power pill, giv-
ing PacMan the ability to bite
back! Since making the transi-
tion to 3D, PacMan hos learned
how to jump. If he's in o fight
corner, a press of the fire button
makes him leap over an oncom-
ing ghost. But watch out - on
later levels, the ghosts can also
jump, and bumping into them
in mid-air is fatal

This has got fo rate along-
side Gauntlet s one of the most

your delivery route. You must
deliver papers to every sub-
scriber, by throwing them either
into mailboxes or on doormats.

Non-subscribers should be
treated with the contempt they
deserve, so throw spare papers
through their windows and ride
all over their nice flower beds
for bonus points.

There are numerous perils.
First off, all stationary objedts
such os mailboxes and traffic
cones must be avoided. Other
dangers are trickier, for exam-

The

Dailp

PAPERDBOY
QuI

CAILLS
S

only lets go
when you've played the thing fo

ple poodles that come scurrying
towards you and out-of-control
motorised toy cars, tyres and
even breakdancers. They're all
deadly, so keep your hands on
the handlebars.

This conversion captures all
the humour, originality and
playabilty of the orcade
machine. It seems very straight-
forward at first, but once mad
dogs, nutty street dancers, run-
away tyres

vers enter the fray, things start
getting very tough indeed. Fhe
game is a bit limited in the
gameplay stakes, and starts to
Jose its appeal once oll the gags
of the average paper round
have been seen. However, with
the large following this had os o
oin-op Paperboy should find o
place in any arcade fon'’s cor-
fridge collection.

RICH

and even
rogue dri-

>uL

PRESENTATION 80%
A very nice title screen, with one
or two-player options.
GRAPHICS 86%
Excellent full-screen graphics that

bear a remarkable resemblance
to the coin-op. Very smooth
scrolling too.

SOUND 83%
Anice rendition of the arcade
music, with the familiar ‘wacka
wacka'.

PLAYABILITY 85%
So easy your granny's cat could
play it, and extremely addictive
from the word go.

LASTABILITY 70%
Very repefitive but it's a game
you'll come back to from time to
time for a quick burn around
Blockland.

OVERALL 80%

Abrill conversion of a great coin-
op, and a game that you'll play
again and again.

PRESENTATION 80%
Excellent intro screens and three
skill levels, dleverly represented as
different ‘streets’.

GRAPHICS 82%
So close o the coin-op there's no
real difference. Bright solid-look-
ing houses and defailed little
sprites.

SOUND 79%
Boppy tunes keep you humming.
Captures the coin-op's sound.

PLAYABILITY 81%

As playable and addidtive as the
arcade machine. That means a lot
of short ferm fun.

LASTABILITY 2%
The three streets provide a fair
challenge, but the gameplay is
limited.

OVERALL 81%
It's great to see a classic game
like this translated so well. A
headline game for the Master
System.




ou get to play God in
Tecmagik's conversion of

Populous for the Master System.
Controlling an increasing num-
ber of followers, the aim is to
utterly destroy the worshippers
of the opposing
evil god, and
gain points for
the number of
houses, costles
and knights
under control
at the end of
each conflit.

As God,
you have access  ~
toanumberof
disasters you can visit upon your
‘enemies, but their God has the

On one particular planet, the
‘main sport is killing things.
Anything'll do, small furry crea-
tures, big scaly ones, sapient,
sentient or vegetable: see it,
shoot it.

Sadly, this sport has been
50 popular for so long that the
inhabitants of the planet, the

equivalent power to make mis-
ery for your own people. The
key to success is o encourage or
force your people to spread
across fertile areas of flatland,
gathering manna for you and
evidting the enemy from their
seftlements.

Set over o number of dif-
ferent londscapes, which oll
have an effect on the game,
Populous is not for wimps. Skill,
tatics, ond downright skulldug-
gery are the only things that
guarantee victory, os the com-

and the like. Weird or what?

Populous is an incredible
conversion for the Master
System. All the features of the
16-bit version are indluded, and
there are even more levels than
the Megadrive game. It may be
the ideal game for action
freaks, but if's an essential buy
for Master System owners into
strategy.

puter opponent increases in
speed, ability and aggression
every time itis beaten.

As well os the desert,
grassy plains, ice, and rocky hell
worlds of the original Populous,
the Sega version adds new
landscapes for your delectation
and delight. Among others, o
futuristic world has been odded
that is set on a grid system. Also
included is a Bitmap world,
replete with computer print-outs

EDATOR 2

Predators, have run out of
things to kill.
So, fo pre-
serve the long
tradition of slay-
ing, a few hand-
picked scouts
have been sent
outto find new
killing grounds,
and luckily for us,
one of them has
found Earth.
However, crack narc Harrigan
has stumbled on to their
fiendish plot and is determined
1o put a stop to it. But are his
horizontally-scrolling blasfing
skills @ match for the Predators?
The action for Predator is
presented in a side-scrolling
shoot ‘em up format. The hero
as the twin fasks of rescuing
hostages and avoiding the far-
gets of the Predators. The ulti-

mate gim is fo confront them in
their disguised space caft, on

Predator seems pretty tricky
when you first play it, after o

the fifth level. couple of games you'll just
Predator 2 on the whizz right through to the end.

Megadrive was pretty good,ifa  The password system doesn’t

bit easy, and most of the same improve the challenge, as it

riticisms apply to this Master effedtively provides you with

Syst ion. Therearea  infinil inues. Novice games

few differences between the two, ployers or general hoofboys

however. The graphics ore should give this a bit ofa go,

understandably poorer, because it's a pretty good game,

although they're still not that but seasoned shoot ‘em uppers

bad by Master System stan- should pass Predator 2 by.

dords, and there’s no sprite RICH

flicker whatso-

ever. The

gome moves

quickly enough

and the con-

rols are easy

fo get the hang RSN

of and pretty ..

responsive.

However,

although

A stunninxi array ofh Mmrr“n'zd
a password option for each of the
levels (of whig'h there are even
more than in the Megadrive ver-
sion!).

GRAPHICS

Basic, but the Master System
copes very well with the definition
of the characters.

SOUND 45%

Not an important part of the

g:mo, and thus not well catered
I

PLAYABILITY 92%
Populous has a charm of its own
for strategists. Engrossing, origi-
nal gameplay.
LASTABILITY 90%
There are 500 levels, and
although the game stays much
the same, the challenge rises
steeply.

OVERALL 94%
The best strategy game on the
Master System by a long chalk.

You'd be bonkers to miss it.

PRESENTATION 74%
Pretty good title and end
sequences. No options or anything
like that to speak of though.

GRAPH 76%
Good use of colour and there's
none of the usual Master System
sprife flicker troubles.

SOUND 70%
A selection of not very inspiring
tunes and effects.
PLAYABILITY 81%
Fairly quick-paced with fluid con-
trols and plenty of action most of
the time...
LASTABILITY 82%
But it's all very easy indeed once
you know what you're doing, and
:‘Iu}1 password option is just plain
oft.

OVERALL 74%
An enjoyable game, but ruined by
the lack of any challenge. Mr
Predator certainly wouldn't
approve.

]
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MASTER SYS

hile the Sultan is away, the

evil Grand Vizier Jaffar has
taken over the throne. And fo
cap it oll, he's even trying o get
his grubby mitts on the Sultana
who he’s abducted! Our hero
must explore the 12 dungeons
of the palace ond search both

chasms with his fingers. You'll conspire to kill our}

for the hero's sword and the be catching your breath fre- hero. Only the

Sultan's doughter. quently whilst playing. best can survive!
He runs, jumps, edges for- The palace catacombs are

ward and lowers himself off full of terrors and traps. The

precipices. Potions along the eunuchs who guard certain pas-

way either help or hinder the
hero, and the fot guards block-
ing the way get tougher and

sages have nothing o lose, so

PRINCE OF PERSIA
BY

DOMARK
PI.A‘VIIS
GAME DIFFICULTY
MEDIUM
CONTINUES

NONE
SKILL :.!VHS

n Japan, the Inari Daimyojin

(0 fox deity) is worshipped to
promote a good harvest.
Unfortunately, one fox, named
Madfox Daimyojin used these
special powers in honour of all
things evil and twisted. He took
over a country and populated
with foul creatures that willingly
do his bidding. Enter Psycho Fox,
a young fox spoiling for a fight.
Psycho Fox's mission is simple.
Travel through the seven zones
(each with three wb~1ms) kick-
ing out Madfox's minions and
generally musmg n bit of oanm
for the twisted

well s other secret features to
discover, giving the game plenty
of lasting oppeal. Psycho Fox is
easily one of the best platform
games available on the Master
System, and is a vital addition fo
any self-respecting player’s col-
. The game hos been con-

Psycho Fox is
one weird
game. But
it's challeng-
ing, playable
and very
addidive
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PRESENTATION 86%
The password option is essential,
and the spicy Arabian flavour is
great.

GRAPHICS 94%
Excellent sprite animation on all
the characters, and some dark
and gloomy dungeon scenery.
SOUND 85%
The Sega sound chip does as good
an impression of Arabian music as
you could hope for.

PLAYABILITY 92%
Extremely playable os a platform
game, but requires some patience
atfirst.

LASTABILITY 90%
Those twelve levels include some
impossibly wide gaps and some
rabid guards, so expect some long
nights.
OVERALL 92%
A fabulous platform adventure
that makes you feel part of the
action. Movie-like thrills on the
Master System.

PRESENTATION
Simple presentation screens and
that's about it.

GRAPHICS 75%
Simple, but well-animated sprites
and decent backdrops. Psycho Fox
is cerfainly a tolournnl affair.
SOUND 56%
Fairly weedy tunes and repetitive
effects, which easily get on your
nerves.

PLAYABILITY 93%
Excellent platform-based action
that has you glued to the Sega.
Cute and cuddly and supremely
playable foo!

LASTABILITY 1%
Twenty one levels to conquer, but
there’s still plenty of hidden
warps fo find once you've com-
pleted the game. You'll be playing
it for months.

OVERALL 90%
One of THE classic Sega platform
games and well worth the money!




he evil Bydo Empire is

attacking the Federation and
the only thing standing between
them and victory is your R-9
fighter. Itis the apex in modern
space fighter technology, and is
well equipped

Ty ——

1o take on any-
thing anybody
throws ot it.
And the Bydo
Empire are cer-
tainly throwing
plenty!

The mis-
sion of mercy
takes place
over eight hori-
zontally scrolling levels, each
packed with vicious and highly

N

lessed with the power of

casting magical rainbows,
Bubby the chubby bloke i fight-
ing for his life in an archipelago
of islands which have been over-
run by an evil force and are
sinking into the sea! Help
Bubby struggle past the hordes
of disapproving locals, toke
their booty and run! Taito's own
conversion of their successful
coin-op (the sequel to Bubble
Bobble) is slightly different from
the original but the dassic fea-
tures are all still here: the plat-
forms, the cute ‘n’ cuddly but
dangerous baddies, the magical
killer rainbows.

On the odd occasion a

defeated enemy leaves behind o

aggressive alien beings, and
each with o horrible guardian
waiting af the end. The R-9
‘accepts bolt-on weaponry, avail-
able by shooting one of the
many supply drones.

Normally the R-9 shoots
short bursts of plasma fire, but
keeping the fire button
depressed for a second or two
powers-up the plasma gun.
When you take your finger off
the button a massive power-bolt
is unleashed which destroys vir-
tually anything in its path!

ot 2 e et e

brightly coloured gem for
Bubby's pleasure. They reflect
the colours of the rainbow and,
when you've collected seven of
the correct colour, in the correct
order (which is of course, red,
orange, yellow, green, blue,
indigo

and vio-

let) you

wo

chests from which Bubby may
choose a prize or he has the
option of a chat with his mate
instead. The prizes are along
the lines of permanent special

Despi minor flaws,
R-Type s one of the finest hori-
zontally scrolling shoot ‘em ups
available on the Sega. Virtually
all the features of the coin-op
have been crammed info this
excellent conversion, with all
eight levels (AND a secret one)
and identical game-mechanics!
The graphics are stunning, and
are about as dose fo the coin-op
you could possibly get on the
Master System. The sound's @
bit wobbly, but nevertheless

‘manages fo add atmosphere fo
the action. The price you pay for
this amaring accuracy is that the
game ploys a little slower than
it does in the arcades, and
there’s also a bit of flicker when
things get very busy. However,
the challenging and highly
addidive gameplay coupled
with the superb visuals more
than makes up for those defi-
diencies.

RICH

i o,

items that improve Bubby's
chances of survival. We suggest
that you go for these because
the conversations are pretty bor-
ing! However, in both situations
Bubby is rewarded with one of
seven huge gems. He needs to

collect seven to
successfully
complete the

game. 9
Roinbow SR

AINEOW (SLANDS

Islands was generally hailed as
one of the best games on most
home computers. Unfortunately,
although this Master System
conversion is excellent fun and
‘exiremely addidive, it doesn’t
quite hit the mark. At first, |
thought the difficulty setting was
a little foo easy but as you
progress through the game it
does get harder and harder and
should present a challenge fo
the toughest gamers.

PRESENTATION 79%
Fairly straightforward, with no
frills.

GRAPHI 93%
Superb sprites and backdrops
which faithfully recreate the look
of the coin-op. However, they
sometimes flicker.

SOUND 78%
Tunes and effedts of the coin-op
reproduced in the usual, wobbly
Master System fashion.

PLAYABILITY 94%
It's certainly tough, but the quali-
ty of the gameplay keeps you
coming back time and time again.
LASTABILITY 86%
Eight big and tough levels to tack-
le, and a secret level to find —
this one won't be cracked

92%
Despite a few minor niggles, R-
Type is a slick and challenging
blaster for every shoot ‘em up
fan's cartridge collection.

| SO—

PRESENTATION a7%
The title screen consists of the
Rainbow Islands logo and that's
it! Even the intermission screens
are basic.

GRAPHICS 86%
Bubby and his co-stars are ani-
mated well. Everything is so irre-
sisfibly and stylishly cute.
SOUND 42%
The same three tunes repeated
over and over again is unbear-
able after a short while.
PLAYABILITY 89%
Rainbow Islands gives as good as
it gets. Beginners also enjoy the
game because of its immediate,
easy-going appeal.
LASTABILITY

Seven levels consisting of five
stages, each one is progressively
harder than the lost.

OVERALL 84%
An alternative reincarnation of
the classic coin-op that retains
most of its original features.

, S—



cannon operation on an
which is being invaded by an

A -

armada of pirate fiends. This
means it's up to you to repel
their fearsome water-borne
attacks with accurate cannon fire,
whilst keeping the fortifications

shaped wall sections must be
linked together fo complefely
surround your forts and then
cannons placed for maximum
firepower. Then it's shoot ‘em up
time with the cannons being
aimed af incoming vessels using
crosshair sights. Destroy the
entire invading fleet and the
islond is safe.

Four bays must be success-
fully defended in Romparts. Each
bay has three forts, one of which
you pick. The fort i fully forti-
fied, and there is

he pavements are crawling

with all the wrong kinds of
people, therefore requiring o
fine upstanding person like
yourself for a spot of urban paci-
fication — vigilante style!

Most of the action takes
place on the ity streets but there
are those who prefer 1o take the
battle indoors, crashing through
the corridors and letting loose in
the living rooms of N E Ville's
notorious drug barons, pimps,
mass-murderers, gang leaders
— you know the type of thing.
Though its a rather old-fash-
ioned coin-op, Renegade is noto-
rious for its violent scenes of
skull-splitting action and, shall
we say, expressive portrayal of

I

s,

unarmed combat. Master System
Renegade's is a similarly no
holds barred, Dirty-Move
Central, fist-fest without o doubt.

The game plays in the
same format to Streets of Rage,
but without the two-player
option. Fighters have to walk the
ity streets alone. The levels

ows for a face off. Your player
has a surprisingly

on the block!

Whatever else you say
about Ramparts, it certainly is
original. The blend of arcade
shoot ‘em up and puzzle action
seems bizarre ot first, but it's
really a lot of fun. The controls
are responsive and the action
comes thick and fost. If you really
want something truly different
that will tax both your brain and
your reflexes, Ramparts is the
cart for you.

RICH

2\

\\J; /gv ‘.L_i

that's about it. All the baddies on

large repertoire of

moves with which GET LOST. PUNK!
o defend himself,

induding flying

kicks and throws.
Renegade is
the sort of gome

which
when
first
switched
on
5 iy makes
A
0 5, e
------ e e 1) ]
infora
scroll horizontally, and depict the  good ride. But after a few min-
seedier side of town. Thugs fre-  ufes you realise that although it
quently emerge from the shad- looks quite pretty grophicaly
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the individual levels are idenical
and con oll be dispatched with in
the same simple way. Not sur-
prisingly this adds up fo a short
trip to Dullsville. The motorcycle
scene is a refreshing change but
‘not enough fo rescue this game
from mediocrity. Try something
like Ninja Gaiden instead (but
not the Streets of Rage games,
‘which are surprisingly weak).

PRESENTATION 48%
Few options and a single title
screen. |t doesn't exactly leap out
atyou.

GRAPHICS 68%
The colourful sprites look cheery,
although they e a little blocky.
SOUND 63%
An average tune and mediocre
effects that won't set your ears
alight.

PLAYABILITY 90%
No problem to get into, and
instantly addictive and a lot of fun
to play. The two different games
(shoot 'em up and puzzle) in one
make it even more enjoyable,
LASTABILITY 83%
Challenging later levels and the
two-player option means there's
plenty to keep blasting fans
happy.

OVERALL 87%
One of the most addictive and fun
blasters seen on the Master
System in a long while.

PRESENTATION 3%
An arcade style attract sequence
raises the eyebrows.

GRAPHICS 78%

The main sprite features a lot of
animation fo accommodate the
wide range of moves available fo
him.

SOUND 76%
The sort of thing you might expect
from a beat ‘em-up game. Not all
that bad.

PLAYABILITY 62%
Once the flying kick is mastered,
after about two seconds,
Renegade plummets into dull city.

LASTABILITY 44%
The game itself is quite small and
the tedious nature of the repeti-
five moves really plays havoc with
any enjoyment the game might
have provided.

OVERALL 51%
Renegade is a yawn-inducing dis-
appointment due fo the unde-
manding nature of the gameplay.




s special patrolman of the

Spedial Criminal
Investigations Department, you
must investigate the antics of the
city mayor, who is covorting
round the city's highways in the
company of known criminals,
kidnapping pretty young girls
and strapping them fo bombs.

Of course, rather than

investigate the drugs deals and
abdudtions you are far more
concerned with the flagrant dis-
regard for the suburban speed
limit that these crooks ore show-
ing. With advice from HQ, you
set out onto the freeway, with
the sole infention of stopping
the marked car, but it has a
good start on you.

hat ancient board game,

Chess, is available on that
miracle of modern technology,
the Master System. The game.
plays in either overhead or 3D
‘mode, the former being dearer
and the latter being more
attradive. Of course, all the
rules of chess are applied
induding En Passont and
Castling. Options include one or
two ployers, sampled speech,
the number of joypads used and
the depth of the computer play-
er's thinking if playing solo.

If you have trouble think-
ing up o good move to make,
the computer provide o hint and
if you really get stuck any num-
ber of moves can be taken back.

some judicious
driving skills.
When reached,
the best way fo
apprehend them
is fo ram them
from the rear, or
better still drow
level and bump
them to the side.
Just about

The object of SCl is two- everything here is unsatisfactory.
fold. First and foremost you The graphics are dismal, lickery
have fo survive the twisting
roadway and reach the farget
car before the fimer reaches

zero. At that point the object
changes fo overpowering the
target car by ramming unfil its
damage meter i filled. After a
cwt-screen showing your success,
it's off to the next level.

The wicked band of drug
purveyors drive a variety of sin-
ister vehidles. These speed
ahead, but can be caught with

e T
-I- I-
= - AT

affairs. You slip and you slide in
a fashion more becoming a
toboggon than a high-speed
sports cor, and find yourselfin
ludicrously unavoidable crash
situations. Not to worry! You can
continue at top speed most of
the time ofter crashing. The lack
of challenge is normally a down
point, but here at least it means
the whole debacle is over with as
quickly os possible.

JAZ

PRESENTATION 61%
The-inter level screens of the
arcade game are refained, but
there are no options of any
description.

GRAPHICS 1%
Poor scrolling, feeble sprites and
bland, uninteresting and boring
bu(kdmps,

SOUND 1%
Each course has its own, fairly
decent, tune, but the sound effects
are poor.

PLAYABILITY 45%
The chase objective adds a bit of
tension, then the crap controls
and gameplay faults take it away.

LASTABILITY 13%
Even experienced players should
finish this in a few goes, and
theres nothing to bring you back
once it's completed.

OVERALL 26%
A dreadful game which lacks all
the features of a half decent
game.

Also it's possible fo force the
computer's move o stop it from
having too long to think, and if
none of that works, and defeat
seems inevitable, you can even
resort fo swapping sides!
Unlike the speech, the var-
ious special modes odd a great
deal to the game. The Problem
mode sets up a specific chess
problem for the player to solve,
while Adaptive mode means
that the computer will decideits  move in the time the player
took for his or

Howerer,for
areal chal-

This certainly ploys o good
game of chess and the computer
‘opponent is pretty tough to
beat. The two player mode is

woﬁnumplyplm'hmled’
a glorified chess computer. If
you have a Moster System and
you fancy yourself os Nigel
Short, this simulation won't let
you down.

PRESENTATION 72%
Simple, basic screens show all you
need fo know.

GRAPHICS 78%
The playing pieces are large and
dlear even in 3D mode.

SOUND

The sampled sound is very clever
although you'll probably want to
turn it off after a while.

PLAYABILITY 81%
1t's chess, and that's s playable
now as ever. Two players won't
gain much from playing on-
screen though.

LASTABILITY 85%
The number of difficulty levels
and special modes will keep you
going for ages. Obviously it's not
a game you play for ages, non-
stop, though.

OVERALL 3%
A decent, if expensive, game
which is best recommended fo
chess fans who have no-one to
play against.
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PRESENTATION 54%
No optlons, but the title screens
aren't too shambolic.

GRAPHICS 81%
The sprites are nicely animated
and the backdrops are fine.

SOUND 58%
The awful ‘barking’ on the title
screen sefs the tone for a mulfi-
tude of lacklustre effects and
tunes.

PLAYABILITY 2%
Easy enough fo get started with
and nicely responsive, but the
varying difficulty level is off-
putting.

- LASTABILITY 67%
 The bosses should give you frou-
{  ble for a while, if you don't hurl
Eour joypad ﬂlrnugh the screen

| OVERALL %

* Apotentially great Shinobi game
. let down by a poorly graded diffi-
| cwlty level.

‘warriors enemies in flames, air, {
which lounches fatal whirlwinds i -

hen you were a child, the
mages of Malefoth and the 85%

(- PRESENTATION
Beost Lord kidnopped youand ; ‘A’ @ m 'm' e 5
used their dark arts to warp U ..s H Do ' ' 3 EA H B""irm:y-:"memed’ vith l:’"
your mind and body. You are - { :xce eni ld 0 sequence and a
now the Beast, a grofesque ad * decent end-game sequence.

areature whose aim in ife mr—— GRAPHICS 81%
r-
oy s ondhmorar  godondhoqmays | seuited st Wil per
ing out the monkey oss well and fruly dust-  addidtive, but there are o couple
¥ 2| pewilords  ed. of ooy hings i the. | Dackdrops and spits.
evil bidding. But the path to the Beast  nature of some of the traps is SOUND 80%
However,  Lord isn't just a case of cutting o highly irritting, as there’s no | The Amiga version's tunes are
although your - swathe through he assembled  wrning of hem. Seconly, the  foithfully translated, although
conscious mind  masses. Each domain has its fair  control method makes life . they may start to grate after a
may be share of bizarre puzzles o solve  unnecessarily difficult. It's o while.
drugged and in order to progress ever shame these points are present, &
altered, your onwards fo the final confronta-  because they take the edge off . PLAYABILITY
dreams arestill tion with the twisted Maletoth! on otherwise highly enjoyable | The acfion is quite addictive,
your own. One fateful day, you Shadow of the Beast is ot and enfertaining game. although the control method can
dream of your father’s horrific  the fost-action game it first be very annoying.
death at the hands of the Beast  appears as: instead it's more of { LASTABILITY 76
| sHaDow east  Lord Wakingup,yourealie  an explo-
! o:l’“ someone has o pay. Someone  ration game  Six big levels to explore and con-
{ TECMAGIK has to suffer. That someone s~ with the onus . quer, with many taxing puzzles to
| Wik the Beast Loni. el cen™. wO | sortout
DIFFICUL The arcade adtion fakes le-solving 23 : -

“llm“ r place over six stages of scrolling  than beat oo 3 —aTY ov‘""' 80%
| CONTINUES adion, Unfortunatel, the Beast ‘em up : | Afew minor quibbles, but other-
. Lord's gt wind ofyour arode skl | ise a respectable arcade adven-
i 1 revenge-related antics and has  The graphics ‘  ture.
| dispotched ol 132 varitiesof  are exellent, (A

OKAY beasts under his power to the sound is
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gome
fomorrow, where the contestont
battles against hordes of armed
clones with only his trusty
machine gun to help him. This
conversion follows the massive
dﬂn'lillimminﬂ, in the room are dead, the play-
speech, erpi

twin joystick control and breath- s it goes on. It's survival of the
less action. fittest on prime fime TV and o

The object of the game is new slant on the phrase your
1o fight your way to the end of  money or your life.
each level and destroy the giont Your player comes across
guardian who waits there, several weapons of mass
whereupon you are rewarded destruction. They appear ran-
with many prizes. Each level is domly as icons within the arena,
composed of o series of single- ~and must be collected quickly.
screen rooms info which ene- ‘The benefits of doing so are

mies pour. Once all the enemies

SMASH TV
BY

FLYING EDGE

H1';B

GAME DIFFICULTY
HARD

CONTINUES
SKILL {!V!IS

RESPONSIVENESS
POOR

SONIC m:“n!muoc
SEGA
H‘IFIS
GAME DIFFICULTY
EASY

CONTINUES
VARIABLE
SKILL LEVELS

RESPONSIVENESS
SUPER-SONIC!

immense: rockefs, grenades,

aders limping
and flickering

Lt

PSS i si bbb

indeed. The controls are unre-
sponsive and when they do
respond, often send you in the
wrong direction. It also features
staggeringly few enemies on-
screen of a time and seeing that
the piles of bodies to blast was
the major attraction of the coin-
op this makes o mockery of the
title.

PRESENTATION 74%
There's a two player option, but
players can't join in any time, and
there’s no dual controller feature.
GRAPHICS 31%
Grotty sprites, grotty animation,
grotty colours. At least it's consis-
fent.

SOUND

Alistenable version of the arcade
game's funes, but the speech is
omitted.

PLAYABILITY 22%
There's more fun to be had play-
ing with flat mammals on the
roadside.

LASTABILITY 13%
The difficulty level sets a chal-
lenge as fough as old boofs. If you
are.

OVERALL 17%
A ghastly conversion that fails on
every level to capture even the
merest hint of the brilliance of the
coin-op.

PRESENTATION 63%
No options to tweak or anything,
and only one decent attract
streen.

GRAPHICS 92%
Excellent! Stunning sprites and
gorgeous backdrops — some of
the best seen on the Master
System.

SOUND 64%
The Sonic theme tunes grate after
a while...

PLAYABILITY 91%
Sonic's easy to get into, with plen-
ty of exciting platform action.
LASTABILITY 83%
It doesn't take ages to complete
this super-sonic platform romp,
but it’s so much fun you just keep
on going back!

OVERALL 89%
A superb platform game for the
Master System, that’s just as much
fun as its Megadrive counterpart.

MM MEGA REVIEW 155




fter destroying Robotnik in >, S
Ahis first outing, Sonic s back | > PRESENTATION 87%

in on all-new, and bigger adven- 2 = R | An amusing animated introduc-
ture. The phenomenon of the v [ gl tion, and infermissions, but not
Nineties s joined by a young fox i¥ A | G options.

called Tails. The young brush =

loves the blu, ik hro ke an D ’:
older brother, so much so that he e collectthe  game. The graphics are brillant, 0r limey: Incredibly fast an
follows him everywhere. Whie: ; 7 RTITp e Re i detailed graphics throughout all
both were playing innocently : g orderto  and a standard of animation you seven levels.

one day, Robotnik descended retrieve the  wouldn't expect from the Master SOUND

and stole Sonic's russet pal chaos System. The use and range of The frantic music captures the

away. A new adventure , bosed ’ ¥ emeralds. colour is perticularly commend- 3 <
around Sonic's mercy mission of {8 ! ‘ Robotnik's  able. The gameplay iself ets ip mad antics of Sonic, and the FX
are also energefic.

rescue awaits. e - end of level  from the very first level, and

A major feature of this sec- T —_— - o9 ouordions  these seven levels are the fough- PLAYABILITY 96%

ond Sonic game for the Master are the est Sonic has ever had to face. The gameplay is just incredible.
System is modes of transport. In - through some underground lava  most imaginative and devious Sonic Il players are going to Flawless and relentless action: the
the first level Sonic takes to o pools. Later on o hanglider possible. have masses of fun cracking aragon of platformin 2
mine-cart, which whisks him appears, which Sonic uses o soor Sonic  looks so slick it them, Pogon v g

to platforms which would be oth-  could almost be o Megadrive LASTABILITY

erwise out of reach. Sonic also It all looks so good, you'll be

creates his own form of under- ! delving into it again and again,

water transport, in a huge float- 3 ' and the difficulty level is sef per-

ing bubble. - ectly,

Most of the stalwart fea- -

tures thot made Sonic | such o 'E R R R B OVERALL 95%

bug hit are included here. Wall = = . B This is even better than the origi-

breaking, spring jumps, secret 3 - nal. Sonic Il stands for all that's

passages and loops are packed : best on the Master System.

into each level, along with new

objedts like spinning wheels and

fountains. The object s sill to

When man began colonising
space, he came across some
pretty unsovoury lfe-forms. In
turn, they had discovered a new
delicacy and went all out o
stock up on human flesh. An

PRESENTATION 51%
The game supports the highly
useful Master System light gun.
There are no other opfions what-

uneasy co-existence has erupted o

into war, with some gloopy GRAPHICS 13%
aliens swarming into an Earth with the Master System Light - The 3D effect is highly unconvinc-
owned Space station and Phaser. If you haven't got one ing and equally unimpressive.

munching on the staff. It's not of those doobries, you can play

on. So they are looking for vol-  the gome with o normol Master Most spritesare fronkly rop. Most

backdrops are frankly crappier.

unteer cadefs to go and kick System joypad. This shows an
some alien oss. And you, fool  on-screen target to help aiming. SOUND 9%
boy, signed up. Just a pistol - In screenshot form, Space Gah! Horrible! A drawn out fune
that's flyou hove to defend ~~ Gun doesn't look oo dreadll. plays out, with several piercing
yourself. But don't be too trig- But wait unfil you see it move. notes that threaten a pﬁlygy’;
ger-happy, there may be some  Two-frome animation on the sonity.
survivors waitin d. i spri joose-

aifing to be rescue baddie sprites hos them goose PLAYABILITY %

Space Gun is compatible stepping across the screen s if

they were doing some grim About s playable as using a wet
mockery of a hokey-cokey. More  men you're supposed fo be res-  midgets who float to the bottom lettuce as a football. With the joy-
SPACE GUN comedy s in evidence on the wing - they're oll 12inch high of the screen. The blond back- pad it's a walkover.
BY grounds scroll smoothly, but LASTABILITY 8%
SEGA during the 3-D' secions the ;
PLAYERS sroen updetes are jorky ond Absolutely none. You may fry it
GAME DI‘FHCIII" hopelessly unrealistc il for a couple of hours then never
o't complain too much again.
CoNTINUES bausetheguphisarthe  OVERALL 9%
best part of the game. Yes ion wit
e foss ] R
RESPONSIVENESS It tinks, infoc. 9
SHUDDERY D n acade game whatsoever.
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Sninuioddﬁnm,mw
of Speedball pits two teams
of five armoured men against
each other, with the object of
hurling the ball past the oppo-
nent's goal keeper fo score
‘points. It's a battle of wits, mus-
du,m)dpzmm but skill
is

SPEEDBALL I!

1 o o play, and it
e —'%_’_ has a sense of
To liven things up (as if - 1 humour. Affer
they needed further livening e Y . 24 ploughing
up), power-up fok on 3 through o
the pitch, ond these speed up plethora of
your players, reverse the con- staid shoot
trols, give one team immediate ‘em ups and
possession, or do somethi cretinous cute
‘even more exofic. platform
As well as effedt tokens, = ‘games, this
i the pitch from rth collecting, os of the end of  comes os a breath of fresh air fo
time fo time. These are well each half they con be used to ‘me. My main crticism s that the.
bribe the officils for extra time,
or fo increase the skills and sto-
SPEEDBALL mina of the feam. Obviously
BY coins aren't worth grabbing if it
PLAYERS means missing an opportunity
1-2 to shoo af goal, but at other
GAME DIFFICULTY fimes picking them up can mean
L the difference between winning
N/A and losing!
SKILL LEVELS Speedball is one of those
1 ‘gomes that adds another
SPEEDY dimension to console software;

'I'he Kingpin, freshly released
from prison, is out for
revenge against our wall-crawl-
ing, web-slinging hero. So
determined i he o get Spidey
out of the way, he’s massed the
meanest bunch of terrorists and
super-villains ever, and they're
all out to get Spidey!

As an emergency back-up,
the Kingpin has also planted o
massive bomb somewhere in
the city and it can only be made
safe by collecting five keys that
disarm it.

The Kingpin has given
these keys to some of his best
friends (and Spidey’s enemies)
‘namely Dr Octopus, Electro and
the fearsome Hobgoblin! Spidey

it's relatively original, exciting

‘computer teams are really easy
1o beat so if you're playing on

FX

PRESENTATION 85%
An impressive intro sequence,
inspired by Rollerball, creates the

atmosphere of the game.
GRAPHICS 84%
The players are reuwnnhlm
detailed, as is the pitch. It has a

great feeling of brutality!
SOUND 79%
Quite adequate, the sound is
unobtrusive and suits the game to
atee.

PLAYABILITY 81%
Fast, frantic and fun with two
players. Quickly ges very boring
with one player, though.
LASTABILITY 76%
Two-player mode offers plenty of
long-term laughs. If you play on
your own, though, you'll only get
a few hours of entertainment out
of this.

OVERALL 79%
Abrilliant two-player game, but
completely pathetic in single play-
er mode.

SPIDER-MAN- |

can only save himself from the
slommer (and the city from
devastating explosion) by find-
ing the bomb, disarming it, and
then going after the Kingpin
himself!

Five keys are needed by
Spider-Man to disarm the
Kingpin's bomb ond each end-
of-level guardian hides his own
key. However, once captured,
these guys aren't about fo blab
about the location of their key.

b
¥
)

Ty

Often, Spidey's
forced to search the

landsope ogin i |
Jooking for the keys

before he proceeds
fo the next level.
Like the

Megadrive version
of Spiderman, this
is one of the few
licensed games
which actually makes good use
of the licensed character. The

—

e - X DEFUSE

Spiderman theme has been
exploited fully, and there are
plenty of wall crawling laffs ond
‘web-spinning jopes. The graph-
ics are very good indeed, with
swift, smooth scrolling bock-
drops, excellent cartoon-style
still screens and a very nicely
animated main sprite, and the
adtion s fost and furious, with
enough original features to
keep you on your toes. Spidey
fons will lap it up.

PRESENTATION

Various cameo screens of all the
old favourite Marvel characters
really add to the feel of the game.

GRAPHICS 84%

Small, but perfectly formed sprites
and pretty decent backdrops. The

movement is good f00.

SOUND n%
Tunes that vary in quality from
good to awful, and competent
effects.

PLAYABILITY 90%
An easy-to-use control system
means you'll be wall-crawling
and web-slinging from the word
go!

LASTABILITY 86%
Plenty of super-villains up against
ol’ Spidey, so there's plenty of
lusting challenge in there.
OVERALL 87%
You foo can be the webhead! A
brilliant comic licence and a terrif-
ic game in its own right — go for
it!
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he Grond Master is a

evil chap. Well, whmwldbo
‘more evil than coming to Earth
with a mossive contingent of
spaaﬁqlnmmdptmdmgle

Nlnyu und Ins merry bnnd of
roaming martial artists watched of each.
the carnage in their island hide-

S TEM@E@

Strider is not defenceless in

away on on island is the South his quest for freedom. He's
Sea. packed his massive fitanium
Strider decidestousethe  chopper in his trousers and he
deadly martial artist skills can whip it out at will, using it
endowed on him fo bring about o cut in half anyone who gets
anend fo the evilfide of death in his way! Strider con also
and destruction devastating the  slide, and the special razor
world. This generally involves blades mounted on his siriding
negotiating five levels of four- Reeboks fatally maim anyone However, when you start play-
way scrolling action, dealing who gets in the way! lcons cor-  ing, the poor controls and frus-
with an evil guardion ot the end  ried by enemy drones can be trotingly unforgiving gomeplay
STRIDER o o
BY
US GOLD
rulms
GAME DIFFICULTY
HARD
(AMI‘I;IIIB
SKILL LEVELS
RESPONSIVENESS
sLow

Ge' ready to win some gold
‘medals! Summer Games
features five events: the 100m
dosh, the pole vault, gymnastics,
100m freestyle swimming and
the high dive. Each can be com-
pleted in turn, or can be played
separately. Points are awarded
for performance, with the
medals being dished out for
first, second o third place.
THE 100M DASH

This pits you directly against a
computer or human opponent,
and requires plenty of fust,
thythmic fre butfon bashing to
ensure maximum speed.

THE POLE VAULT

Tricky one, this. Once you have
started running, you have fo

SUMMER GAMES
BY
SEGA
PLAYERS

gauge correctly where you have
fo drop the end of the pole in
order to flip yourself over the

ar.
100M FREESTYLE
SWIMMING

Just a case of pressing the pad
to throw yourself into the pool,
then bashing the fire buttons for
all you're worth. At the 50m
mark, your swimmer flips over,
ready for the return fo the start.
GYMNASTICS

Simply press the button to start
you running, then press the but-
fon fo vault from the spring-
board onto the horse. Then flip
yourself over to land upright on
the mat.

THE HIGH DIVE

This is split into four separate
parts; the forward dive, the

ersaulfs as possible
and enter the water
straight fo ensure
maximum points.

The grophics are
small and have little
detail, and the back-
drops are bland
beyond belief surely
there wos scope for
some amazing anima-
fion here. The gameploy is very

ple button-bashing to succeed,
ond those that don't

are easily mostered.

Even if you're a big

fan of sports simula-

tions, you'll more

than likely find this

very disappointing.

JAzZ

back dive, the inverse dive, and
the back inverse dive. You've
simply got to do as many som-
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dull, most events requiring sim-

brings you down with o bump.
The controls are sluggish, and
there are some very annoying
points like the fact that Strider
‘moves very slowly and con't
duck under bullets. The pro-
grammers, Tiertex, whose other
Master System titles are pretty
good, have really slipped up
here and it looks like the gome
should have underwent some

biggest fans of the coin-op will
be very disoppointed.

PRESENTATION 70%
A pretty title screen, but that's
about it. No gameplay options or
anything.

GRAPHICS 77%
The backdrops are good and the
sprites are great.

SOUND 33%
The Master System attempts to
sound like the coin-op and fails
abysmally.

PLAYABILITY 2%
Dodging the enemy flak is rather
difficult, and the task soon annoys
beyond belief.

LASTABILITY 61%
Five large levels, but the frustrat-
ing gameplay and poor control
method is so off-putting that
you'll be chucking the game out of
the window before long.

OVERALL 67%
A great looking conversion, but
Strider’s high frustration level
and poor playability makes it a
big disappointment fo play.

PRESENTATION 79%
Decent enough selection screens
and a pleasant attempt af some
opening ceremonies.

GRAPHICS 49%

Blocky, plain, ill-proportioned and
badly animated sprites, and dull
lifeless scenery.

SOUND 54%
Ugh! Bland tunes that are com-
pletely inappropriate to the sports
theme.

PLAYABILITY 43%
Easy enough fo play, but gets very
boring extremely quickly even
playing with more than one play-
er.

LASTABILITY 40%
Al the events are so easy, the
game becomes boring very quick-
ly indeed.

OVERALL 41%
Poor graphics and dull gameplay
makes Summer Games more of a
bummer game.




s the name and the screen-
shots suggest, Kick Offis o . Y
football game but i's not just | &£ ! [vevy ophon Jou could hope fur
any football gome. Owing fo o ! 9§ " on the most dynamic options
completely brilliant method of 2 N } screen yet devised!
ball control it's the most realistic VRS e 5

soccer sim ever devised. In nor- ‘mm 4 83%
‘mal socer games, the ball _ thegame,there  game s the sound — the itle Finely detailed sprites and a
“sticks" to the foot of the player | arean amazing screen has one of the crappiest, smooth-scrolling pitch convey the

in possession, but with Super 50 =3 omountof gome-  most repetitive and irritating action perfectly.
Kick Off, the ball has to be suc- play options, two  pieces of “music” ever heard in SOUND 10%
el Soome opfiE 1 dm;;'" '(";o'h" mm m‘? '“""Ki'd“o"  Ten percent for the whistle noise,
ng, : A er modes , Super :
just like real lfe. | S players on the is a truly outstanding game, { ten percent for the h"‘tlheﬁm ““j
Just about every single same team ortwo  offering gameplay, challenge ! ""'"-'5 '9“ percent for the very sa
rule of soccer has been pro- ‘d ployers head-to- and losting appeal unmatched { “music”.
grammed into Super Kick Off head), two differ- by any other Master System | PLAYABILITY 96%
with the exception of off-sides ‘action). Everything else is ent leagues and  cup competi-  game. Under no dircumstances The unusual controls take a bit of
(according to the original pro-  included — even fouls, penalties  tion to keep your interest alive  should you miss it. il sed 0. but 5
grammers, it slowed up the and sendings-off! and kicking. The only thing getfing v ‘:i di degl;‘e msél
This Master System verson  thas disappoining obout his Tered you're addicted for g
hos exactly the some graphics, A LASTABILITY 95%
gameplay and game logic that The game's just so good to play
made the Amiga version one of and ﬁus 50 many options fo
tweak, you'll be at this for years
literally!

OVERALL 96%
: vl A totally amazing soccer game
m&’"{:’:ﬁ:m * and one of the best games ever
o pull off! And if you do y for the Master System!

become completely brilliant of ., ——

the greatest games ever written.

PRESENTATION 83%
* Well presented, with quite  few
 options and impressive opening
screens.

| GRAPHICS 80%
- Good throughout. Well-drawn

~ sprites, impressive weapon effects
! and brilliant backgrounds.

| SOUND

9%
ive funes and a few good
* effects. Nothing astonishing, mind
| you.

. . e | PLAYABILITY 85%

end of dvilisation as we know it. g =t gome i  Dead easy o get info and fun to

At the end of every third X i . play. It helps if you can summon

level, o bonus sub-game - © lstability, as it ofl gets o bit up a bit of a feeling of nostalgia.
— ST * repeitive, despite all the new

appears. It goes by ﬂn name o’ aliens know it takes more than hrmmm\s and weapons. m‘:’m obet ou; bt "“7:'_%

|SUPER SPACE INVADERS | Catle Mutiltion,ond it con- atractor beam to stop Burger
BY * cemnsyour efforts to prevent the ~ King! hard enough to really tax the

DOMARK kidnapping of o the Earth's The " ~ skills of a true blasting fanatic.
Bl ol catle by UFOs The bottomof ~ Master System | OVERALL
| wmggmcun | soomimeiio s (o o ualn s emup i’
| CONTINUES olenroorbeam, i sruggles  hovingasur- % ' J oty martcy et el
| mu.i.mu 1o escope, alerting you o its plus of shoot b - doesn't get tough enough on later
| Wi Tmonavssmd, ~ ‘emup | screens.
| RESPONSIVENESS e higher yourbonusctthe doesthis one |
l L] end ofthe game. Lile dothe il he gap? ST TRl




‘azmania follows the misad-
tures of, Taz, the PRESENTATION 75%
whirling, ravenous TazManian A few nice touches, like the rede-
Devil of cartoon infamy. Here fined font. No options and a com-
:; '.l:‘d h;:!. hunnrlz:s ;v:v on ¥ ) plete lack of skiﬁ levels.
int for some legendary -~
giont ogss i by some lg- St
endary giont sea birds, but the too much chicken lying around. Briliant, bright and bold
territory is hosile, so be pre- 4 Ifthere wes less extra energy throughout, with a good car-

pared 10 witness some ecologicol P 2 and lves thrown about we. toonesque feel to scenery and ani-
bod attitude. ‘might have a bit of a challenge. mation.

Taz' mm:rim tokes in 5 ) One annoying feature of lhs"” SOUND 81%
the wide plains of Tazmania N Megadrive, inserted here, is R
which are populoted by fero- ) seting of bouses for edch Nice ditties and sound effects that
cious fribal mice and mobile . new lfe, enabling the accumu- are just ine.
Taz-eating plants. Luckily, Taz lation of of lives: This is PLAYABILITY 86%

is more than devil enough to 2 not good game design. As ictive, wil
get past these hazards, thanks things stand, | would recom- I,::’;,Tsz ?:::m: "X:;I‘::,m"
1o his well-documented spinning mend this great, but very easy Markedly easy from the beginning
attack, which sends his foes game o young children and ds
whirling off the screen. There’s  been carried over and Master novices. Ll
‘even more danger in the form System Taz Mania is also far oo~ RICH
:i'n the Tmiﬂﬂ m "I'l"l:'ﬂ fo r:v» | Tl;huh It may be a big game, but it" s 50
im Taz, so judicious jumping grophics ore
;:z‘i ""h if :',:: Ay z: ":’m e my“ynu just walfz Ihrough itin
om speed impacts , with great
vk bognd o - B | overauL n%
The time | spent ploying  level. The loyouts Brilliant looking, highly playable
Taz Mania wos really enjoyable, for each level are and very enjoyable — but the
I think the game itselfplaysin o clever, and some | ridiculous amount of lives and
supeiorfashion o the of the areas are lack of enemies means the game
Megadrive version. But the quite taxing. But
‘major flaw of that game has there is just far e

fter the USA's defence super-

computer, SkyNet, started | PRESENTATION 80%
Hotjd o Thiso T ek owe  Options and intermissions a-go-
the entire planet and set about i
eradicating the human populo- | 5
tion with its army of cybernetic | ICS 81%
Terminators. When one man, * Well animated and colourful
John Connor, turned the tide of |
botleand sovd eveyone. I~ Armed iniflly with abag ol Terminatoris knodingaround redesignedandare much ! ;';‘,;"f‘m‘;':ﬂ;;':z'Zzs",?,ﬂ‘“'““"d‘
the final hour, SkyNet sent o hand grenades, then with an somewhere os well. longer. The enemies are also !

Terminator back in fime to kill assault rifle, then an Uz, Reese The Masfer System more intelligent and there’s |
his mother, thus preventing him hos to jump and run around five  Terminator s o hundred fimes  always enough of them on  The tunes are a bit oo beepy fo
from ever being born. Hoving  levels of platform mazes. These  bette than the Megadrive screen fo provide o constant * successfully conjure up the sombre
inercepted this information he stort ff nth ftuistic aste- effort. Okoy, sothe grophics ~ cholleng. Withonly v levels | ambience conveyed by the film
human forces have also sent lands, where Reese hos fo break  can’t match up fo the stunning Terminator may be a little * soundtracks, but the effects are
back their top man, Kyle Reese, into the SkyNet complex while 16-bit ones (although they are  short, but it is easily one of the okay. 4
1o5top the Terminator. watching out for rooming pretty good), but what really best licensed games on the s
You control Reeseinato  Terminators, then cimb aboard  counts is the beefed up difficulty  Master System. PLAYABILITY 86%
save the future by saving Sorah  the Time Displacement machine  level. The levels have been RICH Tough and addictive gameplay
Connor from the jows of death. 1o return to the post. The 1980s makes this a veritable blast-fest.
ity streets are full of villainous e — TR
punks and cops after Reese's ",”“.Iu" 2%
[ remsuatoR blood, ond of course the It's fairly tough, but there are

only a few levels. Still, you'll
probably find yourself playing it
. even when completed.
OVERALL 82%
Atop-notch platform shoot ‘em
up which is slightly spoiled by
being just a mite foo short.
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wa join Wonderboy of the
end of an arduous journey.
Our hero is just about fo
approach the lair of the evil
dragon terrorising the realms of
Monster Land, and Wonderboy
is one step away from dealing
the Dragon a blow it'll never
forget...

However, Wonderboy hos
no idea of the extent of this par-
ticular dragon’s powers, and
just as Wonderboy deals him o
lethal blow the Dragon
unleashes a curse with trans-
forms him from Wonderboy into

|

D e LR G

WONDERBOY

degrees of skillin certain
areas. Piranha Man has fine
swimming abilities, Hawk Man
can fly and Dragon Man can
breathe fire and walk through

This has to rank os one of
the greatest Moster System
‘games ever! It has o depth of

gameplay that's second fo none.

What constantly amazes me
about this game is that there’s
always wmnﬁmn new fo dls-

PRESENTATION 95%
Outstanding! A massive variety of
game options, different tennis
players and court surfaces to
choose from.

GRAPHICS 79%
The sprites are a bit small and out
of scale, but they're nicely drawn

 and animated.

SOUND 30%

Rubbish tunes and poor effeds
make this an aural disappoint-
ment.

PLAYABILITY 79%
Initially very difficult fo get to
grips with, owing to the high
speed of the action ...
LASTABILITY 81%
...but if you're prepared o stick
with it you'll discover a tough, but
highly addictive tennis game.

OVERALL 80%

Takes a lot of getting used to, but
Wimbledon Tennis is a tough and
enjoyable game that should
appeal to fans of the sport.

PRESENTATION 93%
Very well presented on all levels,
with password and continue
options.

GRAPHICS

Great sprites complement the
many-and-varied backdrops.
Throw in some super-smooth
scrolling and you have one fine-
looking game.

SOUND
The usual Master System fare on
this score. Could have been much

91%
Incredibly accessible from the
word go, with addiction setting in
almost immediately.
LASTABILITY 93%
So much to see and do that you'll
come back o this one for months
and months.

OVERALL 92%
An outstanding golden oldie
which deserves to be snapped up
from the shelves of your software
shop immediately!
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resh from freeing himself

from the curse thot furned v :ll!‘g'stfmnou' i I5| %
him into a wretched, deformed Cartmeiry it of a presentation debacle,
Dragon-Man, Shion the G apart from the password option.
Wonderboy was feeling rather GRAPHICS
:::’7"' S e i iy Nice, colourful backdrops abound.
Butthotwos beforethe  rating thescolling platform~ payfr the goodies. identical. Wonderboy is o The sprites are a tad pathefic.
monsters arrived from another adtion with meanie-bashing and The graphics are really, healthy looking sprite, and very SOUND 40%
dimension, spreading fear, evil  puzzle-solving. really neat with some excellent  responsive fo the controls. The Sadness incarnate in the form of
and destruction throughout the In every one of the fowns sprites and colourful backdrops,  depth of the game is massive, tedious, tinkly tunes and inappro-
fair land that is Wonderboy's in the game, Shion finds inns definitely superior fo the aver- with hours and hours of brilliant rialo éﬁem
home. Shion grabs his trusty age Masfer gameplay before the end is P g
sword, Gradius, and sefs off on System game.  reached. Again, this is one of PLAYABILITY
an all-new adventure. His aim: The actual these reason fo get a Power A decent combination of combat,
torid the ;;nzdom of e;en : g:m nug ’:: mswl—”:ms; :d ; exploration and puzzle-solvingAh
monster that dares set foof in it the same bril- nstorlod Very easy fo et into as well, it
Wonderboy in Monster 2 liant mix of one of the best arcade adven- a large quest fo get your feeth
World takes the basic gome tures ever! oo
style of Wonderboy 11l incorpo- - >
? LASTABILITY 92%
WONDERBOY IN ; P P A massive quest contained in the
MONSTER LAND TR, ¥ . cart that should have you coming
r g : = back for months in order to com-
PLAYERS ~ pleteit.
mnlmm 5 13 SVEM”& Wonderb I?lo;%7
S ot as good as Wonderboy III, but
“','.‘J,'.';‘B el still an excellent arcade adventure
SKILL :.EVII.S offering a great challenge.
INSIVENESS
oK
his Sega conversion of the g .
ageing (64 dasscoffers vp =Y Vo) TAEE PRESENTATION 79%
g’lh‘" "’mfh""“"u':" h %L'@ @L'A\S\S Rather banal opening screens, but
0 10 U e S0, o the game itself has loads of
on four of the World's most tions fo finker with.
demanding courses! Just watch e Gl S L oy
out for the bunkers, trees and GRAPHICS 92%
hh_s;he"lwhf:’emﬂdlw}ll) e R The 3D screen is a bit slow to
get in the way of your potential- i Althoug! views are -
Iyovesame hos Ohyes, ind e s makethese  quitesow redraw, ol of he pachm et ot vl
let's hope it's not a windy day! some of the skill, timing and atmosphere of ¥
There are four courses most demand-  real golf hes been successfully SOUND 94%
(each with 18 holes) for aspir- ing holes of  captured. Invite a few more. Generous lashings of sampled
ing golfing aces to conquer. Golf vnl:’ |’| :;LGM around for a game and speech and brilliant effects. An
=~ ever play! compeiive atmospl above average fune is thrown in
One of the World's most famous £ Your caddy really hots up. The graphics and for good megsurl:a
golf courses. A fairly straightfor- g ’ - carries oround  sound are both superlative g
ward course with only water and all of your (especially the great sampled PLAYABILITY 93%
the occasional bunker o cause dubs and for each shot, you effeds and speech) and are The fine control method makes
trouble. A pretty tough course, with have to choose which one is suit-  merely the icing on the cake. accurate driving and putting easy
Ioads of bunkers, rees and ed fo your needs, butif you fo get fo grips with and the game
3 :;;D' '":‘I:n:“"'""v most °‘h the is addictive from the outset.
Ir are €0
WORLD ;ou‘S.SDmDEI- m':' prefty easy I.ASTABII.I!" 92%
BY Four sprawling courses and a
Tt Trees and bushes are your worst four-player option give this loads
14 enemies at Cyprus Creek. of lasting appeal.
GAME DIFFICULTY Cunning ploy s required to o OVERALL 92%
MEDIUM/DIFFICUL reach the end of this hole on G : i
CONTINUES por. A The best Sega golfing game by
sn(ll.r{%vtls 32 far, and one to snap up as soon as
18 hols of pure hell! 22 possible!
56

IBNGIIéIlVTEIIESS Everything possible has been
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Ahh! Italy! Ahh! Football!

rld Cup ltalia 90 lets you
take your team of eight (yes,
eight) fleet-footed soccer stars fo
the cup final, fighting off teams
from all the other groups to col-
lect the trophy. If you con't be
bothered with all that, though,
you can just use the Test Match
option to challenge Morocco fo o
bit of a kick-about.

Each team has individual
strengths and weaknesses, but
some are stronger than others,
Brazil and Argentina being
among the toughest. The
reverse holds true s well —
don't choose fo play os the
United Arab Emirates unless
you're a glutton for punish-

WORLD CUP ITALIA ‘90
BY

Xani'e Alert! The alien Xenites
are after our lovely Mother
Earth, but their military space-
forces have just been beaten off
by Earth's defences, so they're
trying a new tack. They've
decided to use their time-fravel-
ling technology fo delve into
Earth's past where they have
planted devastoting bombs,
hoping to disrupt the future of
the planet and neutralise the
human defenders.

This means you foo, as the
pilot of a shiny new Terran
starfighter, have fo travel back
in time, fo seek out the Xenite
forces and eradicate them from
history before they do some
serious damage. Braving every-

XENON 2

ment! However the teams are
represented on the pitch by only
eight players each; this is prob-
ably because the pitch is very
small indeed. An arrow shows
which player is “on” the ball,
and running, possing and
shaoting are achieved through
judicious use of the buttons and
control pad

If you fancy a bit of a
change from the workaday slog
of high-intensity international
cup competitions, there’s alwoys
the penalty shoot-out option

which gives you the chance to
take on the keeper in o one-on-
one showdown. It's the best of
five kicks — so make sure that
each shot counts.

Unfortunately, despite the
comprehensive game options,
World Cup Italia ‘90 is a rather
crappy football game. The
graphics are all right, but why
only eight players per team?
And why such o minuscule pitch?
The control is appalling and
awkward, with no easy way of
making the nearest player chase

the ball; at least not until the
swift-footed computer opposi-
tion has got there first. When
possession is gained, however,
it's simply o question of running
towards the computer team's
goal. Your opponent stands next
o no chanc of halting your
progress.

Afootball gome that does
not reward skill easily is no
footboll game of oll — and
sadly, that's the case here.

JAZ

thing from prehistoric
‘aquatic worms fo giant

v them in for part
exchange, but you'll
find the owner of the

till one of the best Master
System shoot ‘em ups around.
JAT

. SOUND
- Whistles, cheers, and other spot

PRESENTATION 83%
The starfing screen is fair, and the
team selection screen is rather
jolly. Throughout the game the
standard remains high.
GRAPHICS 62%

Nice presentation screens, but the
in-game graphics are gaudy and

 confusing.

56%
effects but they're very tinny

 indeed.

| PLAYABILITY 53%
+ Don't expect fo play this long into

the night it's irritatingly difficult
fo control.

. LASTABILITY

39%

The frustrating controls and naff
layability result in this quickly
Eeing relegated to the software

shelf.
{ OVERALL 51%

Avery poor effort that's disap-
pointing in the extreme — get
World Cup Soccer instead.

PRESENTATION 70%
Nothing startling actually, but the
in-game presentation is smart.

GRAPHICS

Very smart for a Master System
Game. The sprites and back-
grounds are very colourful.
Definitely the best-looking shoot
‘em up.

SOUND 56%
The warbly, blippy music doesn’t
really capture the thrills of hard-
core blasting.

PLAYABILITY 87%
Not particularly speedy, but plenty
of blasting action. All the humon-
gous weapons keep the thrill-
level high.

LASTABILITY 81%
Not a vast array of levels, but it's
a game you'll come back to, to
better your score.

OVERALL 88%
One of the top Master System
shoot ‘em ups. Worth a go if
blasting is your bag.



' GAME GEAR REVIEW

szinl Assault pits you, heroic

arth pilot, against a gang of
Eorth-threatening terrorists in a hor-
izontally scrolling blaster. Your sole
purpose is to destroy EL, a massive
laser aimed ot the ozone layer.

The adtion is set over four lev-
els, with different scenery graphics,
and much the same sort of game-
play. Enemy aircraft hover over
cities, ships fire ground-to-air mis-
siles and parachute bombs fall from

above and you have to blow up or
dodge the lot of ‘em. At the end of
each stage is a massive enemy boss,
like the huge stealth fighter on level
one.

Aerial Assault was converted
verbatim from an ancient Master
System game, and it certainly shows
its age. It looks terrible, sounds
awful and is extremely easy. Not

SEGA
ix spaceships in deep space have the role of one of two super-troop-
been left stranded after a gang of ers, out to dear the maze-like decks
horrible squelchy aliens feleported of each ship.
aboard and ae the crews as a light ‘This conversion of an old Sega

snack. It's a phenomenon dlassified
os the ‘Alien Syndrome'. You take

«in-op is a good mix of exploration
and shoot 'em up. The decks are

ans Christian Andersen’s classic

fairytale of the mermaid who
wanted o live on land was brought
to lfe in the stunning Disney movie
of 1990. This game uses the charac-
ter of Ariel and her father, King

Triton in a collect ‘em up maze
game.

The gome is a curious offir,
based around locating friends of the
aqua-people, who have been shrunk
1o plankion by the evil sea-witch

Deoth ‘Adder's troops are running
rompant across the land. Ax bat-
tler must speak to the natives, learn
dues about magic objects and places
1o explore; buy equipment and sup-
plies, then visit the caves, forests and

dungeons. The game is normally
viewed overhead, but when o com-
bmﬂluﬁbnmns,hlﬂﬁl
uwmndmh’smu
RPG debade purports fo

hl“dhtﬁh

viewed from overhead, and are split
into areas. There is also the prob-
lem of the ship's self-destruct mech-
anism, and a large gloopy boss
waiting in the vaults of each chip.
Alien Syndrome is good fun,
especially in gome-linked mode, but
it's looking a bit ropey now, and has
some weird play flaws, like the
dodgy scrolling. Have a look if you

while seeing off her servants with
Mer-magic. Each of the four levels is
a twisty maze of coral reefs or fim-
bers of wrecked ships, and occasion-
al enemies.

Occasional is all too true. This
game is so easy that even young
children will finish it in  day on
easy sefting. The grophics look good
but are offset by poor scrlling, and

blocks of colour; each town looks
‘much like every other. Great chunks
of the game are spent doing nothing

the sound isn't worth mentioning.
Ariel i as domp os seaweed.

changing and gear choice can shave
vital sam»dx offlap nmu Loads of

[ L

yrton Senna, the fastest Brazilion

on land lends his name fo the
second Super Monaco game on the
Game Gear. Maybe Sega hoped
some of his flair might rub off on the
gome.

Sixteen World Champion fracks
are featured, with two racing stages
for each. First players have to battle
for a place on the grid with 11 other
drivers. Also involved in your success
i the cor design and spec. Tyre
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other

Bmin’shhmss: nllth isby
the by if the on-screen racing isn't
up to the mark. And that's the case
here. The sensation of speed created
doesn’t match the heady ﬁnumvf
300kph shown on the
Meolsnwnllhyovrummmmlol

a Lada than a sports car. Not recom-

mended, even fo racing fans.

E
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Bnrv is known as Springfield's
Imost precocious brat, so it's no
surprise that that no-one believes
him when he dloims Earth s being
invaded by liens disguised os
humans. Having overheard their

plans, Bart knows that they're build-
ing a weapon out of everydoy
objeds (starting with purple objets
and moving on fo hats) and, realis-
ing that he’s not going to get any
adult help, he resolves to foil their
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plans himself.

Bart's crusade takes the form
of a multi-level platform game.Each
of the levels presents Bart with a
different wacky task, like painting
objedts a different colour
Sometimes the challenge comes
from fests of dexterity, sometimes
it's puzzle-solving,

RICH

- J

atman Returns is a scrolling plat-

form beat ‘em up, in which the
Dark Knight himself has to swing
ond leap around Gotham’s dingy
buildings punching out the
Penguin’s clown pals, and Miss

Catwoman herself should he find
her. As well os his fists, Batman is
armed with a stock of batarangs as
well as grenades and even o swarm
of bats who swoop to his aid when

Though it's similar, this conver-
sion is actually better than the
Master System game, featuring
some smart effets like a snow bliz-
zard on level one. The visuals are
shorp and convey the atmosphere
well on the small screen. This is
quite a movin' beat ‘em up for the
Game Gear, that deserves atfention.
RICH

SEGA-
—

he calls.

anhinn is as chilling as looking
into the face of the man who
cannot die. Chakan achieved this
miraculous state by duelling with
Death and winning. However, he
soon discovered the state to be one

of misery, as sharing life with efer-
nal evilis Hell itself.

Your quest in this occultish
platform adventure is to rid the uni-
verse of evil and then let Chakan
rest in peace. Spirits roam the rocky

his Chessmaster simulation pro-
duces a one or two player Game
Gear platform for Chess.
The game itself is os you'd
exped, though it's not played to
competition rules (o strict time lim-

o J

its here, unless you specify them for
the computer opponent). However,
all the subtle techniques of Chess
like castling and en passant, are
recognised and the Game Gear can
ploy ot a variety of levels, the hard-

wek is an amorous caveman
turned furious caveman, since
Gary Gritter, his arch-enemy has
stolen his girlfriend to have his
wicked way with her. What ensues is

amad dosh across perilous prehis-
foric landscapes that make Jurassic
Park look like Whipsnade Zoo.

The five levels are packed with
rocky platforms and hungry

levels, and Chakan defends himself
with twin swords and other sharp
weapons he finds along the way. He
can also use the mystic magic con-
tained in pairs of potions which are
lying around the platforms.

Chakan has loads of ideas, but
is let down by excessive difficulty. It's
not as aggravating os the Megadrive
version, but it i still too demanding

est of which is very challenging and
it can even teach you how to play in
its Teach mode. The only thing you
could really foult it for are the board
graphics which are very unambi
tious. The sound isn't up to much
either, but then you don’t want
Game Gear music playing while you
mull over your next move do you?
Chess fans who can never find

dinosaurs who see roost caveman on
the menu and have to be beaten off
with Chuck's belly-butt technique or
a large rock to the nut.

This is a great conversion of
Chuck Rock with all the humour and
zany graphic style of the originals.
‘The dinosaurs look great, and the
levels are really well constructed.
JAZ

Al the game options are here,
induding a two player competition
and a Flash Columns option, which
for some reason is backed by o con-
stantly-scrolling 3D road. The tunes
are tinkly but are none the worse
for it. The gameplay is as fascinat-
ing os ever. I's not a game that
you'll be playing in heavy doses, but
rather one that you'll come back to

from time to time when you wont o
break from blasting or Ninjos.
RICH
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Sli:k and Spin are o pair of crash
‘dummies who earn their keep by

being thrown off buildings and such-
like. You have fo get them through a

week of freelance stunting, doing
things like falling off buildings,

working in a bomb factory, driving
through walls, downhill skiing, and
riding a rocket. They prefer o stay
in one piece so you'd best steer them
round any dangerous obstacles or
handle those bombs with core.

Besides, the better they do, the more
cash they earn, and if they screw up
they tend fo get the sack.

This is a rather jolly little
game, though when | say ‘litle’ |
mean ‘little’. It doesn't take long to
master the five sub-gamelings and
though they're quite good fun it's o
game | tired of all too quickly.

o |

Fe of rle-playing games had o
prtty raw deal if they owned o

Game Gear.unfl Defender of the
Oasis came along. A wicked snake

lord has rrived in o peateful lond

ond caused a bit of an uproar by

ensloving all the people. The former
prince has to find the source of this
mystical fiend's and free his country.
This big 4 megabit cartridge
contains massive amounts of ation,
vith acres of ll-action dungeon

= ,

frer each being given o lucky

dime by Uncle Scrooge McDuck,
Huey, Dewey and Louie have all
been kidnapped by Magica De Spell
who wants their lucky coinage to
start her fortune. I's up fo Unca’
Donald to save the boys from their

prisons around the world in this
platform adventure, full of the sort
of troublesome creatures Donald
always seems fo be coming up
against in the cartoons.

Like just about every other of
Sega’s Disney licensed gomes,

PR

his odd little shoot ‘em up puts

you at the controls of a living
space ship named Opa Opa, who
finds himself in the highly bizarre
Fantasy Zone. The place is full of
flying, er, things which hardly seem

fo realise that they could do Opa
Opa a serious mischief should they
collide with him. Opa Opa comes
fully armed, though, and if you can
shoot some creatures, collect the
cash they drop then take it to the

exploration and combat. It's one of
this new breed of RPGs which aren't
bogged down by menus and long-
winded round-by-round combat.
The graphics aren't amozing, but
they do the job and the fact that
everything's very easy fo use makes
it a good game for novice and expe-
rienced role-players alike.

JAZ

Donald Duck is a corker. After the
smart intro sequence you get fo
feast your eyes on the excellent
graphics they're very colourful and
wonderfully animated. The music is
extremely jolly and the gameplay is
equally ace. In spite of the kiddy
looks it's very tough as well as being
very playable. Well worth buying.
RICH

floating shop which appears from
time fo time, you can upgrade his
engines and his armament info
something that does o lot more
damage.

All the weirdness of the origi-
nol arcade game s present in this
conversion. It's a simple game real-
ly, and the floaty controls take a bit
of getting used fo, but it's good fun

s 4

B .

In G-LoC you find yourself in the
cockpit of a strike jet on a mission
of no-mercy into enemy territory.
The action alternates between high-
level strikes against squadrons of
hostile jets and low-level ground

strikes in which rocketing tanks and
ships is the order of the day. Not
surprisingly, destruction equals
points, and ot the end of each stage
these points can be traded in, rather
like Esso Tiger Tokens, for newer

Weapons
As we've mentioned before, the
G-LoC coin-op was one of those “All
Graphics, Not Much Gameplay'
machines, so it comes as something
of a surprise fo find that the Game
Gear version, which doesn't have
the benefitof 32-bit graphics co-
processors, is actually a reasonable
3D shoot ‘em up. If gets a bit boring

after a while, though, because
there's hardly any gameploy variety.
RICH

e |

ick and Mack ore back! These

two environmentolly-conscious
lads have resolved to dlear up the
planet single-handed by venturing
to the places where slime, sludge
and pollution congregates (usually

srolling platform-packed places it
would seem) and wipe it out with
their disinfectant goo-guns.

Egging them on is no less o
personality than Ronald McDonald,
who will also reward them for every
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McDonalds golden arch they happen
to find when they've completed each
level.

Though the environmental
message is a bit feeble, and it's all o
bit of a McDonalds advert, this is
still a very jolly platform game, with
smart graphics, bouncy music and
fast adtion.

% 4
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“1"he great Dr Jones s off on anoth-
1 er of his treasure hunts, this fime
for the Holy Grail! As usual the
Nazis are affer it too, and unless
Indy gets ther first Hitler will probo-
bly use the Grail fo gain eternal lfe!

Various scenes from the film
are recreated in this platform moze
game, starting with young Indy
refrieving the Cross of Coronado
before moving on to the current
adventure. The action is good, but

GAME GEAR REVIEW *

somehow the Indy character isn't
quite as tough as you would exped.
He punches, shoots and whips the
bad guys out of his way, but his
whip disappears after only a couple
of hits! That never happened in the
film!lt struck me os one of those
licensed games where any character
could have been in the place of the
Indy sprite and it wouldn't have

ere come those tiles, rolling
down the conveyor belt at you!

three tiles, vertically, horizontally or
diagonally and they disappear to let
any that are above fall into their
place. And this earns you points.
This dassic puzzle game which

tiles they call Klaxes. String together  calls for reflexes ond strategic think-

ing has made the translation fo
Game Gear pretty much intact. All
the levels are there, os well as all
the warps and it's still one of the
best games of its genre. Klax s one
of those games that you just can't
put down once you've picked it up so
make sure it's added to your collec-
tion s soon as possible!

RICH

i |

army of rats to their doom at the
hands of one of his pals.

You hve fo o exterminate the
ever-marching rats by building
bridges for them to cross or net-
works of pipes which will lead them

‘rse those ravenous rodents!

They've invaded the home of the
famed degenerate clown so fovoured
in the Simpson household, and now
poor old Krusty has to jump around
his pad, finding ways to lead the

o the Great Rathole In The Sky. All
this takes a bit of working out as
you need to be able fo predict the
path of the rats and construct
accordingly. The puzzle-type gome-
ploy is fiendishly addictive, the lev-
els are multitudinous, the graphics
amazingly good for a Game Gear
and the game overall, unmissable.
Az

o |

his i the game that proved so

ing direction if they hit something,
or just walking over diffs and dying
To do that you need to get them past
some horrific obstacles by blessing
certain of their number with speci
Lemming pow ich as the

popular it spawned many imita-
tors (including Krusty's Fun House,
above). The idea is simply to rescue
a gang of brainless Lemmings who
just march around non.

of the dossic
you have o steer a
gh six levels of surreal

end of each course, but there are
such marble-hating fiends as vocu-
um cleaners and the despicable
block marble waiting to bump you
off the track.

This is a decent conversion, but

to dimb, or dig, or build bridges or
explode. Eoch level presents a new
and more fiendish challenge, some
of which will have you screaming in
frustration but all of which are possi-
ble - somehow!

This is a quite staggeringly
good conversion of this dassic puz-
e game, which plays near enough
exadlly the some as ollthe other

versions. It's funny and fun and if
puzzles are your bag you shouldn't
miss out on it.

ICH

s seriously lacking in levels. The
six tracks take maybe an hour fo
beat, and although the appeal of
the arcade game was that you could
keep coming back to beat your pre-
vious times and high scores, this
doesn’t seem to have translated to
the Game Gear version and | wos
soon bored by Marble Madness.

=H




e evl witch Mizrabel hos cap-
tured Mickey's main squeeze
Minnie. I's probably the aftention-
seeking of a lonely old woman, but
Mickey i nevertheless honour-
bound fo fraverse seven dealy

landscapes and rescue Minnie from

Mizrabel’s dungeon in the Castle of

lllusion. Mickey's only defence s his
ability to trash his enemies by land-
ing on them butt-first and his prodi-
gious apple-throwing abilities.

s J

Ons day, Mickey dozed off while
reading a fairy story in a book
and found himself in a dream in
which he's on a quest to recover o
stolen magic gem from o foul phan-
tom. The gem usually provides pro-

tection for a peaceful villoge, but the
phantom is using its power fo bring
gloom and doom on the population.
Mickey can't take the chance of
running into the phantom’s fiendish
servants. Luckily, they oll yield to his

hk conversion of the famous

oun-op driving game puts you ot

the wheel of a smart open-topped
Ferrari Testarossa on the stort line
of a cross-California race for glory,
ulmg pafl:l-llud boulevards and

Though the poor little Game
Gear can't hope fo pump out the
kind of visuals and sonics produced
by the arcade game, it does o fair
impression of the original, with fair-
Iy gand spmes and u lnsmh 3D

roo! US Gold’s attempt to inject
new life into the Outrun formula
~ didn’t quite come up trumps on this
oceasion. The idea is that you're o
‘sort of super-spy who hos had his car
pinched by enemy agents who knew
_about the secret documents in the

glove compartment and are now on
their way fo the continent. Grabbing
the nearest motorbike you have to
drive from your start point in
London o Dover, dodging police
cars and other traffic, then cross The
Channel on a jetski before switching

[ xperiening all the thrills of being
L a paperboy oy not sound like
much of a game concept, but Atari
made a popular coin-op out of it o
few years back, and this is pretty
much a straight conversion.

Get on your BMX saddle and
look after a street-full of newspaper
subscribers for o week, making sure
they get their morning papers on
their doorsteps. Failure results in
them cancelling their subscriptions

GAME GEAR REVIEW

The intervening drama pro-
vides the Game Gear with one of ifs
best games ever, a sumptuous plat-
form feast with haunting sound,
beautiful graphics and loads of
gameplay to keep you occupied
There's a real flavour of Disney in
this game, but the playability rec-
ommends it in its own right.

old tactic of the bottom bounce, and
Mickey can silllob objects at his
foes. He also needs to collect objects
o solve puzzles which allow him
further into the game.

World of Illusion has fremen-
dous graphics, the animation is
superb and the gameplay has more
depth to it than Castle of Illusion

flicker which makes some of the
scenery disappear from fime o time.

It's all reasonably good fun but
seeing as it was the nice graphics
and sound that really made ploying
the arcade game such an enjoyable
experience, this does tend to look o
bt feeble after a while. I'd rather
spend the asking price playing the
coin-op ot my local arcade.

fransport again. And so it goes, all
the way across Europe.

While the idea is sort of good
(though I'm a bit dubious about
ransplanting Outrun to Europe and
thus removing the appealling
Californio atmosphere) the gome-
play is pretty poor. The graphics are
mediocre and the action i highly
frustrating. | couldn't get past the
jet-ski section, but if | had persisted

and you eventually losing your job.
To make things tricky there are all
sorts of crazy obstacles waifing to
knock you off your saddle, but you
con whack most of them out of the
way with o well-thrown newspaper.
Al the features of the coin-op
are here, and it's all pretty good
stuff actually - unusual and very
playable. Give it  fry ifyou want

with it I'm sure my Game Gear
would now be in a million pieces.

The Dailp oun

something out of the ordinary.
JAL

wrsom J

hile the Sultan of Persia is off

on his hols, Grand Vizier,
Jaffar, seizes the chance o kidnap
his daughter and take over the
entire kingdom! Obviously he must
be stopped, but the only man to do

it has just been imprisoned by Jaffar
in the palace’s deepest dungeon.
This hero has to escape his prison
and race through twelve levels of
fiendish platform mazes, full of
fiendish traps to reach the princess
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before Joffar does something nasty
1o her. As well os the traps there are
guards everywhere, so the first thing
you have to do is find a sword and
master some fencing skill. Only the
best can survive!

This is simply a superb game,
with all the atmosphere of a Sinbad
movie, great puzzles which test your
reflexes as well as your brain, and

\ation on

astonishingly good a
the athletic main sprite. Get it!
AT
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fter Putt and Putter's rather crap

fitle sequence you enter the
rather crap game by first placing
your ball on the tee mat. You can
then proceed to hit the ball in any
direction you like and the chances

BY SEGh J

are all the pinball-style bumpers
and the bouncing boundaries
around the green will eventually
send the ball into the cup after your
first shot or at least well under par.
Sometimes, though, the powerful

One of the finest of Sega’s Shinobi
'games - and it’s only on the
Game Gear! Joe's four Ninjo mates
have all been kidnapped and its up
fo him to rescue them from locations
allover town. Allsors of heavily-

armed bad guys stand in his way,
but nothing stops the blade of
Musashi and his ninja magic. Once
rescued, you can switch choradters,
using the special powers of the other
Ninjos (such as being able to ding to

s J

his wos actually based on an old

Amiga gome called Skweek
which was a surprisingly addictive
variation on the old PacMan theme.
The fluffy hero (who is actually
called Skweek) has to rescue his

entire planet which has been turned

blue by invading aliens. What this
involves is walking around levels
made up of blue tiles which turn
pink when Skweek steps on them.
There are all sorts of nasty aliens

GAME GEAR REVIEW

rebounds result in the ball landing
anywhere so you can end up taking
about fen shots fo get the ball up a
Hhill only for it to bounce off a wall
and run straight back down at you
every fime. And oll the while there's
some brainlessly jolly music playing
in the background.

This isn't worth the effort.

walls or perform cyclone spins) as
well s their special magic power to
get post tricky obstadles.

This is simply on excellent
game. The graphics are ace, the
gameplay is unbelievably addictive
and even the music is superb. A
must for your collection,even if you
already own the sequel.

Iz

wandering around, whom Skweek
should of course avoid or indeed
shoot with one of the extra weapons
that are lying around. There are
also nasty traps such as cracked tiles
which disappear as he crosses over
them. There are even different
coloured tiles which he has to wolk
on several times before they turn
into the correct colour.

It's very simple and actually
has a bt of an air of naffness about
it, but having said that it is actually
quite good fun, even ifit's only in o
mindless sort of way.

Well worth trying if you like
this sort of game.

ICH

prcam J

he game show of tomorrow

requires no naming of tunes or
guessing of prices or even naming
the capital city of Venezuela, it just
requires a bloke with a big gun and
arenas full of robots to blow away.

That's what Smash TV's all about.
The plucky contestant has to walk
through o maze of robot-infested
arenas, grabbing cash and other
prizes while wiping out his cybernet-
ic foes. Extra weapons become avail-

BY SEGA:
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onic's new fox-cub pal, Tails has

been kidnapped by vile Dr
Robotnik and it's up fo Sonic o race
over the traditional hills and doles
to get Tails back by collecting the
rings and recovering the Chaos

Emeralds which give him the power
to defeat Robotnik.

Sonic 2 has all the features of
the original and more. As well s all
the leaping, racing around, smash
ing down walls and looping-the-

able from time to fime, and ot the
end of each maze there’s a porticu-
larly large and nasty boss robot
blocking your route to the next part
of the show.

If you liked Williams Smash TV
oin-op this is... pretty grim actually.
The graphics are miniscule and
poorly defined and the action is a
very pale shadow of the arcade orig-

loop, Sonic also gets to take to the
air on a hang-glider, ride a
minecart and ride underwater in o
bubble

Like the Master System version,
Sonic Il looks very smart indeed
with excellent sprites, gorgeous
backdrops and super-speedy
scrolling as well as seven levels of
challenging and enjoyable game-

' ey Errren 6

inal, made no better by a very tricky
control method. Give it a miss.

play. In fact it's another of those
cartridges which no Game Gear
owner should be without

B —
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his was the first of Sega’s big

hydraulic chair/3D graphics coin-
ops which proved very popular in its
day and isn't bad on the Game
Gear. You play a jet-pack powered
hero who has fo fly through the

twelve levels of The Fantasy Zone
which have been infested with weird
alien creatures. You're armed with o
large gun, and when you see some-
thing nasty zooming out of the
screen ot you, just blost it!

Without the hydraulic chair and
super-duper graphics of the coin-op
Space Harrier is a no-frills shoot ‘em
up, though having said that, it's not
a bad game. The graphics on this
GG version are surprisingly decent
though the sprites seem to have a
chunky square borders around
them. The action is fost and the only
thing that really lets it down is o

ommunity polidng just hasn’t

worked in this particulor neigh-
bourhood, and so the police are
sending in their best officers who are.
experts in unarmed combat! Ploying
os either tough cop-blokes, Axel or

Adam or rock-hard girl-cop, Blaze,
you have fo fight your way through
loads of levels full of Mpunks
and hardened criminals on the hunt
for their boss, the infamous Mr Big.
While this is a good effort ot

fier sorting out Mr Big in Streets

lof Rage part one, the Especially
Tough Division of the local police
force have got fo track down a new
crime boss, Mr X, who has kid-
napped one of their number. On the

hunt to refrieve their lost buddy, you
get fo play one of the other two
‘members of the squad Blaze or Axel,
or perhaps a new bloke called Mox.
There are an absolute fon of
bad guys guarding the route to Mr

he famous football game gets

everywhere doesn't if? Tiertex,
who programmed the Megadrive
and Master System version of this
soccer dassic also produced the
Gome Gear version and it's just as

good. Take your feam o the fop of

Al the gameplay of the origi-
nal is here, though remember that

his racing game puts you in one

of those giant 4x4 frucks driven
by big Americans in lumberjack
shirts. Each race is set on tracks
laden with deep ditches, pools of
water and steep hills. Your objective

is simply to complete four laps
before the other three competitors
(one of whom can be another
linked-up player), usually by barg-
ing the other trucks into the frack-
side hoardings.
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reproducing the classic Megadrive
beat ‘em up, with decent graphics
and sound, it turns out to be really
frustrating because os soon as you
get knocked down once, you're
immediately surrounded by bad
guys who won't let you off the
ground! You'll probably end up
kicking the cack out of the Game
Gear — and thot sort of thing isn't

X's base of operations, and they all
need to punch or otherwise whacked
out of the way. All the original fight-
ing manoeuvres ore present, and o
couple of spectacular new ones have
been added.

The extra moves are just one of
the features that make this o much
better game than the original. The
graphics are ace and the fighting

the controls fake a bit of mastering,
espdullymﬁ-ﬁ-mﬁursdhky
EnCig
::nm.u“hhl-;i

your opponent and knock the ball
into the back of the old onion bag. If

You might want to make the
occasional detour to pick up the
bags of cash and nitro-injectors
which appear on the course. The
cash comes in handy when you want
to upgrade your truck after the race,
ond the nitros give a speed boost.

This is an enjoyable racing
game, but it does get o bit samey,
especially when you run out of

‘oction is much easier fo get fo grips
with os well as being loads more.
safisfying. Top stuff.

RICH

tracks and have fo race around the
old ones in the opposite direction.
RICH
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‘pace Invaders? Who wants fo play

Space Invaders these days? Well,
this one is a beefed up version of the
antique coin-op with 33 levels of
spruced-up graphics, extra weapons.
ond oll sorts of other enhancements.

As ever, the invaders are marching
left and right on their relentless
descent fo the Earth’s surface, drop-
ping bombs s they go. The some
old stuff really.

After every third level you're

‘az and his TozManian Devil fam-

ily are storving. They haven't had
anything to eat for weeks, and
they're so desperate that they"'ve
told Taz to go out into the platform-
filled islond that is TazMania and

bring back one of the giant eggs

that legend has it were laid by pre-
historic sea birds on the far side of
the island.

0f course, there's loads of nasty
TazManion wildlife standing in

placed in o bonus game in which
aliens are stealing Earth’s cows! You
have to blast the cownapping bad-
dies before all the cows are sucked
up into oblivion.

Unlike the arcade oldie, the
graphics in this game are quite
good, but no matter how much you
tart it up it’s sfill Space Invaders, so
it's not surprising that it gets more

Taz's woy, but luckily Toz is as
tough as old boots, thanks fo his
high-powered spin attack which can
send his foes spinning off the screen.
TazMania certainly looks
amazing, with colourful back-
grounds and cartoonlike sprites, but
just as with all the other versions of
this game the Game Gear transla-
fion is just oo easy fo complete.

play.

You'll have a good time doing it, but
when | reached the end | almost
couldn't believe it was over.

srvn J

cyborg killing machine from the

future, a Terminator, s stolking
the streets hunring the woman who
will one day give birth fo the man
who leads the final assault in o war
between humans and the

Terminator's control computer. You
play Kyle Reese, a soldier of tomor-
row, who has also come back in time
fo protect the woman.

In this platform shoot ‘em up,
you start your mission with only o

\/0u too could become the next Jim
¥ Courier or Steffi Graf (sort of)
with this tennis simulation, set on
the infamous Wimbledon centre
courts. You can play friendly matches
against another player or a comput-

er player, or fake on a field of
puterised professionals in the four-
nament mode. The action is viewed
from above and behind one end of
the court and all the rules of tennis
are adhered fo.

bag of grenades to get you past
armies of Terminators so that you
can get fo the fime machine. Once
you've made the time-jump you
have to fight off armed punks and
‘misunderstanding police officers
before he runs into the Terminator
itself.

Unlike the Megadrive version,
this is really challenging os well as

Wimbledon Tennis’ graphics
aren’t superb, but they do the job
adequately. The gomeplay s reo-
sonably good, though if you've

d so te

nnis gam
pointed by the fact that there isn't
much of a range of shots for you to
use. It's quite good fun, but unless
you're a real tennis fan you're not

missing anything if you don't buy it.
RICH




ADD-ONS

APOWER BASE
CONVERTER

The Megadrive is the only 16-bit console in existence complete-
Iy compatible with a vast range of 8-bit games. Simply. plug in
er Base and, !he Megadrive can play the entire range

- n! SegaMaster Systemigomes| Check out the Moster System
reviews section and you'l seg there are some really smort
tiles ouf there G mnmm are much cheaper than

Megadrive games foo!

SEGA TAP

Open up a whole new range of awesome Megadrive gaming
with the four-player Sega Tap. Plug it in for multi-ployer
adion second-to-none! The Sega Tap is currently compatible
with J-League Pro Striker (an imported football game which is
completely excellent in four-player mode), Gauntlef (Tengen's
'ﬁdmmmn ofthe old cain-op which is coming soon) and

v Wimbledon Tennis ( gh is nfortunately a bit noff),

This is ElectromicArls” version of the Sega Tap, allowing four
players fo hook up their joypads for multi-player games. It
isn't compatible with the Sega four player conniector, though,
50 it won't work with games like J-League, but EA are
releasing their own range of fitles which work with it.
Most of them are sports games (and don't for-
get, EA’s sports games are some of the best
mnsu\e) such as Bill Walsh College

the amazing FIFA
7 Soccer, n»u Way Playielso works with
| GenerdhChaos) ather
! unplayable com me into something

muchamore enjoyable

ARCADE
POWER STICK Il

For people used to conventional joysticks rather

than the Sega joypads, the Arcade Power Stick is the perfect

solution. The Power Stick is a high quality precision controller
stable aufefie. I1's very heavy too so it makes an’

¥ excellent fabletop sti
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MEGASTICK

This joysfick is replacing the Arcade Power Stick. Like the
Power Stick it has adjustable auto-fire, but hos the neat addi-
tion of a slow-motion switch. It's also much smaller and neater
than the Power Stick, yet it's still heavy enough to moke @
good tabletop controller. I's even cheaper!

When the dog‘hewsw that connedts the
Megadrive to the felly, this,s t iget you'll need to restore

those wonderful graphies ¥ your screen.

ACTION REPLAY PRO

Plug this gadget between your Megadrive and your fovourite
cartridge and you can enter special codes fo provide your on-
screen counterpart with infinite lives, extra weapons — just
about anything! I you can'tfind the code you wan in he:
sup lied handbook you can ‘train’ the game yourself

usi ple processylihe Action Replay is an excel-
lent'piece alequupmem veryi@asy to Use, and it can put

new life into fired old just gathering dust
on the shelf.

VY GAME G

This is a cheat cartridge, somé  the Action Replay Pro,
but instead of inputtinig number codes you use mysterious
combinations of letters and numbers. Creating your own codes
is @ mater of chtnging letters inthe supplied codes untilyou
find one that works, which isn't as efficient os the Adtion
Replay’s game trainer feature. The Game Genie does offer a
wider range of very weird effects, though, so it sill really
good fun fo mess around with.

VSIX BUTTON
CONTROLLER

This new Sega controller has the same fop precision D-Pad as
the conventional Megadrive model, but has six independent
fire buttons plus MODE and START buttons! It's compatible
with all Megadrive games currently available, but the exira
three b u can get
of newer.games, such ts Ranger X
fo play the Megadrive version of Str
who dnesn'mhis is nbsnlu'%i

easy accessto the full ronge'of gothes and kicks.




ADD-ONS

~»THE
7 MENA

Fany a bit D’K: ‘action with a real

gun? Well, not L qun, obviously, because

thaf would be dangerous. Plug the infra-red control

hox into your joypad socket, point The Menager at

your screen and if can detect exactly where you're im-

ing. Comes complete with lots of slot-in bits like a stock

and (rather crummy) binocular sights, as well os a six-gome

cartridge containing a range of shooting gallery,games

including o tomato-firing Toe Jom and Earl splat ‘em up!
“9Als, it currently oply works with one ofher game, TermiRator e,
w2, and'though if's qite  jolly piece of equipment it doesn't -

looklike The,Mena h of o future. Some retailers

have been selling,themoff cheaply recently, so if you can get

one ataround £30%r less it's worth a go. Oh,and don't forget

you need six batteries to put in the gun!

VUNIVERSAL
ADAPTOR

Nine beautiful volts of direct current could be

surging into your Megadrive power sacket
his sexy fepl = L

supply>dust the th

for in that bu
pig-swill s T L -
CART LEAD .  op x pRO

Improve your Megadrive’s display quality with

thi esseniol lead. It plugs your Megadrive inte  CARTIRIDGE

any TV or monitor with the SCART/Euro connec-  This is the only Mega-CD odd-on you can get, but it's extreme-
tor and produces a display of excellent defi y useful! It bypasses the protection which prevents you playing
and colour, We ot MEAN MACHINES don't know foreign uropean Mega-CD and vice versa. I's not

mhplevm though ‘us'§@me games fend to run out

of sy With their Q sobndtre thatigan ploy havoc with
Night Trap!

|

CARTRIDGE
SOFTPACK

Ifyou're a Megadrive owner who wants totransport his
artidges around to your mate’s for an afternoon session, b
for you! The softpack, done in quality s w E
© nylon trimmed in b d with o fabulously noisy Velero strip % o
to keép the fopo cight cortridges in their coses.
rmr.;eaus,n'lh ainshury's carrier bag is heaper
(thowgh perhaps not as attradtive). -

» CARTRIDGE CADDY
Mum always on af you about the untidy pile of cartridges
under the bed? Well, no mare! Keep eight of your favourite
games in idy orray with this handy caddy. Alternatively,just
exercise a bit of self-discipline and keep your bedroom fidy.

< -
TV Fm
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LIGHT PHASER

Ratfer like The Menacerjbur'a bit more loser pistol-esque.
When you'replaying those shooting games where the'stan-
dard Master System controller just isn't realistic enough, just
plug this in and shoot af the screen fo destroy your in-game
adversaries! Jolly fun, but just like the Menacer, there aren’t
many good games ovailable which make use of the gun.

INFRA-RED
CONTROL PAD

Say goodbye to all those troublesome control pad wires with

this handy infra-red unit. The base connedts to the
quhlaster System's controller port and when you've got
_ some Bateries inyoucontroller, an infra-red beom
commgnicates your bfon presses and D-pad move-
ments fothe console: ABitgFa Tuxury, really, consid-
ering the fact thatjoypod cables don't usually get
THATiessy and the price of bateries these days:

UNIVERSAL
ADAPTOR

Ifyour power supply gets lost or stolen or hijacked by
terrorists replace it immediately with the official Sega
_ Universal Adaptor. Guaranteed not to blow up your Moster.
“Systeimond burn thehouse down

»> CARTRIDGE CADDY
Yes indeed, stack¥hese cartridges in style with this eight-posi-
tion sack, moulded from tasteful black plastic. Also useful for
transporting your games safely, if you've got very

steady hands

» CARTRIDGE
SOFTPACK

Fnuq fransporting up to eight of your
5 MastenSystem fitlesaround in comfort
and sofety? The cartridge softpack
more than fitSthe bill, Bbtipokes
you look a bit oddlin the'street if
you startcarrying it by its little

blue handle.
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LIGHT PHASERWITH
OPERATION'WOLF

The enhaced Light Phaser bundle pack. This contains the
Light Phaser along with the best game compatible with it: the.
great conversion of Taito’s Operation Wolf coin-op! Excellent
fun, for all the family!

CONTROL STICK

If you're more at home with conventional joysticks rather than
the Master System Srather crummygjoypads, take a look at the
precisionControl Stick. The stick itselbis o bitof a strange
shape but it still eminentlywsoble,

VRAPID FIRE UNIT

Designed for all those Master System titles where a super-
speedy fire rate-s handy. Reduce the wear and tear on your
control pads (and your thumbs) with this useful peripheral
which belts out the bullets o high speed!

VMASTER 'GEAR
CONVERTER 11

Oh cripes! If you want fo play your Master System games on.
your new Megédrive |1 the standard converter won't fit around
those new streamlined curves. So what you want is the new
Master Gear Converter || which slos into the top of the new
minicturised Megadrive and les you plug in your favourite
MS games. One of the best console add-ons you

can get!-m -»ﬁ’




VTV TUNER

Clip this attachment into your Game Gear's cortridge slot and
your hand-held console is instantly transformed into o
portable full olour television, able fo pick up ferrestrial
transmissions! Don't go buying any foreign TV

Tuners though, because they won't pick up sig-

nals from good oldTemmy TV stations.

Alsoy he price is o billff-pufting, being

almost as highlas the price of o

standalone mini-TV!

> GEAR TO
GEAR CABLE

Open up a whole new dimension
of portable colour gaming with
the Gear to Gear cable. With
this invaluable oddition, a

whole range of cars allow
you fo access brilliant two-
player games by hooking
your Game Gear upto o
mate’s, Don't forget
that you need two
copiesof the
game foo!

‘and thisiisthe gizmo thatlets you do just that. Essential

ADD-ONS

) For the tfue gallivanting gameiployer, this little device lets

oot Gome oo fo lighter sockt o

you plug your Game Gear info the cigarette lighter socket
e mg."f.ﬁf, those Gome Gor 05 et cr (rverprmiting of curse),hus soving ven
nonsopfunwith you hond el won. " ol ey powr

iy meesmiett soenrs RECHARGEABLE
i10 o BATTERY PACK

playing at home it's absolutely vital fo conserve bat-
ey power by running your Game Gear off the mairs, 1f your goming,s burning a massive hole in your pocketin
terms of battery bills, the rechorgaable battery pack is an
‘essential addition fo the Game Gear, Recharge the
some batieriés ogain and again -
‘Saye money and help the
environment.

A very useful cable that enables you fo use your

Gnme Gear (with TV Tuner) as o remote monitor!

# ample, connegtit up to a Camcorder for
instont full- mlourpmme playback. Quite
remarkable!

SUPER
WIDE GEAR

Magically increase the size of the Game Gear's
high-resolution display with the aid of this mag-
nifier. Just bolt it to the back of the Game Gear and
the magnifying lens swings into position over the screen mak-
ing everything that much learer to see and possibly improving
your chancesifiSome gomes; especially if you're a bifshort-
sighted in.the frst loce.
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ot since the doys of Space Invaders has o

coin-op caused such a stir as Street
Fighter Il and its six-button beat ‘em up
action. Such was its popularity that its devel-
opers, Capcom, have since released two
‘remix’ versions in the form of SFIl:
Championship Edition and SFIl: Turbo
Hyper-Fighting - the latter o\t‘hid\ forms

the basis of the Megadrive game.

Street Fighter |1 offers the player the
chance fo battle their way across the globe
as any one of twelve beefy characters.
Ranging from an American squaddie fo o
Chinese schoolgirl and a Brazilian beast to
a Spanish Matador, each contestant is pit-
ted against a succession of opponents in

best out of three” match. Using a combina=
tion of kicks and punches, the basic idea of
the game s to whittle away your oppo-
nent's energy bar before a sixty-second
| fime-limit expires - but t's not as asy os it
unds. What's-more each of the characters
N s een given individual skills and weak-
558 and mastering thesa s the key to the
game's longevity - for instance, the Indian
entrant, Dhalsim, features rubber limbs

176 MM MEGA REVIEW

which give him o massive advantage across
long distance, but leaves him rother vulner-
able of dlose range.

There's no doubting SFII's popularity
within the fighting game arena. Unlike
most ofits competitors| SFll features
instindtive w the players
to combine o qumber es to devastat-
ing effect. AIS0; by way of a break, there's
even the Lhun“maxh cars or barrels as



5

of which are actually faster them from using
then the coin-op! - . their special

For arcade realism, the > ¥ T moves. Awesome!
gome makes use of the new & y £ This beats all,
six-button joypad. If you don't P other versions of
have one, you camtill use the 3 g Streetfighter Il
old three button pad, but you hands down, and
need to keep hitting the START 3 z ¥ if you're one of
button to switch the A, B and C He the many fans of
keys between punch mode and the arcade game
kick mode, which is very fiddly. you definitely
As well as being probably - -’ == won't be disap-

the best Megadrive artridge poinfed!
e « |y e¥er, Streetfighter is also the biggest, with Ll
You move fow#ds e figalonfrontation o % P4 Mbits of information packed into the
with the currepifitle holder'ond generally Allthe features of the arcade game agadn " chips. This has allowed the programmers to
evil so-and-s0; M Bison! there — and more! As well as having@per,  include special options such as special tour-
Just heforaihis book went to press we % fect copy of the Championship Edition efiéod-  nament modes in whith each playe picks o
had the opporfunity to play a pre-release ed in the cart (which lets you play as-any of team of six fighters and plays them off

copyof his gome and we have fo saythat % the twelve characers), here‘s a ull version  ogoinst each other*Also, you can sethoni-
may well be the best Megadrive gome ever!  of the furbo version with ten speed settings, caps on different fighters, and even prevent
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They’re ooky and they re kooky and they're
all completely missing in this platform
game based on the popular TV comedy series
of yesteryear.

That's right, the whole of the Addams
Fanily hos vonished, kidnapped by baddies,
and only bread-winner and head of the
house, Gomez, is around fo rescue them.
Racing around the AddamsMansion, he must
collect the fomily fortune, whith takes the
form of dollar sighs, os these are the only way
he can pay the ransom. To make things hard-
er, the mansion is lttered with creepy, kooky
nosties which Gomez can dispose of using the
legendory Addams battom bounce

T

repare for a taste of eastern promise as

Disney's smash-hit animated movie comes
to the Megadrive inthe form of this 16-Meg
platform game.

Toking on the role of Arabian Knight,
Aladdin, the aim is to rescue your sweetheart
Jasmine from the clutches of the evil wizard
Joffar. Simple enough, except that Joffar has
also got the legendary magic lamp and has
used it fo create fen levels packed with swash-
buckling sword-fights and flying carpet fun.
From the dingy caves and dungeons to the
magnificent cities and palaces, the gome looks
stunning with'graphics drawn by the actual
Disney artists whowere behind the film.

WACKY
Loy

o ~

L~

ASTERIX

___AND THE GREAT RESCUE
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SCIENTIST

One of France’s most popular comic book
charadters, the lifle Gaul with the yellow
moustache now stars in his own platform game.
For years, the small Goulish village
where Asterix lives has managed to resist inva-
sion by the Roman Empire thanks fo one
thing— their druid Getafix's magic potion,
which endows them super-human
strength. Now the Romans have kid-
napped Getafix and the Gauls are help-
less unless Asterix con bring him back.
Playing either Asteric or his best pal,

it}

17600

o
[

SRS
@

Obelix,the platform action leads from the vil-
lage, right through Europe, and on to Rome as
our heroes have to collect coins, beat up
Romans and eat wild boar. Unlike the Master
System Asterix game, this is not particularly
good fun.
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‘oming from Electronic Arfs, you'd expect
this fo be a hockey game of some sort,
but it isn't. Blades of Vengeance is EA's
unlikely step into the world of Megadrive
platform games.

Set in a realm of sword and sorcery, one
or two players can choose to be either o wiz-
ard, barbarian, or huntress end face the Evil
Shodow Lord and histhordes of zombies,
dragons, vampires and fiery dwarfs. There are

fter years of unholy existence on the

Nintendo consoles, Konami's popular
vampire saga sinks ifs teeth into the
Megadrive market with a whole new episode
of platform action.

It has been centuries since Dracula wos
vanquished from existente, but a female vom-
pire, Elizabeth Bartley, intends fo resurrect
him. Only two people can stop her— vompire
hunting Messrs, Eric Lecarde and Quincy
Morris. Racing across Europe, our heroes have
o face all manner of supernatural terrors such
as the ghost of Marie Antoinette, the Phantom

various fantastical steeds that out
heroes can ride, such as turtles, spi-
ders and centours, and extra weapons
and magicol amulets can be collected.

Ship of Dover, the spookily non-Leaning
Tower of Pisa and of course the Prince of
Darkness himself, at his country cottage.

COSMIC SPACEHEAD |

He’s an infergalactic tourist from planet
inoleurni@nd he's just had  holiday on o

crazy planet called€orth. Only when Cosmic

returns home, nobody on Linoleum believes

BY
CODEMASTERS
FORMATS
MEGADRIVE
MASTER SYSTEM
GAME GEAR

DESERT STRIKE I

This was on incredibly successful gome for
Electronic Arts when they released it on the

Earth-people could possibly be as nutty as he
dlaims, so he decides to get proof!

Using o similar point n’ lick style of
gameplay to Monkey Islond, Cosmic
Spacehead is an adventure game in which our
hero has fo overcome various situations by
experimenting with items and information he
finds during the gome, The adventure is bro-
ken up by a number of plotform sections and
there’s even a hidden sub-gome which is a bit
like Micro Machines. We found the Megodrive
version a bit too easy and not exceptionally
good fun, though. A d

blow up rador instal-
lations, truck con-
voys, SCUD missile
launching sites, air-
fields thot sort of
thing. The adtion is
displayed in isomet-
ic perspedtive and
the graphics in these
1wo new versions are
most impressive, os
is the game itself.
Probably one of the
best shoot ‘em ups
for the 8-bit Segus.

Megadrive, mainly becouse it was incredibly
good, and it looks like Desert Strike is going to
be just as popular with Master System and
Game Gear owners.

As a top helicopter pilot you have fo fake
on the ground-based military might of General
Kilbaba, who has just invaded one of his
peateful neighbouring countries (sound familk
iar?). Anyway, the game requires youto com-
plete four campaigns, each made up of séveral
missions , using your chain gun and rocketsdo

A Witness the Master System version!
MM MEGA REVIEW
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rom Stoker's legendary vampire glides on  up! Featuring fully-digitised sprites, 3D roto-
to the Megadrive in this conversion of scoped backdrops and shert intermissions

Frandis Ford Coppola’s hit movie. from the film, this game will hove poor Vlad

Taking on the role of Jonathan Harker, turning in his grave.

you have fo escape from

Dracula Castle. Rats, bats,

she-devils and of course

the Prince of Darkness all

stand in your way, but all

you have to do s beat

them out of the way. Yes,

Dracula is o simplistc

Final Fight-style beat ‘em

,Y”

DR ROBOTNIK’S

MEAN BEAN MACHINE

aving spent years playing the bad-guy in make them vanish and earn poins. However,
the Sonic the Hedgehog games, Dr Ivo the real aim of the game is to defeat an
Robotnik finally gets his own back with his opponent by creating massive chains of
very own gome. coloured beans, thus sending them onto your
Similar to Columns, Mean Bean opponent's screen.
Machine i a puzzle game in which you hove  Fiendishly addicive
o guide pairs of coloured beans down the in one-player
screen, joining up beans of the same colourfo  mode, Mean Bean
Maochine is even
BY better as a two-
ployer game
SEGA
FORMAT
MEGADRIVE

Ynu’ve read the cult sci-
ence fiction novels by
Frank Herbert, you've seen
the cult science fiction movie
starring Sting. Now ploy the
Megadrive based on the
mavie
Centring around a pre-
dious substance called the
Spice Melange, Dune is @,
blend of arcode adventure
and strategy os you ploy
Paul Atreides and journey
around the planet making
new allies and increasing
your mining production.
Then it's onto the strategy element, where
You use your growing power-to amoss large
armies against your rivals. Dune also uses
dips from the movie and some excellent 3D
Jandscapes, plus loads of (D -quality interac-
five speech.
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rank Herbert's cult science fidtion stories
form the basis for the spiciest strategy
game fo hit the Megadrive.
The Spice Melange is the most powerful
substance in the Universe, but it only grows
on one planet, Arrakis, better known os

Dune. By controlling one of three of Dune's
ruling families, the player has to acumulate
the Spice and use it fo build
up their forces and steal terri-
tories from the other families
in a fashion similar to Mega-
lo-mania or Powermonger.
From harvesting the spice, fo
building up your fatories and
making weapons, Dune looks
like o game for anyone who
wants more than just simple
blasting fun

hen Code Masters were still producing

their £1.99 Spectrum games the heroic
egg on legs that they coll Dizzy.proved o be o
perennial fovourite with the punters. His
games were always a blend of platforming with
puzzle solving, and that's just what's going on
in this slightly
suped-up corfridge
instalment in the
Dizzy life story.

Egg creatures
like Dizzy are natu-
rally quite fragile so
he has to take care
when he's out and
about on his trea-
sure hnts, jumping

'FANTASTICDIZZY |

into the player sprites. But the
realism doesn't stop there. Full
FIFA rules, induding the back-
poss rule (missing from @ num-
ber of footie games) are there,
os are 40 infernational teams
complete with stats and playing
styles. Four-player adtion is also
the order of the day with EA's
new four-play adaptor.

wnh the recent surge of football games
o hit the Megadrive, it was only
matter of time before EA, a company
renowned for their excellent sports games,
brought out their own one and it's official-
Iy sponsored by FIFA foo.

Unlike most footie games which nor-
mally take a side or plan view of the
action , FIFA Soccer is viewed from a more
realistic 3D isometgic angle. What's more,
over 2,000 frafmes ok animotion have gone

ne of DC's lesser-known comic heroes,

The Flosh is blessed with (not surprising-
ly) amazing speed and agility which he has to
put to good use in this 8 bit platform adven-
ture. Running , leaping and using his power-
ful spinning whirlwind
attack, he has to beat off the
attentions of loads of sinister
bad guys on his way to mak-
ing his cify a safe one for
honest citizens.

The adtion in The Flosh
is suitably speedy, and the
@  gome plays very nicely

over some of the wild creatures he comes across
and bargaining with others. This usually means
finding the right object for the right person,
faking it to a parficular location and handing it
over. The puzzles are pretty simple like that,
but there are a variety of lttle subgames to
give you o break from ragsure hunting. If's
quite a bigigame, buils Simple nature means
it's best suitedto younger Game Gear fans.

BY
ELECTRONIC ARTS
FORMAT
MEGADRIVE

indeed withfots to do and plenty of variety.
The graphicsaFe also good for o Master
System; the sprites are small but very
deailed, the colour schemes are very comics
like and the animation is excellent. Definitely
a gome which is well worth considering.

BY
SEGA

FORMAT
MASTER SYSTEM
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GAUNTLET I

The smash-hit four-player coin-op of
bygone days mokes a stunning comeback
in this spot-on Megadrive conversion.
Taking on the role of either a warrior,
wizard, elf or valkyrie, the im of this plan-
view, fantasy shoot ‘em up has always been
simple one— to get through all the levels by
killing boddies and eating food. However,
with over a hundred {é¥els that's no easy

Being trapped on Earth as an undeod
spirit is bad enough for poor
Polterguy, but having to share his house
with the repulsive Sardini family is even
worse. So he decides to scare them out;
Beetlejuice-style! 1, 14

Taking himhiro ansions,
Polterguy's mission is quiteisimple. By
possessing vnrin’”ﬁp'n "hoysehold obiects he
can'scare the unwitfing occupants of the
house. If they get scared enough they

HOOK I

ased on the rather unsuccessful Steven
Spielberg movie, Hook follows the adven-
tures of Peter Pan suﬁ g lowyer,
Peter Banning:®®
The boy wi r grewup, did just that
and now s chil e#e been kidnapped by
the sadistic CaptaiHook. Only Peter can save

them with his dose friend Tinkerbellthe Fairyin

tow. Excellent orchestrol music and fancy intros
(with some awful budget actors voices) give woy
o a rather poor platform game os Pan swash-
buckles his way across Never Never Land battling
Lost Boys, Pirates and Red Indians in an atfempt
fo reach Hook's ship and his kids.

'urrently enjoying a resurge of inferest at

the box-office, Jungle Book is also about to

make it big-time on the Megadrive courtesy of
Virgin's new platform game.

Following the antics o the man-cub,
Mowgl,the aim of the gome isfo guids our
young hero back fo the human villag, ollthe
while ovoiding the vile schemes of the dread-
ed Shere Khon. Al he fomous charaders are

there, Boloo the Bea, the Parther
and King Lovigging s, and the
qame loksutilan. Whots mre e
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task. Not only is Gauntlet
4 a perfect conversion of
the coin-op, it also hasa
brand new Quest Mode
and head-to-head battle
mode, But best of oll,
using the Sega-Tap it can
be played by four players.

funes (even on the 8-bit machines) ore fon-
tostic renditions of their movie-counterparts.

leave for good. All manner
of horrible possessions can
be performed, beds eat
their occupants, sharks
leap out of fish
tanks, bodies hang
from cupboards.
However, while
fairly good fun,
there are moments
of frustrationin
this gome.
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JURASSIC PARK |

1's the biggest movie and the year and it's  niques the film-makers used. Taking on a
caused a Worldwide dinosaur craze. Now  first-person perspective, the game has fully-
it's coming o the Mega-CD. Welcome to digitised graphics, @ Surround Sound and
Jurassic Park even a Dinosaur Field Guide hosted by a
Taking on the role of Alan grant, the noted paleontologist.

aim of the game is o
retrieve oll the
dinosaur eggs littered; .
around Ju;r?’ R
Easier sai 'qg\done i
because the @ifosqurs
are free. T-Rexg®™
Velociraptors, Spitters, e ‘ -
altof ve been 4 %

them have beet SEGA

animated af Sega’s
Multimedia studios FORMAT

using the same tech- MEGA-CD

Felinwing on Shining Force is the latest side o explore and Nigel can falk to anyone

instalment in the Shining in the Darkness he meets, enter any building and search all
lA“ DSTALKER 0 16-Meg RPG called Londstalker. kinds of pots and ver, what puts this
y Following the antics of @ wandering frea-  game a st he complefe lack of

"N sure-hunter, Nigel, the game centres around boring statistigs and n0ber-crunching-style

his quest for th hdden treasur of King Nol. -, fighs, I aﬂ’m old-fushioned orcade-
Thisis @ massive gam@With o huge country- syl sword s¥inging fun

BY
SEGA
FORMAT
MEGADRIVE

MICRO MACHINES

Here in 'h#u M ines Sega offices, sivals off the track. It's a simple -
we're of the opipion that Micro Machines  game, but the cute graphics
is possibly one * best console games of all % make it instantly appealing and
time, $0 you Bame Gear owners should the two player mode s incredibly
rejoice that it's been converted almost exactly™  good fun. Unmissable.
for your handheld.
One or two players can take part in rac=
ing their microscopic vehicles (all sorts of cars,
boats,and even helicopters) around all sorts of
dinky tracks, such os the bath, the garden, the \
gorage floor ond the breakfost fable. There .
are three other Micro Machines on the circuit = 2 3
and you just h ake'sire you don't pass - 3
Th ih A s ,Sither by pure dri- <
ving skill or bygéntinually ramming your “
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As the New Year trundles ever closer, so EA
warm up the third instalment of their
‘populor Ice Hockey series, NHLPA 94

The EA Hockey games have always
been the best ice hockey games around and
this latest edition adds even more features to
the game. Among the many new fatics such
as the power-packed ‘timer” shot, the game
now allows up to fourployérs fo join in o
mateh using EA'S new fout-play adaptor.
However, the papilar fist -fights and blood-
drenched injured plagiers are now absent
from the game and that dulls the fun of the
game somewhat.

lectronic Arts’ classic golfing simulation

makes it to the8-bisicourtesy of Tengen's
programmers, wha have fried o keep os
much of the original gameplay in as possible.
With your trolley flfof clubs trailing behind

you have o gt your ltle white ballfrom ane

end of the green to the other, where the litile
hole is waiting.

The programmers have included such
things as the 3D view of your little golfer and
the trimmed lawns stretching off into the dis-

POWER

f you Master Syéfem owners have ever
looked ot your mate’s Megadrives and
envied them those smart-looking shoot ‘em
ups with all the giant weapons and stuff, you
can just be a bit more satisfied with your lot
now that Power Strike 2 has come along. This
vertically-scrolling spaceship blost ‘em up hos
been programmed by Compile, the develop-

aning crashed-landed on a strange plan-
et, friendly orange alien, Puggsy, has to
rescue the bits of his spaceship from the
inhabitants— a race of raccoons. That's the
plot of one of Psygnosis' latest Megadrive
games.

However, this s easier said than done
as the Raccoons have hidden away the space-
ship parts in theiFtity atthe other-end of o
hozard-packed jsland. Featuring a blend of
platform and problem-solving action, Puggsy
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STRIKE 2

ment house who produced such great
shooters s Super Aleste on the Super
NES, Musha and Robo Aleste on the
Megadrive and Mego-CD and GunHed
on the PC Engine. These were all ace games
with  vast variety of meaty lasers and mis-
siles fo bolt onto your craft, and Master
System Power Strike 2 s no different.

Obviously the graphics aren’t going fo
be as good as those other gomes, but they
certainly are impressive for ‘o Moster System.

tance, but of necessity this has been trimmed
down a little so it takes up less of the display.
However, the excellent control system, which
helped make the Megadrive version so good,
is in there, so this sfill plays very well. A fine
competitor for US Gold's Werld Class
Leaderboardwhiich previously ruled the 8-bit

fairways.

It's the action, though, thafreally grabs your
attention. fast and powering up your
ship to blast gvén more alien creeps is
incredibly satisfying. One to wotch out for.

has to battle agaifist baddy raccoons, squirrels
and other animals whilst overcoming puzzling
situations, Crystal Maze-style. There are even
some Space Invaders ond Gravitar sub-games
hidden in there to keep you happy. Very
enjoyable.




Christmas of 1990,

and like the original
ROBOCOD b b

inister Dr Maybe has installed himself in

Santa’s toy factory o the North Pole and
tied Santa up somewhere! With Christmas just
around the corner this
could spell disoster, unless
F.15.H.'s best secret agent
can step in and save the
day. James Pond is the:
name of this pistine power-
house, though since he hod
his cyberneticexpanding
forso installed helso
answers fo his code name
of Robocod. Pond hos to
bounce and dlimb his way

here’s a whale plethora of football gomes

dribbling heir way on to the Megadrive
and among them is the most successful fooie
game of alltime, Sensible Soccer.

Programmed by Sensible Software

(hence the name), Sensi Soccer was a big hit
on the Amig. Graphically quite simple with
its Super Kick-style plan view of the pitch,
the real appeal comes from the playability
with fast moving sprites and realistic ball-
handling giving the game a real addictive
edge. All the features of the original are
there, as is Sensibléfs a6z humour with
crazy cwstomised team momes on the menus.

on't move, creep. It's show time as two of
'the biggest box-office cyborgs in movie
history battle it out in their very own
Megadrive game. Let the Closh of the
Titoniums begin!
Somehowthe Termingtors from Earth’s
apocalyptic futuge found'o way into Robocop’s

of extremely cute and
colourful dangers for
Pond to overcome,
along with plenty of
secret bonuses and
hidden rooms. If you
like platform games
you won't want fo
miss it}

e A
Lol <
Za oWy 2

. through the toy factory’s many laboratories
and workshops where Maybe's peons have
installed themselves, fo defeat the evil doctor
and free Sonta - before Boxing
Day presumably.
In case you hedn't already realised, this
d‘i is 0 stoight conversion ofthe Megadrive plat-
form game which was so popular around

parallel universe and are now proceeding to
take over Delta City. Taking control of
Robocap, it's up to you to clean up the streets
with your Beretta Auto-9. There are twelve
levels of platform-bosed, shoot ‘em up actian,
packed with street punks, terminatorsy
hunter-killers and ED-209s. Even Robocap 2
makes an appearance.
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Huving proved popular on the NES, Rare's
snakey platform game comes to the
Megadrive.

Meet Rattle and Roll, two snakes who
are stuck on the planet Mellotron. Their only
means of escape is through the exit doors on
each level. However, these can only be
opened by putting a heavy weight on a set of
scales. So, our snakey twosome have fo eat
enough Nibbly Pibblys fo rigger the scales
and thot's the aif of the game. Things are
made harder by asirict time limit, sharks,
hopping mushrooms and snapping dams
Fun, but a bit fiddly.

SONIC (D l

(aving worked wonders for the Megadrive,
Sega’s superstar hedgehog brings his
platforming talents to the Mego-CD.

Sonic CD follows the tried and trusted
platform formula:ofSonic's previous outings.
Now racing through such levels os the Palm
Tree Panic Zone, the Tidal Tempest Zone and
the Wacky Workbench Zone, Sonic once more

A;a brief interlude before Sonic 3 arrives,
ga give us the latest Megadrive instal-
ment of the blue hedgehog's adventures —
Sonic Spinball,

Based around the Casino Night Zone
from Sonic 2, the aim of the game is fo
bounce around theyifiide of Dr Robotnik's
volcano hideout in an attempt to reach the
evil villan's penthouse of the top. However,
thisis easier said than done as you can't con-
rol Sonic. Nope, in true pinball-style, you
have to direct the spiky blue one using flip-
pers, bumpers and spring plungers. Of
course, being Sonic this is far more than just
an average pinball game, with steam jets,
badniks and other hazards out to get our
speedy hero.
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has to face Robotnik and his band of Badniks.
There's a new deadly robot-Sonic to confront,
a pink girl-hedgehog fo rescue and Sonic con
even fravel backwards ond forwards through
time fo past and future zones. To top it all;
there are some stunning 3D bonus special
zones, brilliant techno dance music and an
animated cartoon intro complete with sound-
track.




‘ollowing in the successful footsteps of his

father, Chuck Rock Jr unga bungas his way
onto allthree Sega mochines in his very own
platform game.

Chuck Rock has been kidnapped. The
evil Gary Gritter, jealous of Chuck’s successful
stone-age car company hos kidnopped the
Neanderthal hero and held him to ransom.
So it's up to his baby'san to rescue him.
Armed only with his father’s dlub, he has to
face dinosaurs, prehistoric birds and even

Yourlnendly neighbourhood Spiderman
swings his way on fo the Mega-CD in this
game based on his popular comic adventures.
Things are looking grim for Peter
Parker. Hiswiife, Mary=Jane Parker hos been
kidnapped by.the Kingpin and his alter-ego,
Spiderman, has been framed for a errorist
bomb threat. There's only one course of
action, rescue his wife and bring the real cul-

TAR WARS l

he programmers of Beam Softwore furned

one of the greatest science fiction films of
all time info one of the best Nintendo games
of all time. Knowing a sutcessful game when
they see one, US Gold snapped up the licence
to put the game onto the Sega machines. The
Megadrive version wos shelved but here’s the
Master System conversion of this multi-level
platform game in oll is glory.

The different levels of the game (and

there are many) follow the adventures of

S

=

plucky farm boy, Luke Skywalker as he roams
the deserts of Tatooine in his landspeeder,
takes on Jawas, meets Obi Wan Kenobi, then
flies into space aboard the Millennium Falcon,
rescues Princess Leia from the nefarious.
attentions of Darth Voder on the Death Star,
then leads a final assaultin his X-Wing fight-
er. Like the movie, it all looks excellent and
unlike the movie, it's o great game.

SUPER OFF-ROAD |

Pvabh e R |

This Super Spfint-style coin-op wasn't @
major success when Leland first released
it a few years ago, but they must certainly
have made some money out of selling all the
console and home computer conversion rights
—Super Off Road has appeared o just
about every format imaginable! Quite why
it's taken so long fo get fo the Master System
is a mystery, but it's here now so what the
hey.

The game pitsiyouand four other dri-
vers of giant 4x4 trucks {one of whom can be
another player) against loads of very bumpy
race courses in which the normal racing efi-

quette s rarely observed. The best way 16Win
is to barge your rivals out of the way, grab
any cash bags you might find on the track,
then when the race is over, use the money to
buy engine upgrades, nitro injec-
fors and so on fo make your vehicle
even more formidable next time
around.

As with all the other conver-
sions of Super Off Road, the single
player mode can get a bit tedious
after a while, but with two players
this is ace fun.

e
B

giantsquids on his rescue mis-
sion. Although the game
doesn't odd anything new to
the tried and trusted platform
formula of its predecessor, it's
fun nonetheless.

the Masfer System
Son of Chuck and
<here’s the
Megadrive

prit to justice. It's platform action once again
as Spidey hos o face such old rivals as
Venom, the Lizard, Hobgoblin and
Sandman. An update of the Megadrive
game, the CD version features over fifty lev-
els and cartoon intermissions.
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NEW RELEASES

Hr

TEENAGE MUTANT NINJA TURTLES: i o — o A

TOURNAMENT FIGHTERS f j ‘\
100 vuuiow i AN
Cuwnhungu, lodies and gentlemen! Those APRIL O’ NEIL A
pizza-loving, sewer-dwelling, heroesin o
half-shell are back in their second Megadrive
game. Only this fime they're in a one-on-one
Street Fighter-type beat ‘em up.

There are eight characters to choose
from. The Turtles— Leonardo, Michelangelo,
Donatello, and Raphael. Lovely TV news-
reporter April O'Neill'has daned her fight-
ing gear 00, s has BR Butget hero Casey
Jones and two gliéns, Roy, b giont winged

demon and Sisyphusiion insect. As with any S BY

other beat ‘em up, each character hos their - - — o KONAMI

own special moves, plus there e boss char- ’ = = FORMAT
adters waifing ot the end. What's more, each MEGADRIVE
character has a special verbal taunt you B e

can use.

0003100 apocalyptic future who has
been sent back in fime to res-
cwe the spyiolr of Mankind

gifom assassination by o
Terminofr, before he's even

Sborn{ The journey takes you
frdMm'the wor-torn rubble of
the future, where you have fo
penetrate SkyNet, to 1980's
Los Angeles where you have fo
rescue Sarah Conner, the
mother of Mankind's hero.

Great graphics, film intermissions and

thumping soundtracks abound.

ot to be misfaken for Virgin's ol-too-easy
Megadrive Teginator game, this Mego-
(D version s o completely new episode of
cyborg-blasting mayhem
Based oround the original Jomes
Cameron movie, Terminator CD puts you in
the role of Kyle Reese, a soldier from an

0000150
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Joining the mossed ranks of teams fo choose from, four dif-
newly released Megadrive, | ferent pitch conditions, fivags "™\
footie gume;mwgs Segaigoffi wind strengths, eleven g-side

ciol rendifion off8r national
sport, Ultimate Sogéh.
Ifthere’s one thing that
Ultimate Soccer isn't short of,
it's features. There are over 24

or six a-side team optiongf®
three gome speeds, six diffeps®
ent game duration
times, an extra fime
on or off option, o
choice of penalty shoot outs,
rematch or a draw and even the
option of using a light, medium or
heavy ball. Plus, four player
matches can be ployed using the
Sega Tap. Unfortunately, the
gameplay isn’t so thorough, with
juddery scrolling, cruddy sprites
and dodgy perspective.
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VIRTUA RACING I

EW RELEASES

t's the greatest racing coin-op ever and it

labout to make its debut on the Megadrive
in the form of this 16-Meg conversion.

Although the polygon graphics have

been simplified for Megadrive consumption,
all the speed of the arcade machine is here
thanks fo Sega’s answer fo Super Fi~the
DSP chip. All three oin- npgru(ks have been
included u@;hfm)ed« nt ‘virtual’ view-
ing’ mades‘are glso presént: Fast and slick, it
even feature§al the lte touches from the
coin-op like gragsievttings spraying off your

S Gold put their acquisition of the Winter
IOlympics licence down,to the success of
their previous Segnsgmssh OlympicGold.
This fime agg#d, they¥e pi together o fen-
event simulation of chillpigames which can be
played ot three skill levels or against other
players. The ev@nfs are the Men's Downhill,
Ski Jump, Super G, Bob Sleigh, Giant Slalom,
Luge, Slalom, Bob, Freestyle Moguls (ski-ing
round little snowy hillocks) and Short Track

w ond®are 0 wh:innd witch respec-
tively. ThPare also the main characters
in the latest Megadfive platform game from

Peygnosis, uningly enfitled Wiz ‘N' Liz.
Racing oround the many platform leva
els, the aim of the game is to catch all the
rabbits and then leave, all before your time,
runs out. Also, by collecting the fruit that
some rabbits leave behind, you can concodt
new spells and potions. There are over 105
different spells available and some even

back-wheels when you hit the embankment.
Definitely one o watch out for.

SEGA
FORMAT
MEGADRIVE

Speed Skating. No Snowball
Fighting, unfortunately, but then
that’s ot currently an Olympic
sport.
All the world records are - BY
built into the game for you to US GOLD
beat, and all in oll it looks rather FORMAT

nice. Remember fo wrap up warm MEGADRIVE
before playing, though.

ﬁu ~%
UIZ-00S5350 -3

access sub-games of Space Invaders and
Asteroids. Extremely fost ond very playable, it
has an even better two-player mode.

__ WOLF CHItD.

This started life os an Amiga game pro-
grommed by Core Design (of Chuck Rock
and Thunderhawk fame) who went on fo
translate it fo Mega-CD. Now here it is on the
8-bit Segas, where it perhaps works best of
all. The game idea is a fairly simple plat-
form/shoot ‘em up concept; as the son of a
kidnopped uenerms' you have to track your
fother down fon island bose
wlmhnsh nmu Tugles full of plat-
forms and wafiflering gbardian robots. The
twist is thot Dad.sgems to have done a bit of

experimenting on you, and if'you can collect
enough energy capsules you turn info a were-
wolf who can shoot blue fire from his daw-
tips!

While this looked a little derivative on
the Megadrive, the smart graphics and adtion-
packed gameplay make it much more impres-
sive onthe Master System and Game Gear.
Well worth investigating ?

]
o
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riginally created as the mascot for IVC's

Wondermego console, which wos never
officially released, Wonderdog has finally
arrived on British release.

Harking from the Planet Kninus,
Wonderdog crash-lands his bone-ship on
Earth and hos fo find o way back home.
Journeying through all manner of mad-cap
levels with names like Bunhy Hop Meadow
and Loony Maon he travels onward to Planet
Weird ond finallyPlanet Kninus. On his jour-
ney our canine hero€an collect diamonds,
wing power-ups, happy faces and bonus
bones. There are the usual bonus rooms hid-
den in various levels, plus whole levels hid-
den away throughout the game. Fun,
ployable, but a bit too easy.

wmmng fas fake heed! After the success
of Aclaim’s figst WWF wrestling simulo-
tion, they've released this newer, better ver-
sion which features twelve of the famous
WWF stars, including Papa Shango, Hulk
Hogan, IRS and Hacksow Jim Duggan. All of
the compeitors are displayed in big, realistic
sprites and they can even perform their real-
life signature moves! As well os all the usual
one-on-one matches and the fag-team tus-
sles, this game also lets you take part in o
Royal Rumble, with alktwelve wrestlers in the
ring af once and the winner being the last
man standing.

Royal Rumble is16 megabits of top-
quality wrestling fun, and fans of the so-
called ‘sport”should really enjoy i,

ZOMBIES ]

-Movie horror grabs the Megadrive by ifs
face with thisblootcordling shoot ‘em
up from Konami.

Stealing from the plofs of just about
every horror film,gvér, Zombies puts one or
two-players in the role of a couple of
American teenagers os they attempt to res-
we their neighbourhood from a Tilight
Zone invasion. There are over fifty plan-
view levels packed with zombies, mummies,
wolf-men, body-snatchers, blobs, vampires,
Martians, lagoon monsters and axe-wielding
dollies and our heroes have to arm them-
selves with everyday objects like knives and
forks, plates, tomatoes, wate-pistols and
rocket lounchers: Excellent gvaphics, great
sounds and highly addictive gomeplay,
Great fun.

190 MM MEGA REVIEW



=5

o FF

ANY OF THE, FOLLOWING

G A M E S

GAME RRP DEEER

COOL SPOT £44.99 <£39.99
POPULOUS 2 £44.99 <£39.99
GLOBAL GLADIATORS £44.99 <£39.99
EUROCLUB SOCCER £39.99 <£34.99
TERMINATOR £39.99 <£34.99
ANOTHER WORLD £39.99 <£34.99

Please send your voucher with a cheque or postal order made payable to VIRGIN INTERACTIVE ENTERTAIN-
MENT (EUROPE) LTD, together with your name and address, clearly written. Please specify your 1st, 2nd and

3rd choices, due to software availability. Please note ONLY ONE VOUCHER PER GAME!

Please allow 28 days for delivery.

TERMS AND CONDITIONS: 1. This voucher is valid against a Virgin Mega Drive Game only. 2. Only ONE Voucher can be used per pur-
chase. 3. Voucher valid until 31st December1994. 4. This offer is open to UK resukn's enly 5. This vwcher is only valid against this £5
offer and cannot be used as a deposit. 6. Original only will be not d. 7. Cash value: 0.00001p
Promoter: VIRGIN INTERACTIVE ENTERTAINMENT (EUROPE) LTD. 338A Ladbroke Grove, London W10 5AH Tel: 081 960 2255

VOUCHER VOUCHER

=5 OFF =5 OFF
VIRGIN MEGADRIVE VIRGIN MEGADRIVE
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Meun Machines Sega brings you the Essential Sega Guide. The best
Sega magazine lends its unparalleled expertise to this unique
reference work, the first available to Sega game players. Every game
available for your Megadrive, Mega-CD, Master System and Game Gear is
comprehensively reviewed and rated, with full-colour screenshots for
every review. Over 350 carts tested over 190 pages. There’s also a guide
to machine accessories and hardware, making it the vitimate source of
Sega knowledge.

JULIAN RIGNALL

Jaz Rignall was UK Defender Champion of 1984 when he started on Zzap! 64
magazine. Julian recognized the potential of Sega’s console machines early and, as

\ Editor, launched the first, and most successful UK console mag — Mean Machines — in
1990. He is currently Managing Editor of Mean Machines Sega.

RICHARD LEADBETTER

Rich joined CVG magazine at the age of eighteen. Writing under Julian he quickly rose to
Deputy Editor, and then Editor of Mean Machines in 1992. Richard has played just about
every Sega release, and his expertise extends to Macintosh systems and PC
programming. He is presently Editor of Mean Machines Sega.

ISBN 0-86369-708-9

9780863697081



