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EXCLUSIVE!

| Ultimate Soccer -it’s,
. um, “kicking”!/\

| *Sad DJ-stylee chat
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Sega announce “Saturn”:
the 32-bit Super-Mega Drive

: Mega Drive VR is here!
Sonic 3 is late: the full story

' Sega beat Nintendo’s
“Super” FX chip

SEE AN ANIME*

There’s more to Japanese
| animated movies than Akira:
& your complete starter’s guide!

| *Crap sea-urchin pun

| cu DN

'WILL THIS MAN REALLY KILL SEGA?

Trip Hawkins is the man behind 3DO: a console Uure IHlIV “ll |||\|‘|l~ ”

that on paper looks set to knock Nintendo and  guaramtee
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* hew for MEGA DRIVE * new for MEGA DRIVE *° new for ME(

The ultimate

challenge has
arrived for the |
Sega Mega Drive |

“Racing miniature boats, ;%
cars and choppers over g
sand pits, snooker tables |
and breakfast mats! It may
sound weird but it’s hellish

addictive!

(11 =
Dodge orange juice stains, A fantaStlca_lly
jump over playing cards playable racing

into snooker pockets - game”

simply brilliant” N-FORCE Sega Force magazine

“Arguably

the best
race game

ever written

Neil West, Mega magazine 92%

“So fast and furious, really
hallenging, it's just perfect”

Tom Glennister,
Megatech magazine
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“One of the g

best and
most original
games ever’

Look-In

“Probably ¢

the most

playable = ‘
game Pve ever Y gF

seen on the

Mean Machines Sega

YOU DON’T, GET IT,
WHAT ARE You

YSTEM and GAME GEAR * coming soon for MASTER SYSTEM and
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MEGA comes to you from Future Publishing, a company founded
just seven years ago, but which now sells more computer
magazines than any other publisher in Britain. We offer:

« Better advice. Our titles are packed with tips written by the best
in the business (for example, always prick sausages before frying
so they don’t explode).

« Stronger reviews. We have a cast-iron policy of editorial
independence (We do?- Neil). Yes, we do, honest.

» Clearer design. You need solid information fast, so our designers
highlight key elements by using charts, diagrams, summary
boxes, annotated photographs and drawings of small toads.

» Greater relevance. Future editors follow these two golden rules:
Wrap up warm. Don't cheek your elders.

« More reader interaction. Send us your name and address and
we'll come round and “interact” big style.

« Better value for money. Yep! More pages, more info, more, more,
more... and it's better quality too!

From the makers of Sega Power, Super Play, Total,
Amiga Format, Amiga Format Specials, Amiga Power,
Amiga Shopper, ST Format, PC Format, Mac Format,
Your Sinclair (sniff!), Commodore Format, Amstrad
Action, Future Music.

Quick Compo
Which team was
first to qualify for
World Cup '94?
MEGA,

30 Monmouth St,
Bath, Avon

BA1 2BW
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Foothall » Hot news ¢ Foothall * Tips °

England’s footy team may be doing
badly, but the Mega Drive scene’s
never been healthier. Look at this...

THE CHARTS
Well, charts are charts aren’t

they, er except our charts are
always accompanied by our pathetic
attempts at humour. Read at your peril.

'I WILL 3DO REALLY KILL
THE MEGA DRIVE?

The first of the new
super consoles is almost
here. But will 3DO really
be the death of Sega?

Trip Hawkins, the man behind the 3DO
super-console, is confident that his system
will set the standard for the future. Many of
the major players in the industry seem to
With visuals like this, can Sega and 20r€e. What is 3DO? And what makes it
Nintendo possibly hope to compete? such a frighteningly real threat? MEGA
Find out now by turning to page 16 investigates this powerful new beastie.

MEGA CITY NEWS

Should video games be censored?

Are Full Motion Video games like
Sega'’s Night Trap taking the violence theme
just a little too far? Neil West investigates...

14 GAMES
REVIEWED

We've got an obscene
amount of reviews...

MEGA has teamed up with Disney, Virgin Retail and Electronic Arts to bring you
the offer of the year: free tickets to a special screening of the US hit movie,
Champions, starring Emilio Estevez. Well go on then, there’s not much time you know.

30A BEGINNER’S GUIDE TO
JAPANESE ANIMATION

No doubt you’ve all heard of anime, but many of
you may be wondering what the bloody hell it’s all
about. Look no further...

Anime is everywhere. This distinctive style of
Japanese animation is appearing in more and
more Mega CD games these days, and few
people will have failed to see the mass of
videos and comics appearing in shops
across the country.

But what is anime? How did it start? And
how come it's suddenly become so widespread
in its appeal? And most importantly, is it
actually any good? MEGA takes a look at this
unique form of animation and tries to discover
the secret behind its success.

I WIN 20,000 CINEMA TICKETS!

4 BATMAN RETURNS

Batters makes a welcome CD return.

4 NINJAWARRIORS

Fab arcade game, crap CD game.

Time Gal in “unusually
large buck teeth” scandal

MEGA PLAY

6 Paul Mellerick embarks on
another tipathon, cursing and
swearing as he goes. Still, looks like the
reluctant rock bloke has come up trumps
yet again. Top games tipped for this issue
include Sherlock Holmes, James Pond 2,
Chakan, Fatal Fury, Alien Storm, Shadow
of the Beast 2, Starflight, Warpspeed,
Hook, Global Gladiators, PGA Tour Golf 2
and Populous. Phew! What a lot of tips.

5 NIGHT STRIKER

Worse than awful. CD sewage.
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AGASSI TENNIS andre's

Bart Vs The Space Mutants is 5 r
Sega debut is a complete disaster.

tipped on page 62




Foothall * Fab previews ¢ Foothall

IT'S A GAME OF
TWO HALVES...

... but it comes in considerably more forms.

We're talking footy games, and our ten-page
feature brings you the exclusive review of
Ultimate Soccer, talks to Sensible Software about
Sensible Soccer and covers all the footy games
that have gone before, and all the footy games
that will be appearing over the next few months.

ARENA
Ludicrous challenges, plus

loads of other, er, stuff.

_————_'—_———-‘

RIP ‘N’ TIP |
Hurrah! It’s part two of 1
our fabulous Another |

World solution plus the complete
| solution to Flashback all in one go.

3 FORMULA 1 Paulhates it 4 INTERNATIONAL
GBY Rugger, simple as that.

but he’s a git. Excellent race game. _:

0
SUBSCRIBE ©
Last chance to get 14 issues
for the price of 12. Hurry!

AI.I.-'I'IM TOP
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DRIVE AMES

These are definitely the best Mega Drive
games of all time, and they’re all in exactly
the right order. Disagree and you're dead.

PREVIEWS
Jurassic Park, Terminator
CD, F15, Rocket Knight

Adventures and squillions more.

L___—

4 6 DEVASTATOR platform 4 BOB Bob Monkhouse in his own

shoot-"em-up. Not half bad. game? (Don't be dim - Neil)

4 9 DORAEMON Cutesy platform 5 o TECHNOCLASH ea goall

fun, but only for the youngsters. “fantasy shoot-'em-up” on us

Rocket

5 3 SUPERMAN The caped 5 ANNETTE AGAIN words BN iy~ e P
Kryptonian in a laughable game. fail us. Unbelievably bad.
MEGA MOUTH
Neil’s comedy Q&A section

o —— % e
SE n«ml_v [ PP P B IRD .
e ﬁm% TEE ] panders to your whims.
ook | 2
o i3 ; A SHUTDOWN
T N i e And to finish, more fairy tales
A" (That should be facts Dyer —
=y Neil) about the next issue.
5 NBA ALL-STARS 5 AMERICAN EGA 5
A decidedly average basketball game. GLADIATORS nuf said! August 1993 M A




o
—
 °
<1
O
shd
—

6 MEGA August 1993

THE MEGA
ELEVENTH HOUR

Thanks to Sega’s new adaptor, up to eight players can play Ultimate Soccer

Football crazy - that's us. Ultimate Soccer is: firstly, pretty much the football game
everyone’s been waiting for, and secondly, the first of a whole new range of multi-
player games from Sega.

Sega’s new joypad adaptor enables you to plug four joypads into each socket — so
up to eight players can tap into any one game at one time and play simultaneously.

It’s big news because it’s the start of a whole new gamesplaying experience.
Why do you think Atari’s coin-op Gauntlet was such an arcade success five years
ago? The game was crap - it was the four-players-at-once bit that kept those 20
pence pieces clunking in, and the same principle applies now. A head-to-head
simultaneous two-player game always gives a game’s lifespan a shot in the arm,
and, as Capcom explained last month (in The Making Of Street Fighter 2 feature),
“No other game format can generate the same level of fanatical competitiveness”.
Just check out the All-Time Top 100 Mega Drive Games (starting on page 80): six of
the top nine games are two-player games - and that’s no coincidence.

And so eight players mean (not quite literally) eight times the fun. Get some mates
(we’ve found bribery works, for the truly sad) and after the pub, in your lunch break,
when your girlfriend’s progressively chopping your clothes with a bread knife, or
when your boyfriend’s had one too many Newcastle Browns to rise to the occasion,
get out the Mega Drive. We’'ll bring you more news of multi-player games as we get it.

Enjoy the mag - there’s loads in it. See you next month!

® Neil, Andy, Paul and Amanda

IS IT SPORTING?

Never slow to spot a live market, Sega are

May contain

THEY

to follow in the hallowed footsteps of EASN
by launching their own sports label. Titles
will include Joe Montana '94, NBA Action
Hosted By Marv Albert(?), World Series
Baseball and Greatest Heavyweights on the
Mega Drive, with Joe Montana '94 and
World Series Baseball also getting
enhanced Mega CD versions.

Montana ’93. Soon to be old hat

sexuval
swearwords

Sega of America have recently announced that,
“to help consumers make more informed
decisions about their video game purchases”,
they have instituted an age-rating system for all
future game releases. Nice, harmless, fun games
for all the family will get a “GA” (General
Audiences) rating, slightly dodgy ones with bits
of blood or glimpses of Chun Li’s underwear
(say) will be dubbed “MA-13” (Mature Audiences
- parental discretion advised), and Splatterhouse
3will get an “MA-17" rating, classified as “not
appropriate for minors”. Presumably, after the
ridiculous furore over Night Trap (see main
feature), it's not beyond the bounds of possibility
that this system, or a variation of it, could make it
across the water, so stand by to see anything
with a “GA” rating plummet down the charts
faster than Sharon Stone’s (The rest of this joke
was rated “MA-17" and has hence been censored
from the magazine - A Moral Guardian).

VIDE

People are
concerned about
you - lots of
people, important
people;
politicians,
psychologists,
pressure groups.
They want to
censor your video
games and
restrict you from
playing them...

NON-STOP '
Am\()N.




1 ega’s Mega CD for the first time
" brings CD video game technology to
the home. The enormous memory
space that CD offers means that for
the first time, game characters can be real
human actors filmed on video, as opposed
to computer-generated, cartoony sprites.
Of course, it was never going to be
long before a game utilising this technology
came along which would ruffle the feathers
of the moral crusaders who're concerned
that because there are real people featured
in the games and scenes of death, violence
(whatever), the games are effectively video
nasties. Through your Sega Mega Drive,
you are hence being turned into dangerous,
evil, sadistic and amoral gore hounds who
could rip apart the very fabric of civilised
society. Or something.

THE GAME IN QUESTION
Night Trap was the game that ruffled those
feathers. The Daily Mail, a regular and
formidable defender of decency, got
particularly concerned: SEGA SICKENER
screamed its headline, with the words
“gruesome”, “murder” and
“torture” all being crammed into
the first two lines and setting the
outraged (and just a tad
outrageous) tone for the rest of
the piece.
The paper claimed that
Night Trap was “more like a
video nasty than a game” and
then wheeled out the usual
brigade of Tory rent-a-quotes to
support its argument.
“The manufacturers are evil
and ought to be punished for
promoting the game,” blustered
Terry Dicks MP, and then
added, rather bizarrely, “People
buying the game should be
forced to give their name and
address”.

Dame Jill Knight MP
raged: “This is a new
generation of videos, nastier
than ever before. We should
consider legislation against
such games because they
encourage people to maim,
mutilate and murder.”

And at the zealous
pressure group Family and
Youth Concern, Valerie
Riches declared: “This is a
symptom of a very sick
society. Our advice is do not

buy this game. It is evil.”
She then said one final
farewell to reality with the
intriguing assertion that,

“such graphic depictions of violence can,
quite literally, blow young people’s minds”.
Now that | gotta see.

The story was written by Luke Harding
who himself described the game as
“gruesome”, “horrific” and “chilling”.
However, when we spoke to Mr Harding (as
Roger Cooke would undoubtedly say at this
point) he admitted that he had never
actually seen the game and that, at the time
of writing, neither had anyone who was
quoted in the story.

They’d never actually seen it!

All these desperately sad people,
panicking to be seen to do “The Right
Thing” hadn’t the faintest idea what they
were talking about. Still, Toys R Us
immediately refused to stock the game and
the media (after the epilepsy scare was
sorted and after the addiction scare was
proved to be nothing) get another go at
knocking video games — another chance to
find an “evil” scapegoat for the wrong doing
of “young people today”.

JUST A REFLECTION

OF SOCIETY?

So not only had these “outraged” people
not actually seen the game, but a leading
psychologist, Dr Margaret Shotton, has
made a study of the effects of video games
and is considerably less concerned about
the release of Night Trap than Lord Bluster
MP and his excitable chums.

“So all IRA terrorists were brought up
on a diet of video games and video nasties
were they?” she asks. “Since the arrival of
television, people have been trying to link
these sort of media with violent behaviour,
and in all that time there has been no firm
proof that the two are linked at all.

. “I deplore all violent games, but that is
because | see them as a reflection of a
violent society. The answer isn't to ban the
games, but to work on improving society.
It's all a question of cause and effect.
Extremely violent people will be attracted to
violent games, films, whatever. | think it's
highly dubious to suggest that it works the
other way around - that violent games,
films or whatever create violent people.”

Fair comment, problem sorted. Or is it?

While this sort of expert support makes
it easy to laugh at the blusterings of a few
out-of-touch MPs and out-to-lunch journos,
it is actually very dangerous to ignore them
- not dangerous for you (you can laugh and
ignore all you want) — but for the games
industry itself.

The media spotlight is on Sega to
respond to the allegation that playing
violent games (especially on Mega CD) will
lead to violent behaviour. While the
allegations stick, then the games should be,

O GAMES: SHOULD
BE CENSORED?

at best, subject to certification (like films
and videos) or, at worst, banned.

SHOULD VIDEO
GAMES BE CERTIFIED?

Sega’s European boss Nick Alexander
understands the concerns being expressed,
and volunteered Night Trap for
classification by the BBFC.

“We are taking this whole thing very,
very seriously and I think people are right to
be concerned about the possibilities thrown
up by the arrival of real video in games.
Sega’s policy has always been crystal clear.
We will not publish any material which is
either pornographic or explicitly violent.”

He insists that this code has been
adhered to, even with the launch of the first
batch of Mega CD games. He claims to find
the fuss over Night Trap “just extraordinary”
and claims that on the horrormeter the
game is “somewhere alongside Dr Who" —
the 15 certificate rating awarded to Night
Trap was seen as the “worst case scenario”.

Alexander adds, however, that, along
with the rest of the games industry, Sega is
considering introducing some sort of self-
regulating system, perhaps involving
stickers similar to the “Parental Advisory
Explicit Lyrics” warnings currently adorning
any decent rap album.

OK, so that's a voluntary censorship
reaction from Sega, but where does the law
stand on the issue? The relevant piece of
legislation is the Video Recordings bill of
1984. This requires all films and videos to
be presented to the British Board of Film
Classification, which then decides how old
you have to be in order to see it or, indeed,
if it can be seen at all.

There are three areas listed in the Bill
as exempt from classification; music or sport
films/videos, educational or instructional
films/videos and computer or video games.

Exemption is waved, however, should
games depict “human sexual activity or acts
of restraint associated with such activity” or
“mutilation or torture or any other acts of
gross violence towards humans or animals”
or “human genital organs, human urinary or
excretory functions”.

The Home Office stated that it sees the
current law as “perfectly adequate” and
believes that no video game has yet tested
it. But a spokesman warned: “We are aware

Passible
Laptured

Night Trap started all the fuss. A
video nasty? We think not

MEGA CITY

It was vieweq by th
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One of
the many outrageous reports

of the technological advance being made in
video games and these could well present
the law with some new challenges. We
would be particularly vigilant because
children would be involved.”

GOING TOO FAR?

James Ferman, president of the British
Board of Film Classification, is aware of the
raging debate, and is monitoring the games
market closely. He sees two key areas.

“We were shown some cartridge
games earlier in the year for inspection and
one of our most important findings was that
we did not consider the victims to be
recognisably human or animal. They were
very obviously just digitised sprites.

“My office have since looked at some
CD games, however, and in them it is clear
that the victims are human. This very much
heightens concern about them and means
that the second key factor comes into play;
is there a “significant”, amount of “gross”
violence? If there is, then a game forfeits its
rights to exemption and would have to be
submitted to us to be given a certificate. It is
our view that we will reach this stage within
the next twelve months.” Already there
have been four examples of home
computer games (even without CD
graphics) being rated.

Of course, no game publisher wants its
game to be the subject of a court case, so it
looks as if Sega will err on the side of
caution and eagerly submit any game it
feels even might need a certificate — hence
showing willing to its critics — and reduce
the number of “dodgy” titles to a minimum.
This is the way it's going to be from now on.
Well-placed sources have told us that Sega
itself is rather concerned about the release
of such a pugilistic game as Street Fighter 2
on Mega Drive at such a sensitive time, and
it will approach the BBFC for a rating.

The age of video game censorship is
upon us, game fans, and we want some
feedback from you — the gamers — letting us
know how you feel. Write to MEGA MOUTH
and let us know your thoughts...
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MEGA CITY

Virtva Racing
for Mega Drive!

No, we didn’t believe it either, but it’s here
in front of us in black and white on Sega
headed notepaper, so it would appear to be
true. The best coin-op racing game for so
many years is set to defy the cynics and
appear, not on Sega VR or even Mega CD,
but the humble Mega Drive! As you can see
from these early pics, the programmers
have made a pretty decent stab at the
arcade game’s stunning polygon graphics
(as well as including the choice-of-
viewpoints feature that made the coin-op
look so stylish), but as for how it plays, we’ll
have to wait until the game is released (in
America) in December, with a forbidding
$70 price tag which will doubtless translate
to something extremely scary on import.
But if the Mega Drive version comes
anywhere near to the thrilling playability of
the original, it could be money well spent.

It’s not the coin-op, but it
doesn’t look half bad does it?

Unless something
goes very badly wrong, this’ll be the
best Mega Drive car game ever

. The idea’s a
. bit dated

. player
. mode, it’ll
" be superb

PICO-BOO!

What with recent outcries about the effects of video games on children, and parents’ own natural
aversion to buying one of these horrendous machines for their offspring, it's quite refreshing to hear
news of what will be deemed a positive move from Sega. It's a new kiddie console aimed at children of
3-8 years old, which will serve not only as a device for
entertainment but also a tool for education. The
machine, as you can see below, is a colourful thing
with a flip-up lid and an electronic pen. It connects to
the TV and stories unfold. When the action pauses,
the user can manipulate the on-screen stuff by
making selections with the pen. Pico has just been
released in Japan and should reach American
and European shores early next year. And even
better news is that it’ll come in at a sub £100
price level with software costing as
little as £25.

The Pico.
Perhaps this

is just what
angst-ridden
parents have
been waiting for

If you're a bit jealous of SNES owners who can now have all kinds of multi-player antics

- and tomfoolery on games like Dyna Blaster and Super Soccer 2 thanks to the wonders of
¢ Hudson Soft’s Super Multi-Tap four-player adaptor, then envy no longer. Eight-handed

action will soon be yours for the taking with the release of Tengen’s Gauntlet 4, a four-

« player continuation of the legendary series of dungeons-and-dragons monster-mashing
- epics. You will, of course, have to go out and buy Sega’s new four-player adaptor too
- (there are more details about that very device over on page 24), but solo gaming will

never seem the same again.

I

6F

GOLD HERLTH
100 o

Gauntlet 4.

but in four-

1 COIN -
2000 HEALTH

BULL DURHAM'’S
INCREDIBLE WORLD OF
PR AND ADVERTISING

MEGA SAYS...

Ha! Well they would say that wouldn't they? But, we think you'll agree, that even
a blind man could see that this is nothing more than a flagrantly elaborate
tapestry of prevarication, nay, more a raging torrent of dissimulation,
falsification and equivocation that serves the single desperate purpose of
concealing the undesirable corporate sham beneath. (It's all right chaps, |

think we got away with it. The reader’s will never tumble the fact that we
miserably failed to find a legitimate Bull Durham piece this month - Neil)

Bull “bull” Durham

N ‘
MpTAN'l‘ l'lill’l;ERS {

Next month, old Bullers goes on yet
another hunt for industry
inaccuracies. (Let's hope he has
more luck than he did this month.)

28 p - 1

Robo Aleste or Nobunaga? Are they
the same? We should be told

Some people are on the pitch! They think
Robo Aleste (the forthcoming release from
Tengen on Mega CD) is just Nobunaga And
His Ninja Force (reviewed in issue five of
MEGA, 52%) with a different name! It is now!

BASHING
THE BISHOP

Well, here we
are playing chess. With
Kasparov. Sort of. Oh dear

Chess, eh? It's difficult to imagine what kind of
person would play chess on a Mega Drive -
presumably, even if you've already got one and
you really want to play chess and you haven’t
got anyone to play against, it's still going to be
cheaper to go and buy a dedicated chess
computer, but, er, if you're allergic to dedicated
chess computers or something, you'll be
pleased to hear about Kasparov’s Gambit, the
Mega Drive’s first chess game, which is coming
soon from Electronic Arts.

Please read
the next
page...

When a press release marked P.T.O.
arrived on Andy Dyer’s desk, he
spent an entire morning turning it
over and over with a baffled look on
his face before someone pointed out
that it was actually about Pacific
Theater of Operations, a new naval
wargame from Koei. You can play
either the Japanese or US Navy
during the tense and violent sea
battles of World War 2, and you have
complete control over almost every
aspect of your fleet, right down to
deciding what kind of headbands the
kamikaze fighter pilots wear.
Probably.

©00000000000000000000000000000000000000000000000000000
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MEGA CD UPDATE

VIRGIN
Converted from the PC original, Dune (a strategy
adventure epic) will be appearing on the Mega
CD around the autumn. Dune 2 - The Battle For
Arrakis (an excellent sort of Sim City meets
Mega-Lo-Mania affair) is due out on the Mega
Drive(!) at the far end of the same season.

Well, Sonic Spinball to be precise. The
latest outing for the world’s greatest video
game superstar is a game inspired by the
bumper-and-flipper antics of Sonic 2's
Casino Night Zone. Nasty old Dr Robotnik
(look, Sonic, why don't you just kill the old
psychopath and be done with it, eh?) has
created a Veg-O Fortress, which, despite
having a completely silly name, is in fact a
fearsome and oppressive robot factory
where he’s imprisoned lots of Sonic’s
furry animal chums using the Pinball
Defense System.

However, Sonic has developed some
great new powers, and — oh sod it, I'm not
going into this ludicrous plot any longer.
Sonic Spinball will be released on
“Segamania Day”, a to-be-confirmed date
in November, so watch this space for more
details, and all that stuff.

Sonic Spinball should look a bit like
the Casino Zone in Sonic 2

GOT HALF AN
HOUR TO KII.I."

Then you'll probably be pleased to hear
that there’s another Disney game on

the way, this time featuring the bizarre
(what-kind-of-animal-is-he-anyway
gormless lump of semi-sentience)
Goofy. It's a bit of a very slightly Bionic
Commando-ish platformer by the
sounds of things and it'll be out in late
autumn for around £50 on import.

Just in case SF2, Mortal Kombat and, er,
Pitfighter 2 aren’t enough for you, there’s
another big beat-'em-up on the way. Eternal
Champions is a 24-meg cart starring “11 of
eternity’s greatest fighters”, each with over
35 moves in their own personal martial arts
repertoire with which to rearrange the teeth
of the other competitors. Released in the
US in November at a bowel-loosening
$65.99, Eternal Champions is designed to
be played with Sega’s new six-button
joypad or (no sniggering at the back please)
the Activator peripheral which (cough)
“translates your own kicks, punches and
body movements to control the action on
screen”. Still, there are some new features
as well, like a slow motion replay for reliving
those particularly spine-juddering moves.

NO! NO!

Another World
= and another
other world

Virgin are to treat Mega CD owners by
giving them both the brilliant Another
World and its sequel Another World 2
on a single CD, featuring live actors
and digitised dialogue. This could be
one of the bargains of the year.

eeeeccccccce
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Two games on one CD. Wow

MEGA TOP TEN

PEOPLE WHO DON’'T DO
REVIEWS FOR MEGA

They are:

1. Sue Huntley

2. Ashley Young

3. General Norman Schwarzkopf

4. Norman Bates

5. Simon Bates

6. Dominik Diamond

7. Anne Diamond

8. Judy and Richard from This
Morning

9. You. Ha!

10. Andy Dyer (Oi! -

Andy)

NO! NO!

Bought a Mega CD have you? Impressed with
your £400 state-of-the-art home arcade set-up
are you? Want to invite your friends round and
leave them gaping open-mouthed in awe at the
astonishing quality of the new age of video
gaming do you? Then why not buy, er, Mega
CD Wheel Of Fortune?

Yes, you and up to two of your best
buddies will be able to marvel at footage of the
lovely Vanna White (shot specially for the
game), scratch your heads over the
enormous new database of questions (not
used on any other version of the game) and
then, hopefully, kill yourselves and donate
your machine to someone more deserving
and, frankly, not quite so completely
bonkers. The game will be released in the
US in November for $39.95, and if you
buy it on import, we’re going to come
round to your house and kick your head in.
(Probably.)

Someone out there’s
going to buy this. Don’t let it be you
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Great rhyming slang
of our time

Pitfighter 2is coming soon. Bet you can't
wait can you?

Goofy. A bit
gormless really

MEGA CITY

SOFTWARE
HOUSE
PROFILE

Busman’s Holiday has gone (we’d covered just
about every job in the industry), so instead, in
view of previews getting so packed these days,
we've moved the monthly software house
profile into this space. This month it's EA...

PAST

Electronic Arts have always had a reputation
for consistently producing the best sports
sims. The biggest of course is the John
Madden series of games, but also considered
by many to be the best game of all time is
NHLPA Hockey. They also trounced the
competition in the golfing scene with PGA 2.
They also produced a few other minor titles you
may remember. Road Rash 2? Desert Strike?

g - .
NHLPA ’93. Best hockey game
certainly. Best game of all time?

PRESENT

Their current line-up is almost as impressive as
their back catalogue, although they are
experimenting a bit style-wise. Technoclash
and B.0.B. are both very polished games, while
General Chaos is a very different experience
altogether. If you want to know more about it,
it's previewed over on page 93. Oh and one
more thing, it'll be compatible with EA’s soon-
to-be-released Four Way Play four-way adaptor.
More news on that next month.

General chaos. Blzarre
arcade/strategy thingummy

FUTURE

Haunting and Baseball 2020 coming right up.
There’s a news piece on 2020 over on page 11,
but here’s a taster of Haunting, just to whet
your appetites for the preview next issue.

Haunting. Previewed next ish
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MEGA CITY

VOYAGE TO
THE BOWELS
OF THE BACK
CATALOGUE

Oh yes, it's time again to run one of the worst
Mega Drive games ever into the ground. And
this month the plopper in question is...

OUTRUN

CIIME) L (SEORE oreneres
. i

Outrun is an anagram of Our Nut.
That’s its most interesting
feature. Yes it is

So, you like driving games, eh? You love the
high-speed thrills, you love the feel of the
virtual wind in your hair and the virtual G-force
as you hurtle round hairpin bends at simulated
speeds well in excess of eight grillion miles per
hour? You love the near-gladiatorial jousting
with other cars as you jockey for position just
before that lethal chicane? Or are you more
into the notion of driving down a motorway for
700 miles with nothing more taxing to worry
about that the accumulation of dead flies on
your windscreen, eventually rendering vision
completely impossible? If so, congratulations -
we've got the very game for you. Step this way,
sir, and plug yourself into... Outrun!

What's the point of this, exactly? You load
it up, you spot-weld your finger to the
accelerate button, you veer slightly to the right
or left once every five minutes, and half an hour
later you're admiring the end sequence. OK,
lots of games are too easy, but at least with
World Of lllusion or something, you get a little
bit of fun while you're heading for the finish
line with one eye closed and your right arm tied
behind your back. Outrun kicks off with your
car static on the start line, and if you think
that’s boring, you ain’t seen nothing yet. This
game isn’t just “not fun”, it's actually a deeply
and affectingly unpleasant experience - you
want to give up by about half-a-minute in, but a
subconscious guilt forces you to see the whole
sorry episode through to the end once you've
started, and the harrowing schizophrenic
struggle between the opposing elements of
your psyche is likely to leave you physically
and emotionally drained for several days, and
mentally scarred for life. | shouldn’t be at all
surprised if Hannibal Lecter started off as a
perfectly normal and pleasant guy, but then
accidentally played Mega Drive Outrun one
time and unhinged himself totally, y’know.

Unless Sega want to risk lawsuits from the
parents of serial-killer victims, they should get
this one off the shelves just as quickly as they
possibly can. Better safe than sorry.

Next month, we’ll take another “balanced” look
at one of the Mega Drive’s biggest plonkers.

PR byt g p

e

NHLPA
Hockey 94!

Oh, look, isn't this getting just a little bit out
of hand now?

Aot 2l O T s e
JAMES POND 3. It's still on the way! It should be
L quite soon now! It should be really good! But

Buy NHLPA Hockey again!
Complete the set!

then again, it might not! Watch this space...

ROCKY, BUT NO BULLWINKLE Paint the

Boxing Legends Of The Ring, due out later in the year WhOIQ WOI"Id
from Electro Brain, seeks to take boxing games where : e
MWMWWMM,'OHWMMYMM WI'h un Aer°
with eight real-life heavyweight legends (including Jake
“Raging Bull” LaMotta and Roberto “Duran” Duran) and a
wide range of special moves, including the revolutionary
“punch in the face”. Will it succeed? We don’t know.

This is a news section, not a fortune teller’s.

Two words for Electro Brain.
Muhammad, and Ali. Think about it

of Pjanes
1232“1322 icient.

: DINOSAURS IN
EXTINCTION
SHOCK HORROR
PROBE!

“Five levels with vertical and horizontal
levels,” boasts the press release for Joe
And Mac from Data East, and it's hard to
argue with it. The game will be out soon
from Takara.

SNES owners
suck sonic hoom!

Could be worse. Could be Aerobix

Admit it. When you bought a Mega Drive
you didn’t really want Sonic The
Hedgehog. You didn’t really want
Dragon’s Fury. You didn’t really want
John Madden Football. You wanted to
play a simulation of launching and
running a profit-making airline business,
didn’t you? Well, is it ever your lucky
day? The new game from Koei is
Aerobiz, offering you the once in a
lifetime chance to “Establish your hub
and then expand outward”! Yes,
“realistic business strategy” is now
yours for the taking! Form an orderly
queue, won't you?

Do let us know when you’re fed up
hearing about SF2, won’t you?

No, that’s not two headlines in one. Yes,
Super Nintendo saddoes the world over
have been getting all smug and superior
again since it became known that they
were getting another version of the
world’s biggest beat-’'em-up - the
supposedly even-better-than-the-
Champion Edition Turbo Hyper Fighting
version. But (BUT!) a press release lying
hot on our desk from CapCom USA
reveals that the Mega Drive version of
SF2 will NOT, as previously thought, be
the boring old Champion Edition, but in
fact a Special Champion Edition,
featuring a Hyper option which allows
nine different game speeds, and boasts
the Hyper Fighting version’s new special
moves. Not only that, but the 24-meg
SF2 SCE (as it’s to be known) will also
offer new features and moves unique to people around and having big punch-ups
the Special Champion Edition, including anyway? Solve this existential crisis for
a special Tournament mode! - - yourself, sometime in early 1994.

Madden, with mutants. And hockey

After the partial success of Mutant League
Football (ie it was quite good, but
everyone said, “It's not nearly as good as
John Madden”), EA are trying again with
Mutant League Hockey, which aims to
give the same treatment to NHLPA
Hockey as MLF did to JMF. But isn’t
NHPLA Hockey all about smacking

0000000000000 00000000000000000000000000000000000600000060000000000000000000000000000000000
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MEGA CD UPDATE

HUH?

A sports game from EA, but with a
disclaimer announcing that “Super
Baseball 2020 is not an EA Sports title”?
| don’t understand.

MEGR

SUPER BATTLE

TANK 2

ABSOLUTE
SB2is “The fourth entry in the company’s best-
selling Super Battletank series”. What? How
does that work, then? Is maths different in
America? Anyway, it's Battlezone with nice
graphics and it's bound to be fab. It should be
coming your way this winter.

As if we didn’t have

enough baseball games already.
EA’s latest is futuristic though, so it
might be worth a look

A sickening travesty of a nightmare
on the SNES, it can only be hoped
that this new Tengen release fares
rather better on a machine with a
processor twice as fast. Hard Drivin’
was a little way short of perfect, but
they've had a long time to get it right
with the second attempt — let’s hope
they’'ve managed it, eh?

Anyway, Super Baseball 2020 is “a new
action game with a baseball theme” (no!)
and a conversion of a coin-op,
apparently. Doubtless it'll be just as
fabulous as every other Mega Drive
baseball game there’s ever been, so

hurrah, eh? Hope it’s more exciting than this

VIRTUAL
ACTUALITY

Here are just ten of '’em:
1. Counting the number of letters in
its name

2. Counting the number of letters in
your own name

3. Counting to three

4. Death by listening to jazz music

5. Death by listening to Neil West
and Andy Dyer’s rendition of Dude
Looks Like A Lady

6. Timmy Mallet

7. Drinking petrol

8. Holding your breath until you faint
9. Having your arms and legs
gnawed off by a wolf while someone
pours napalm in your ears

10. Not playing G-LOC

prrNSHK]

TAP TINE
0:50:32

ROCKY AND
BULLWINKLE

Has anyone
outside of the
USA ever seen a
Rocky And
Bullwinkle
cartoon?
Thought not.
Don’t bother
trying, either -
they’re really,
really
desperately
awful.

MEGA CITY

THE

S IN THE
NEWS!

Okey-dokey, let’s see if you've studied this
issue of MEGA well enough. Answer the
questions below, then scoot over to page 98 to
find out how you did. But please, don’t phone
in, it’s just for fun (Yes, I'm one of the

tedious gits who keeps quoting things from
the Big Breakfast).

1. What was special about the arcade version of
The Ninjawarriors?

2. Why might you get a sense of déja vu

when playing certain sections of Batman
Returns CD?

3. Which famous tennis star features in
Tecmagik’s new game?

4. Spot the odd one out:

a) Andy Dyer who loves F1

b) Neil West who loves F1

c) Everybody else on the planet (who love F1)
d) Paul Mellerick

| 5. Which famous superhero appears in a very

un-super game from Virgin?

6. What's Sega’s new super-console rumoured
to be called?

7. How many events are there in American
Gladiators (don’t look)?

8. Where is Neil?

9. Who is Earnest Evans’ girlfriend?

10. What's the name of the artist who does
Bernhard The Crab?

11. Which two football teams are featured on
our cover?

12. How many players can play Ultimate Soccer
at once?

13. What does Anime mean?

14. What's the name of the bloke behind 3D0?
15. Who stars in the soon-to-be-released film
Champions?

16. Which game is
this screenshot
snippet from?

17. Which game is
this screenshot
snip-ette from?

US gamers unhappy with their current
reality were doubtless ecstatic this month
when Sega announced the first four games
which will be released later this year for
their new Sega VR peripheral. Bundled with
the hardware will be Nuclear Rush, a flight
simulation set in atomic wastelands with the
player as a “nuclear pirate” in charge of a
big “weapons-loaded hovercraft”, but users
will also be able to mess up their hair and
look stupid in front of their friends with Iron
Hammer (which, frankly, sounds a bit
similar with its “heavily-armed skimmer
gunship™-type malarkey), Matrix Runner (“a
dazzling, hypnotic materialisation of
cyberspace, where players collide with
strange semi-humans and vulture-like
manifestations”, ie it's probably a bit like
Sewer Shark with more black in it), and
Outlaw Racing, which is, er, a racing game.
As for when we're likely to see these
games, or indeed the Sega VR itself, in this
country, your guess is as good as ours.

It's been a while since we've heard the old “softwear” pun here at MEGA, but it's back like
an old friend with the news that top merchandising outfit Outer Limits have produced a
new range of video game-related clothing. Games featured on the T-shirts include Sonic,
Sonic 2, Street Fighter 2, Ecco The Dolphin, Lemmings, Taz-Mania, Greendog, Chuck
Rock, ToeJam & Earl, James Pond and Zool, and the asking price is a practically-insane
£7.99 for kiddie size and £9.99 for fat (Snip! — Neil). But you don’t even have to pay that
much (although if you really want to, you can ring Outer Limits’ mail-order service hotline
on 0272 768989), because we've got hold of no less than ten (and no more than ten
either — in fact it'd probably be entirely accurate to say the number in question was
precisely ten and just leave it at that) of 'em, and because we’ve got millions of freebie T-
shirts of our own already, we’re going to give 'em to you.

All you have to do to win one is send us a
snapshot of you wearing the
most appallingly tasteless/out-of-
date/downright revolting T-shirt i
currently humiliating the rest of 5
your wardrobe, and the ones we
judge most desperately in need of
replacement get a nice clean shiny new one
of their choice. Entries to “Barbara Cartland
Competition”, MEGA, 30 Monmouth St, Bath,
Avon, BA1 2BW.

18. Which game is
this screenshot
snipetty bit from?

19. Which game is
this screenshot, er,
extract from?

20. And this one?

That wasn’t too bad was it now? Or was it. The
only way to find out is to scoot on over to page
98 (for that is where the As On The Back Page
live) and tot up your score. Are you sure you've
got it all right. | should check your answers
once more if | were you. More quiz-tastic fun
next month.

And here’s a nice Sonic T-shirt
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Passible
[aptured

Night Trap (again). Public outcry, Sega
set up a rating system, and still people
whinge. This time Nintendo have a pop

Ol’ rubber
face signs up

Guess who Sega’s latest hero is? Michael
Jackson. Yes, the saviour of America’s
failing plastics industry has been brought in
to promote Sega’s coin-ops.

Michael Jackson is to appear in two
new Sega coin ops. Can’t wait

Michael won't actually be used to sell
hardware via TV (in the way he did with
Pepsi). No, instead, Sega have actually got
the guy filming video footage for inclusion in
two future arcade titles. Scramble Training
is a space rocket simulator and Megaro
Police 2154 is, um, not. Quite how Jacko’s
going to fit into the plot is beyond us, but
you'll be able to find out when both games
hit the arcades later in the year.

DAVE RIOT
The new hero
for the 90s

Game-starved Menacer owners bored of
pretending to be Arnold Schwarzenegger can
soon pretend to be someone else entirely -
Body Count, one of Sega’s two new Menacer
releases for winter '93, features the
inspiringly-named hero Dave Riot, a one-man
force intent on saving the Earth from alien
rule, which may very well involve shooting lots
of things. Monster Hunter promises to be
broadly similar, but with a jungle/big game
hunt setting replacing the urban/space
creatures scenario. Yum.

NINTENDO BLAST SEGA

Sega’s game Night Trap caused such an outrage that Sega have decided to impose their
own rating scheme on game releases. As soon as they did, Nintendo uncharacteristically
(veah right!) attacked the scheme calling it “a smoke screen for more violent games”.
The company says that the Sega game-rating system is a means to justify the

marketing of increasingly violent video games. Nintendo went on to say that they rejected
the arcade game Mortal Kombat “because it includes lots of violence and some death
scenes”. Acclaim Entertainment are now reprogramming the game to meet Nintendo’s
guidelines. However, it has been suggested that Sega intend to release an arcade
version of Mortal Kombat with the death scenes intact. Nintendo continue their criticism
of the new rating policy by saying “the future of the video game industry rests on
adhering to a policy of internal standards and extensive game evaluation, not
unenforcable rating systems”.

MARKY MARK

Yep, it's yet another
one of those Make
Your Own Video
affairs, this time featuring three videos
from the King of Calvin Klein pants, Marky Q
Mark. Slightly better presented than
previous efforts, this “game” involves
taking a Marky Mark song and loosely
constructing a video from stock video
footage included on the disc. It's fun for a
bit, but ultimately tedious. If anyone out
there is interested (that'll just be the Marky
Mark fans then), a rating for the game
would be somewhere in the region of 50%.

' Eeh, what an ornate backdrop. Shame
about the Full Motion Video though

What precisoly we have to bellove will, no doubt, remaln a mystery. Git!

PHONE THING

Sega and American Telephone &
Telegraph (AT&T) have just made an
agreement to develop The Edge, a
device which enables Mega Drives to
communicate via a telephone line.
This means that soon, gamesplayers
will be able to participate in groups,
no matter where they are, and the
good thing about the system is that
you can still send voice messages, so
you’ll be able to talk to the other
competitors at the same time.
Electronic Arts and Tengen among
others are looking into making their
games Edge compatible.

The system should be available
next summer in the states for between
$100 and $150.

Are you
pushing
my buttons?

The most interesting-looking Mega CD
game for a while could be Third World War
from Extreme Entertainment Group.
Visually akin to Populous, it's a
government strategy game which makes
you leader of one of 16 countries trying to
dominate the world by careful manipulation
of economic, foreign, domestic and military
affairs. The press release seems to
suggest thermonuclear apocalypse as one
possible economic-difficulty remedy, but
it's hard to be sure. Whatever, this one’s
going to be worth a look when it appears at
the tail end of the year.

©9000000000000000000000000000000000000000000000

CH

The

he console market is very buoyant

at the moment, and rather than

settling down, the battle for first

place is more competitive than ever.
How, in Sega’s eyes, are they actually
doing in the Sega vs Nintendo stakes? Is
the situation in the US as favourable as that
here in Britain?

“It's-great,” offered Kalinske. “We think
we're going to sell about 6.5 million Genesis
units this year and that should give us a 58%
share of the market. So it looks like we're
beating them on both sides of the water.”

No doubt Kalinske’s Nintendo
equivalent would have told us a different
story, but certainly Sega’s dominance at the
show suggested that this may not all be hot
air. What were the highlights? Kalinske was
massively impressed with Aladdin from
Virgin and Disney, as indeed was everyone
else who saw it. Another product that
Kalinske is excited about is Sonic Spinball.
But why is it not being called Sonic 3?
Kalinske is very specific about this.

“This is definitely not Sonic 3. And |
don’t honestly think there will be any
confusion. | guess the comparison is with
something like Mario Kart. It's an obvious
offshoot, and the game is so distinctive and
specifically in one genre that it could not be
even considered to be Sonic 3.

“| think the important thing is that Sonic
brings the strength of his character to a
pinball game and makes what was already
a great idea into an outstanding game.”

So when are we going to see the real
Sonic 37

“It won't hit the shops until 1994,
probably January 94. This is very much a
deliberate policy. January is a huge month
in the video game business, there’s a lot of
Christmas money around and we needed a
blockbuster, and they don’t come much
bigger than Sonic 3.

Let’s hope not. We asked Kalinske if he
could tell us how the game is coming along,

Aladdin. This new Mega Drive game
was the talk of the show
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MEGA CITY

ICAGO CES

Inside Story

Sega’s huge presence at the show certainly spoke for itself, but, as

always, MEGA went one step further. Rather than let the product speak,
we sent our US correspondent-type bloke to get the Iow-down from Tom
Kalinske, president of Sega USA

but apparently the risk of him getting
lynched would be too great. However, he
was able to tell us that Sonic will have a
new friend, but Tails will still be present.

OK, Sonic 3 will be the biggest thing
since, er, Sonic 2, but there are a few other
biggies out there which Kalinske was very
nearly just as thrilled about. Describing
Jurassic Park on CD as “staggering” he
went on to describe the live video footage
and the great attention to detail that has
been put into the game. Also, although he
made no mention of Street Fighter 2, he did
seem rather keen to tell us about Eternal
Champions.

“I'sa
streetfighting game,
but the characters
are two or three
times bigger on your
screen than other
games of its type.

“And, of course,
there’s the Sega
Sports category,
which we've created
a special new label
and logo for. We're
working really hard to make each new title
we do in some way different and better than
the last. It's important to us because sports
games now account for 38% of all our
software sales. Over the next year we're
introducing new games on football,
baseball, basketball, hockey, motor racing,
golf, tennis, boxing and wrestling.”

But what about “proper” football, |

32-bit

Jurassic Park on Mega Drive. The
CD version is “staggering”

“We know
more about

technology
than virtuvally
anyone else””

believe you call it soccer?

“Yeah, we're doing a soccer game. |
forgot to mention it because it's being
designed over in England because
obviously it's more their thing than ours.”
(Just for the record, irony fans, a few days
after this conversation the USA beat
England 2:0 at what | guess we now have
to call soccer.)

Will it have a World Cup licence
attached?

“You know, I'm not sure. My feeling is
that it probably will, because we've signed
just about every other sports licence going,
so | can’'t imagine
we forgot the
World Cup.”

Alright, enough
of game releases.
The thing that's
getting everyone
fired up at the
moment is Sega
VR. Talk to us Tom.

“What we're
showing here is only
around 25%
complete. The final
products that you'll see will look at least
three times better.

OK, so you can already have VR
experiences in arcades, but then you are
connected to $7,000 machines. This is a
$200 machine, and to have replicated the
arcade quality so closely is a major
technological achievement.

“It is obviously not quite as good as the
arcades,” said Kalinske, “but it's good, it's
very good and we'’re very pleased with it.”
Thank goodness for that.

What about the state of the CD
software — the first generation received only
a lukewarm reception? The verdict on the
second batch though is a modest “mind-
blowing”. Unfortunately, many of the titles
were not on show because the video
footage was still being shot. However,
Kalinske told us of a new boxing title
featuring digitised piccies of real boxers
wincing with pain, and grinning at you

The Chicago CES: bigger than ever. It was a close run thing between
Nintendo and Sega, but the general opinion is that Sega had the edge

before getting their faces punched in.
Kalinske describes the game as
“frighteningly realistic”. And although not
much was said, there’s a new “interactive
movie” called Ground Zero Texas. It's a bit
like Night Trap but quite a bit better.
Hmmm... what about Sonic CD?

“We're still planning the timing on that.
The product itself is fairly far down the line,
but we want to put so much in there, special
moves, extra levels.”

Will Sonic have a voice?

“It's got to be a possibility hasn’t it?”
That'll be a yes then. All rivetting stuff. And
despite not wanting to pee on Kalinske’s
parade, a mention had to be made of 3DO.
Is it really fair to say that the Mega CD is
being left behind by this new machine?

“No, it’s not. The important trade off for
me is what you provide at what price and |
think in those terms we’re ahead of the
game. Listen, with our arcade experience,
we know more about 32-bit technology than
just about anyone.

“The problem is getting that sort of
technology down to a price whichis
acceptable to a consumer. At the moment
we don't think it can be done.

“So what we're doing instead is

improving the 16-bit technology. And the
most important thing we've done there, is
sign a technical alliance with CinePack,
which can provide the same technology as
that in the 3D0 machine.

“With their help, the digitised video will
look much better and it will fill the whole
screen, not just a window. The colours
available will go from 64 to 512 and the
resolution will be much, much sharper.

“The truth is, when | walk over to the
3DO stand and see what they’re running,
my verdict is that what we’re doing is damn
near as good for a whole lot less money.
They'll launch at about $700. I'm not
interested in machines over $500.”

So there we have it, from the horse’s
mouth. Indeed, this summer’s CES was an
undeniable success for Sega. While
sizewise Sega and Nintendo’s physical
presence at the show was 50/50, visitors to
the event did leave with a feeling that it was
ultimately Sega who were the more
dynamic competitors. However, the threat
of 3DO is looming, so if you want to find out
more about that machine, how powerful it
is, and what Kalinske and Sega plan
to do about it, go to the feature which
starts on page 16.
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TOP 20

THE CHARTS

Facts have to be faced. Andy and Neil just aren’t funny, so we’ve enlisted
the help of Master of Mirth Brian Conley to save the charts page. Go for it...

OFFICIAL TOP 20

This Last Game Name MEGA
month month Rating

BnE) Flashback [V 94%
“This bloke came up to me the other day hit
me in the face with a prawn cocktail...”

V01) Super Kick Off

“No, don’t laugh, that was just for starters!”

[V 79%

H\E) Fatal Fury V1) 65%
(Haaaaaaaaaaa, ha, ha. Heeee, heeeeeeee. Ooh
my aching sides. Just for starters, titter — Neil)

V02) PGA Tour Golf 2 91%
(Snigger, 1, hoo hooo, | think, heh, I'm going to
faint, Haaaaaaaaaaaaaaa — Andy))

M5 Ecco [} 93%
(HAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA
AAAAAAAAAAAAAAAAAAAAAAAAAAA — Neil)

M6 Tiny Toons (% 91%
(HEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEE
EEEEEEEEEEEEEEEEEEEEEEEEE — Andy)

HM(o7) Sonic 2
Four hours later... (He really is the King of
comedy isn’t he? — Neil) (Lord of laughs — Andy)

[V 94%

% 92%

@ V03 Road Rash 2
(I think it’s his impeccable timing — Neil) (And his
perfect delivery. Comic genius of the decade — Andy)

V(04) Streets Of Rage 2 /131%
(Oh no, heh, heh, | think I'm going again — Neil)
(Snort! Me too. Prawn cocktail, hee, hee — Andy)

® (12) Desert Strike
(Haaaaaaa, ha, hoo, heee — Neil) (Ooooh,
wahaaaaa... tell us another Brian — Andy)

@V(oe) Lemmings

@ (177 Anmother World
@ (16) Toelam & Earl
@V(m) World Of lllusion
@I(NE) Golden Axe 2
7(09) Euro Club Soccer
@ 20) Bulls Vs Blazers [ -
.(NE) Alex Kidd Castle
V(13> Speedball 2
@I(n) Mega-Lo-Mania

[% 82%
[ 91%

[ 77%

(% 39%
[ 81%

[ 88%

@Eg JAPANESE
TOP 10

Puyo-Puyo is still at number one and we still don't know
what it is. Pathetic isn't it?

®I(o1) Puyo-Puyo 0 -
@A(OS) Splaﬂeyhouse 3
@I(NE) Streets Of Rage 2 [1381%

[% 63%

@A(OQ) Lunar Silver Star -

@ M5 Mazin Saga () 65%
@ B(\E) Ninjawarriors 0 15%
[ 33%

@I(NE) Annette Again
02 Yomimi Mix (CD) -
@.(NE) Dream Thief R -

@ (06) J League Soccer [ 68%

AMERICAN
TOP 10

Well, there’s a turn up for the books. The Yanks have

decided they like golf best after all. PGA 2is back at the top.

® A 06)PGA Tour Golf 2 191%
(@ M2 NHLPA '93 Mo
@ A4 Sonic 2 [ 94%
@.(NE) Road Rash 2 [ 92%
@ ©03) Ecco [ 93%
@.(NE) Fatal Fury (7 65%
@ A(10) NBA Challenge A 19%

() 95%

©05) Madden 93
@ (01) Streets Of Rage 2 1581%

@ E(NE) Monopoly [ 35%

- BUSPR  Official charts compiled by Gallup
~PENGUIN and sponsored by Penguin.
&-owms === Import charts compiled by Whizz-Kid Games

IMPORT TOP 20

This Last Game Name MEGA
month month Rating

Bne) Flashback ) 94%
At this point Brian dressed up in a silver suit, an ill-
fitting balaclava and a pretend jet pack...

M2 Super Kick Off % 79%
... he then proceeded to run around making farty
noises pretending he was out of control(!)

Vi) PGA Tour Golf 2 7 91%

(Waaahaaa, heee, heeeee hoooo0o, hooobo‘ He
can do everything this bloke — Neil)

V(03 Tiny Toons (% 91%
(Yes, chortle, he is Sir Slapstick himself — Andy)
(Is there any style of hilarity this guy can’t do? — Neil)

H\E) Fatal Fury
(I rather think not. Don't forget readers, yo
catch The Brian Conley Show on HTV...)

B\e) Summer Challenge 1 552
(... at around tea-time every Saturday — Andy)
(But make sure you wear a sturdy pair of pants — Neil)

BnE) Another World 09 73%
(Cheers then Brian, that'll be all - Andy) “Ta-ra
lads, RRAAASSSP!” (Ha, ha, ha, What a guy! — Neil)

O HEnE) Road Rash 2
(Well, it's a good job we had Brian to save the
charts page from the mire of tedium — Andy)

[ 92%

B\E) Sunset Riders R 79%

(Yes. Without his spectacular witticisms, we may
have had to scrap the page altogether — Neil)

V(08) Mega-Lo-Mania [ 8s%

(Quite! — Andy) (See you next month for more
high jinks and zany humour — Neil)

®V<o4) Streets Of Rage 2 /31%
@7(05) Ecco

@I(13) Jaguar XJ220 (CD)

(15 Global Gladiators
@V(m) Turtles

.(NE) NHLPA 93

@ (19) Sherlock (CD)
.(NE) Bulls Vs Blazers
V(oe) Flintstones 78%
@V(w) Hit The Ice

[ 70%

[ 36%
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for just 5245.99

' = choice of any game when you
become a Games Direct Premier Member

For further details of membership, please send an s.a.e. to:

GAMES DIRECT Games Direct Entertainment UK
, 0 PO Box 138, Fareham,
—d Hants PO17 5BE

g EX CHANGE

NG OFFER! |

| swonoun SEGA OR
NINTENDO GAME FOR ONLY

Name

2 \V HOW TO ORDER YOUR SEGA MEGA DRIVE,
: Address

GAME GEAR, MASTER SYSTEM, SUPER NINTENDO
AND NINTENDO GAME CARTRIDGE.

Just send £3.99 + £1.50 Post and Packaging with one of your
existing games to the address on the coupon and we will rush
your new game back to you within as little as 7 days.
Overseas orders must include a further £2.50 to cover postage and
payment by Eurocheque in £ sterling.
CONDITIONS OF TRADE
» Your game must be in good working order accompanied by its
handbook and case.
* You can only trade your game for another in the same score zone and
which is compatible with the same system as your own.
« We cannot accept responsibility for any damaged games we receive.
We regret we are unable to swop the following games.
Sonic 1, Altered Beast, World Cup Italia 90 (Sega), The Ninja (Master),

Postcode

Signature of Guardian (If under 18)

ISHCHOICE SSEmtas Seinis = ¢ s o seia 201 CHOIGE
Srd CHOICE—=Rsms e - =0 v = Ath CHOICE

£5.49 inc P&P and one of my existing games for my computer system.

Sega Mega Drive [J Game Gear [] Master System [
Super Nintendo (] Nintendo Game Boy [

------1

Post to: GAMES WORLD EXCHANGE, 23 THAMES ST. HAMPTON, MIDDLESEX, TW12 2EW

| enclose chqque/Postal Order made payable to GAMES WORLD EXCHANGE for



3DO

- - - h | . .
Trip Hawkins is the man who e
founded Electronic Arts. Now he’s bl il o

ago are today’s reality — and the

the man behind 3Do - a new games same is true of games machines. Both

Sega and Nintendo’s current line-up is

machine, due for release in October, b:doni6sitechnobogy, butanew

generation of CD-based super-machines

1 is just around the corner, and 3DO leads
WhICh many gamers have already the way. A lot of observers reckon that
called “the console that will kill Therefallh i ¥R e i K g, it

first — let's just take a look at what 3DO
has to offer.
There’s been a lot of talk about 3DO.
On paper, the 3DO console is light years
ahead of anything Sega or Nintendo have
been able to come up with. In California,
Hollywood business moguls have been
looking for the “next big thing” since home
video exploded ten years ago, and they
are convinced that in 3DO, they've found
it: $57 million shares were snapped up by
eager investors despite the fact that so
far not one 3DO console has been sold
and that the prospectus includes nine

Sega actually ‘ us includes ring
- B pages of risk factors including worrying
maklng it into the statements such as, “There’s no

Trip, founder of the 3DO company. assurance that 3DO will ever successfully
year 2000... A shrewd geezer and no mistake  complete development of its technology”.

Sega and
Nintendo”. Steve
~Jarratt takes a
look at the facts,
and weighs up
the chances of

SO WHAT’S SO GREAT
ABOUT 3D0O?

Well, a lot of its reputation stems from the
man at the helm. Trip Hawkins moves like a
man with a purpose — he’s the sort of guy
that just screams “invest lots of money in
me — | know what I'm doing” the moment he
walks into a room. He founded Electronic
Arts, and now he’s founded The 3DO
Company and promises to develop the
world’s ultimate home console.

Having gained a degree in (get this)
Strategy and Applied Game Theory from
Harvard College, he helped lead Apple
Computing into the business market. Then,
in 1982, he founded Electronic Arts — you
might have heard of them: chances are
they’ve got some of your money. Four
years later, EA were the biggest suppliers
of video game software in the world.

But then Trip — still only 39 years old —
set his sights on bigger things. Possibly
tired of having to produce games on half-a-
dozen different formats and having to beg
Nintendo and Sega’s permission in the
process, Trip left EA to produce a world
standard multi-media entertainment
system (that's “the ultimate console” to you
and me folks).

Can 3DO

CHECK IT OUT

These three stills come from Road Rash 300 -
impressive, to say the least. Now these aren’t the
actual game shots, but they do quite effectively
illustrate (quite literally) the 3DO’s graphical

capabilities. You just have to use your imagination
to work out what Sega have got up their sleeves...

"-"a';;" L:‘J San M;:eo B

An intro screen from Road Rash
3D0. Hmmm... not bad at all

Well, it’s all very
pretty but (ahem)
probably boring

And here’s
another one.
Yes, still, it’s
not much for
us to worry
about, eh?
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It was to be a state-of-the-art CD-
based console for which anyone could
produce games — a move away from Sega
and Nintendo’s restrictive development
policies (you can only produce games for
their machines with their full approval) and
an “open” licensing system, whereby you
pay a fixed (and probably quite substantial)
sum to develop to the 3DO standard. In
return, you would get a complete
development kit, a wodge of manuals
several feet thick and 3DO’s blessing.

After that, you were to be on your own: you
would be able to release what you liked,
when you liked.

And he’s done it too: the first 3DO
Interactive Multiplayer™ will hit American
stores in October, priced at around $700
(that's roughly £450 — just £50 more than
the combined price of Mega Drive and
Mega CD) in the shape of a Panasonic-
branded machine.

So why Panasonic? Well, this is
payback for Panasonic’s investment in 3DO
— Trip Hawkins may be a very rich man, but
he couldn’t afford to found a project like this
all by himself. He needed business
partners, but not just any business
partners. He chose Electronic Arts, MCA,

Time Warner, AT&T and Matsushita. And
guess which huge electronics firm

Matsushita cwns? Yep, Panasonic.

THE ULTIMATE AIM

But the beauty of it all doesn’t stop there.
MCA and Time Warner make and distribute
films, TV programmes and magazines,
AT&T are a giant
US tele-
communications
firm, and Electronic
Arts you already
know about. So the
full equation goes:
3DO standard plus
hardware plus
movies plus
software plus tele-
communications
equals high-quality
interactive movies
(games) fed into
your machine via

the TV cable network. Good stuff eh?

Of course, this is the ultimate (if slightly
fanciful) aim of the system,; a lot of
peripheral technology has yet to be
developed that will start pushing 3DO to its

The 3DO tech
spec makes
anything from
Sega look
like a Mickey
mouse water-
filled game

limits. When it first appears, all of its
software will come on CD, just like a Mega
CD. Erm... only better.

Yep. Much as we hate to admit it, the
3DO tech spec makes anything with Sega
or Nintendo written on the front look like
one of those Mickey Mouse water-filled
games you can get from the Disney store.
And at just a little
over the price of
a combined
Mega Drive and
Mega CD, it can
only be
described as an
absolute bargain.

You know
that “video game
dream” of taking
part in a movie?
Yeah? Being
able to step into
The Terminator
or Die Hard or
(ahem) Nine And A Half Weeks? Well, 3DO
has been designed to make this sort of
thing happen. So, let's take a dive into
techy-world and look under 3D0’s sexy,
black casing...

3DO

TECHNICALITIES

According to 3DO themselves, they reckon
the machine has “a graphics animation
processor that delivers 50 times the
performance of typical personal computers
and video game systems”. That's quite a
boast, but anyone who’s seen early demos
isn’t debating it very much.

OK, the Mega Drive has its own
graphics chips and a pretty nippy 68000
chip Central Processing Unit, but the CPU
has to handle everything — and the extra
burden of all that lovely CD data is only
partially removed by having an extra
processor inside the Mega CD’s cabinet.

The 3DO still has a CPU — admittedly a
bloody fast 32-bit Reduced Instruction Set
Computer (RISC) chip — but has dispensed
with central processor architecture in
favour of a multi-tasking operating system.
At the heart of the beast lie two custom-
designed graphics animation engines, plus
a'back-up team of specialised circuits to
handle video processing, digital sound
and data flow management, 24 Direct
Memory Access (DMA) channels and a
memory management unit to allow these
chips to speak to one another with the
minimum of fuss.

The machine itself. Unassuming,
but massively powerful... Yikes!

(Gulp!) Things are
looking bad...

.. um, this 3DO
lark’s worryingly
good isn’t it?

Oh dear me no.
There must be
some mistake.
This is a shot
of some movie
surely. Yes?
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3DO

Not convinced? Well, in full flight, the
Mega CD can display or move around a
million pixels per second, which is pretty
meaty. However, that pair of custom

animation engines snuggled inside the 3DO

can shunt around 64 million pixels per
second. In technical parlance, that's
“sodding loads”.

To do this, the engines organise
graphics into “animation cels” — sort of like
enormous sprites, only without any
limitation of size or shape, or colour, oh,
and without having to worry about the
number that can be shown on screen.
There’s no limit, apparently(!).

Just like the cels used by cartoon
animators, they can be layered to give
depth. They can also be animated, scaled,
rotated and distorted — at will,
independently of one another, hundreds at
a time. For instance, you could happily
animate an entire street scene, using
separate cels for people, cars, dogs,
smoke, clouds — you'll run out of things to
animate before you run out of cels.

WARPED ANIMATION
As well as being scaled and rotated, cels
can also be warped. With a few
commands, you can bend, twist, skew,
shrink, stretch
» and generally

hard work for you.
Oh, and while we're about it, let's

make the ball transparent, and made out of

water, or fire, or fog. And let's have it lit
from the side, casting a partial shadow on
the floor below.
Oh, and don’t

torture an image 3D°'S muin worry if the light
eiyuen | rerison d’étre e o
s | is to display  Jhte
mpamiere | Full-sereen, gt s
navicaames | Full=colowr e Ao
e, wrena | Widleo footage e
squidgy bouncing around the ball.

ball appears on the Mega Drive, an artist
has to draw every single frame as the balll
deforms on contact with the ground. With
3DO you just tell it where the ball is going,
how fast, how soft it is and let it do all the

3DO LICENSEES

3DO just doesn’t know when to stop.
But these graphic tricks are only
secondary to 3DO’s main purpose of
creating playable movies — all this is just
what it does in its spare time, kind of like,

Even though not one single 3D0 machine has been sold yet, there are already over 150 third-party licensees
gearing up to produce 3DO games. These licensees include the following...

» Electronic Arts (who will have around six titles
ready for the launch of 3DO in October, some of
which will be souped-up Mega Drive conversions)

¢ Warner New Media (a branch of Warner Brothers:
interactive movies here we come)

» Access Software (the original World Class
Leaderboard developers)

+ Sierra (already well-versed in interactive
adventures on the PC)

+ Software Toolworks (who'll challenge the 3D0 to a
game of chess)

* Victor Musical industries (effectively JVC, who
have the Star Wars movies’ licence)

* Argonaut Software (the leading-edge 3D games

developer and the people who developed Nintendo’s
Super FX chip)

* Psygnosis (Already working on a stunning
conversion of their FM Towns game, Microcosm)

+ Sales Curve (Bound to be Lawnmower Man 2, with
full motion video clips)

* Virgin Games (Sylvester Stallone’s Demolition Man
is in production, while 7th Guest must be a cert)

* Ocean (Got to be Jurassic Park with real 3D
dinosaurs)

* Bullfrog (probably Populous 3D)
* Domark (Er... who knows)

Plus a whole host of other US Multimedia companies.

when it's bored.

3DO’s Interactive Multiplayer™ main
raison d'étre is to display full-screen, full-
colour video at 30 frames per second —
that’s faster than the cinema. And with an
additional MPEG data decompression
cartridge, your 3DO machine turns into a
movie player, for VHS-standard digital
video playback — when digital movie CDs
become available, of course.

It's even got a high-speed Digital
Signal Processor (DSP) for CD-quality
sound and a new 3D sound-imaging
technique so that when you're wearing
earphones, you become completely
immersed in holographic sound. The only
thing it doesn’t do is play the piano for you.
(Ah. Apparently, there’s a MIDI connector in
the pipeline, so it'll even be able to do that
before long. There'll also be the addition of
3D glasses, modems, video editing
facilities, a keyboard and mouse, proper
joypads and trackballs memory-save
cards, etc, etc... )

So the question is, of course, if 3DO is
really going to appear later in the year —
and be able to do all the things Trip
Hawkins is claiming — what are Sega going
to do in answer?

Well, let’s just take a step back and
look at the facts.

SEGA’S RESPONSE

Sega and Nintendo are the biggest
operators in the video game business right
now. They have money, they have power,
and they have expertise. Anybody who
reckons that 3DO can just steam in and take
over immediately is incredibly naive: do they
seriously think Sega will roll over and die
without kicking up a fight? Give up their
hard-earned position as the world’s number
one video-game manufacturer? Course not.
3DO can shout about their new super-
console — they don’t have any existing
hardware to promote. Sega have the Mega
Drive and Mega CD - they can't start
talking about their 32-bit, CD-based
console or else no-one will buy Mega
Drives or current Mega CDs. But that
doesn’t mean they don't exist. Sega USA’s
boss Tom Kalinske has already more than
hinted to MEGA (see boxout on the right)
that the successor to the Mega Drive is
almost complete, but they’re keeping quiet.

TWO COURSES
OF ACTION

The only sensible conclusion to be reached
is that Sega have examined the threat of
3DO and will act upon it. This action will
probably take two forms: firstly, Sega will
slash the price of the Mega CD - at £400
for a complete set up, it's just not
competitive. The Mega CD 2 is cheaper to
manufacture — a price drop is now an
economic possibility.

Secondly, Sega will hurry up and unveil
the 32-bit successor to the Mega Drive; it
already exists, it just may have to be
bought into play earlier than they had
anticipated.

Either way, Sega have got to act — and
it has to be good news for Sega games
players. Trip Hawkins, instead of killing
Sega, may well end up making Sega
gaming better than ever before. @
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SEGA’S 32-
BIT SYSTEM

As we've already stated, only the most naive of
people would think that Sega will see 3D0 as an
insurmountable threat and simply pack their
bags. When MEGA spoke to Tom Kalinske
about future plans, this is what he said.

Tom Kalinske
President of Sega USA

MEGA had already heard that Sega are
developing a 32-bit system. However, recently it
came to light that the system was almost
complete and that it'll be called, Saturn. Did the
name sound familiar to Kalinske?

“It sounds like a good name, doesn’t it?”

Hmm... cagey bloke huh? It obviously
means something to you though doesn’t it Mr
Kalinske, sir?

“To be honest it does, and you probably
know we could more or less bring a machine
like that out tomorrow. That's how far advanced
we are on a 32-bit console, but it's a question of
being able to launch at the right price.

“I don’t think that problem is that close to
being solved and | don't think you’ll see a new
Sega console before 1995. I think that instead,
the quality made possible by the alliance with
CinePak will mean that the Mega CD continues
to represent the best CD value on the market.”

When Saturn, if that's its name, comes
out, will it be compatible with the Mega CD?

“I think so, yes. Backward compatibility
has been important to our success in the past.”

And will it have a cartridge port?

“That’s actually the subject of a big
international debate at the moment. In the short
term there are still a lot of things worth doing
on cartridge, but | think that everybody knows
that in the long term they’ll be more or less
redundant and so that question is very much in
the balance.”

So what can we gather from all that? The
machine exists, it’s practically finished, but
price is a stumbling block. Sega are just as
able, if not more so, to produce hardware at
unprohibitive prices as 3D0. They've had years
more experience in development, so is the plan
to produce a fairly good console at a
ludicrously low price, or can we assume from
this that they've got a mind-blowing system
lined up which at the moment couldn’t be
competitively priced next to 300? Who can
say? What is certain though is that Saturn will
come out, and, we believe, due to 3D, it will
arrive a lot sooner than Sega had planned. And
with it being backwardly compatible with the
Mega CD, this may provide a substantial
incentive for existing Sega owners to choose
the Sega machine in preference to 3D0. The
battle is by no means won.




COMPETITION

20,000 CINEMA

TICKETS TO BE

OK so we said “win” on the cover, but
it’s actually even easier than that.
We’re giving the bloody things away

omethmg special is happening on
" the morning of August 8. But if
R your friends don’t buy MEGA,
L they’re not invited. What is it?
Well, it’s a special preview screening of
an action comedy called Champions,
starring Emilio Estevez. It follows the
fortunes of a lawyer who, much to his
disgust, has to look after an ice hockey
team made up of young punks who
wouldn’t know one end of a hockey stick
from the other. And guess what? Yep, he
makes a decent team out of them. It’s
supposed to be a fab little film, and it
was one of the top-ten money-spinners
in the States last year, so it must be
pretty good.

MEGA has teamed up with Disney
and Virgin retail to offer you the freebie
of the century; 20,000 free tickets to the

ALL SCOTS
READ THIS!

Sorry to leave you out chaps. Still, EA has
kindly given us 15 EA Sports’ baseball caps for

those of you who feel a bit miffed. If you want
one, send us a postcard with your name and
address. The first 15 received will get a cap.
Send your addresses to: Moose, loose, hoos etc
Compo, MEGA, 30 Monmouth Street, Bath,
Avon, BA1 2BW.

Above: Emilio gets a small boy to
play with one of his balls
Right: Er, defies explanation really

special screening. All you have to do to
get a pair of tickets is take the coupon
from this page to a local Virgin
Megastore or Virgin Games Centre
(participating branches are printed on
this page) and the bloke or blokess
behind the counter will exchange it for
the tickets. Easy! What’s more, the
screening is during school holidays, so
no-one will have to bunk off — which
brings me neatly onto the next bit.
Unfortunately, the offer doesn’t apply to
people who live in Scotland. Sorry, it’s
not that we don’t like you, it's something
to do with holidays or something.

You’ll have to be quick though.
You’ll need to claim your tickets
between July 15 and August 7 and it’s all
on a strictly first come first served
basis. Go on then, jump to it!

® ..

Present this coupon at any Virgin retail
store between July 15 and August 7
and you will receive two tickets to see
Champions at participating cinemas in
your area on Sunday, August 8.

B

MEGASTORES
Western Road, Brighton

Capitol Arcade,
Queens Street, Cardiff
Armada Way,
Plymouth

Castle Mall, Norwich
Corporation Street,
Birmingham

GIVEN AWAY!

Market Street,
Manchester

Marble Arch,

Oxford Street, London
Wheelergate, Nottingham
Oxford Road, Reading
Royal Avenue, Belfast
Aston Quay, Dublin
The Briggate, Leeds
Northumberland Street,
Newcastle-Upon-Tyne
Orchard Square,
Fargate, Sheffield
Merchant Street, Bristol

High Street,

Bromley, Kent

Culver Street,Colchester
North End,

Croydon, Surrey
Dawson Street, Dublin
North Street,

Guildford, Surrey
Whitefriargate, Hull
Exchange Shopping

Centre, liford

Clarence Street, Kingston-
Upon-Thames

Lord Street, Liverpool
100 Oxford Street, London
Westgate Shopping
Centre, Oxford

High Street, Sheffield
East Street, Southampton
High Street, Watford
Oxford Street, Bolton
Broadway, Bradford

High Street, Canterbury
Princes Mall,

East Kilbride
Metrocentre, Gateshead,
Tyne and Wear

Albion Street, Leeds
Cornhill, Lincoln

Crown Walk,

Milton Keynes

Long Row, Nottingham
The Cascades,
Portsmouth

High Street, Southend
Princes Street, Stockpor
Havelock Square,
Swindon
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FOOTBALL FEATURE

FOOTBALL
= I#'s a funny

ow do you combine realism with

playability? How do you handle 22

characters moving independently

around a playing area at the same
time? How do you translate kicking a ball
into pressing a button on a joystick? It's
bloody difficult, that’s what it is.

Soccer is not a game that suits a
console — for a start, half the fun is lost as
soon as you're indoors and not with a
bunch of team mates in a big bubbly
showe...(Snip! — Neil) — but as such a
popular sport it seems ludicrous not to give
it a try. Why do you think that there are so
many platform games available for your
Mega Drive? Cynics will say that it's
because they’re easy to do and can be
bodged out by one bloke in his lunch hour,
but they’re wrong. The real reason (it would
take his afternoon fag break as well,
actually — Neil) is that platform games are
ideally suited to consoles: that's what they
were designed for. Just one character to
control, who can run left and right, with just
two functions: jump and fire some sort of
weapon. Easy. Simple. With your trusty
joypad firmly in hand you have (or should
have) complete control over what your
character does.

But football’s a different kettle of fish
altogether. With just a directional pad and
three buttons, how are you meant to give
the player control over whether to pass or
shoot, where to shoot (left, right, up, down,
hard, soft, curler or blaster) or who to pass
to, how hard the pass or shot is meant to be
kicked, how fast to run, whether to tackle an
opponent softly or risk getting a booking
and nobble him, deciding which defensive
or attacking player to control — while at the
same time keeping the speed of the game
fast and the time in which you have to make
your decisions very, very short?

“Tricky” is the understated answer of
the year.

Getting the “feel” of the game right is
like trying to grab a mackerel in a bath of
custard, and then actually reassuring the
player that he is in anyway in control of

Soccer games are very popular - but they’re notoriously
difficult to get right: previous Mega Drive soccer games
have been appalling. Starting on page 22 you’ll find the
exclusive review of Ultimate Soccer - the latest footy
offering from Sega. Then you’ll find interviews with

other software houses working on their own footy

feasts - all are striving to get it right...

what's going on on-screen is a nightmare.
There’s the story of the gamesplayer
challenging his non-gamesplaying mate to
a game of World Cup ltalia '90: it was 0-0 at
half time, both players were frantically
getting stuck into the action and declaring it
a fine, evenly matched, er, match, when the
gameplayer realised his mate was actually
holding his joypad upside down...

Yup. Control is the real problem.

Game options, action replay features,
an unlimited number of teams, player
customisation, different pitches, comedy
referees: all can be piled on and on by the
bucketload, but at the end of the day
(slipping into Jimmy Hill mode for just the
one phrase) it's gameplay that counts.

MEGA doesn’t have the winning
formula (if we did, you can bet your
autographed Peter Shilton jock strap that
we’'d be somewhere near the Bahamas
right now) but over the next ten pages you'll
see how the professionals take on the
daunting task of creating the ultimate
football game.

We will start, on the opposite page,
with a rundown of footy games past and
present. On page 22 you will enter the main
event — the exclusive review of Sega’s
eight-player Ultimate Soccer— and then you
will enter the world of Sensible Soccer. We
conclude our football crazy feature with a
look at the other soccer games which are
due for release in the not-too-distant future...
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ootball games are very popular.

There’s no getting away from the fact

that for the last two years computer

owners up and down the country
have been getting off on games such as Kick
Off 2 (Super Kick Off on the Mega Drive)
and Sensible Soccer (see our interview with
those Sensible bods on page 25), and Mega
Drive owners have lapped up any football
game that's come their way. But, and this is
the interesting bit, footy games have got
better and better as time has gone on. So
let's take a look at the older (and possibly
worst?) Mega Drive footy games as well as
the later (and increasingly better?) game
releases. Then read the review of the latest
footy release over the page.

SUPER KICK OFF

OFFICIAL RELEASE
Release date: May ’93

After almost a two-year wait, the famous
Kick Offfinally made it to your Mega Drive.
Using an initially unfriendly, very speedy
top-down view, this Mega Drive version
retains all the instinctiveness and ease of
use of the Amiga game and then adds other
bits on top. With quite large characters and
loads (and loads) of game tweaking
options, this is a real statistician’s delight,
but for us gameplayers there seem to be a
few things missing.

The very, very fast speed of the game,
although technically excellent, isn’t as
highly playable as the computer versions,
and the control system will take some
getting used to. But for overall playability
(and that's what really counts isn't it?) this
is at the moment, unbeatable.

MEGA SAYS: KickOfftooka

long while to make it onto the Mega Drive, and
while it's an OK footy game, there are, pretty
soon, going to be better ones.

MEGA RATING: 79%

EURO CLUB SOCCER

OFFICIAL RELEASE
Release date: July '92

L

This lovely little game started out as a
game called Manchester United Europe,
but for some reason ended up being called
Euro Club Soccer. This is a very polished
game that is a real graphical treat (as far as

FOOTBALL FEATURE

Football games in the past have been, well, dull to say
the least. But as the Mega Drive gets older (and wiser)
things are looking up. If you don’t believe us, take a
look at the history of footballing on the Mega Drive...

footy games go), with big, well-animated
sprites, a real stadium feel and grass so
real you could roll in it.

Choosing your team from over 170
European teams means you are going to
find at least one team you'll want to play
as, and with three varying difficulty
settings, this is tough too. It has a not
overly complex control system (it's just a
bit difficult to put some after-touch on the
ball) and it is definitely a game that needs
to be played for a while before you start
getting comfortable with it. There are a
couple of gameplay niggles with control of
the ball, but at the time of its release this
was the best Mega Drive footy game, and
it's still up there fighting with the rest of
them. Again note the use of the Match of
the Day style angle.

MEGA SAYS: 1 very useful
and pretty little footy game, but if they'd
sorted out a few little gameplay wibbles, this
could be a real contender.

MEGA RATING: 77%
TECMO WORLD
CUP '92

JAP IMPORT

Release date: February '92

Uh? Unless we’re very much mistaken
there wasn't a World Cup in 1992 was
there? Well no there wasn't, but stick with
us and we'll explain all. Going back to the
1990 World Cup, Tecmo, those nice arcade
coin-op people, came up with a smooth
kick-and-rush footy game that was well
worth the odd 20-pence piece of your hard-
earned cash, especially when you played it
with a mate.

After the game had done so well in the
arcades (in fact you can still see some of
the old machines in arcades today and jolly
good fun they are too) and Tecmo had
signed up as a Sega licensee, they thought
it would be a good idea to convert it over to
the Mega Drive. However, by this time the
year was 1992 and so they changed the
year in the title of the game. What people
forget though is that even a reasonable
arcade game won't necessarily make a
good console game. For a start, you'll play
a console game a lot more than its coin-op
counterpart, and it costs more too. And with
its kick and rush type gameplay, there’s not
enough variety in the gameplay to keep you

interested. It's also too easy to win through
the World Cup, so the lastability isn't there
either. Oh, and someone forgot to mention
that it is possible to put nice graphics in a
Mega Drive game - this really does look
like a Master System game. The familiar
sideways Match Of The Day viewpoint is
cool though, but to show how you should
use it, see Euro Club Soccer.

MEGA SAYS: |suppose the
only really good point about this game is that
it's not World Cup Italia '90. Playable, but for
about ten minutes at the most.

MEGA RATING: 37%

WORLD CUP ITALIA "'90
OFFICIAL RELEASE

Release date: June 90

Ah, it's the old case of a licence selling a
game. Everyone was excited about the
1990 World Cup. England had a good
chance of getting somewhere in the
competition and so Sega officially released
this lovely little cartridge. Actually that's a
lie. England didn’t have a hope in hell and
this is one dire little game. With a disgusting
overhead view, players that are hideously
large, and a control system that can only be
described as unfinished, this is a very poor
football game.

Good points? Well you do get to play
as any of the teams that made it through to
the finals... but that’s the only good point.
This is one of the ten worst ever Mega
Drive games, definitely the worst footy
game and it sold by the bucketload. My, oh
my! Next...

MEGA SAYS: iinothingelse,

this game wins the award for the worst sport
simulation ever to appear on the Mega Drive.

e MEGA RATING: 99 J0

OTHERS

J LEAGUE PRO STRIKER
JAP IMPORT

Release date: June "93

Reviewed in our very last issue, this official
game of the Japanese football league,
including such luminaries as Gary Lineker,
is possibly the best-looking footy game you
can get. It's not as polished as Euro Club
Soccer, but with some great character
graphics and a nicely sized pitch, this is a
real eye-pleaser. It’s just a shame the same
can't be said for the gameplay. Although
there’s everything here that should be — an
easy-to-use control system, loads of teams,
a knockout cup and a league — playing the
game requires a lot of effort.

For some reason you really feel the
need to put pressure on the pad to get any
feeling of power into your shots. Maybe it's
got something to do with the pace of the
game, which is a little on the slow side. Still,
if you like HARD games and you're a
ROCK HARD type of a bloke, you may well
prefer this over the rest. It's a toss between
this and Super Kick Off for the trophy of
best Mega Drive football game.

MEGA SAYS: A useiul attempt

at footy and very well programmed too, but
you just have to put too much effort in to get

hing out.
T ecananne: 68%

So there you have it, the complete up-to-
date history of Mega Drive footballing. After
a couple of false starts the last three proper
football games (we're not including Tecmo
Cup Football for obvious reasons) have all
been a great improvement. The best news
though is that with games like Ultimate
Soccer (see over the page), Sensible
Soccer (see the interview with them on
page 25) and an as yet untitled game from
those gods at Electronic Arts, footballing

on your Mega Drive is set to get much,
much better.
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GAME REVIEW

It’s a game of two halves, 22 legs,
two onion bags, one ball, one
short-sighted chap in black, four
rather fetching flags, and a large
expanse of well-kept grass. Andy
Dyer dribbles a bit, gets a perm,
grows a tash, and signs with
MEGA Amalgamated...

HOOF IT!

Thanks to the huge array of options in Ultimate
Soccer, it's possible to play quick passing moves,
building up to a goal-scoring situation. As the
game’s so fast paced you'll often find that there
are plenty of onion-bag-bulging incidents.

The secret to scoring goals seems to be
shooting from an angle. Rather than legging it up
the middle of the pitch and hoofing the ball at the
goalie, sprint down the wing and try doing a
diagonal shot. Oh, and when you do score
spectacularly, watch the replay loads of times to
really annoy your opponent!

SOC

omeone stupid once said that it's the

taking part (not the winning) which

counts. Given how crap we appear

to be at all sports except failing, this
could only have been said by an

good) have all the sporting ability of a
particularly asthmatic sloth. While the rest
of the globe gets on with winning the odd
event, the English look pale and interesting
and lose at everything — including football.

Englishman. Yes, like it or love it, the Now I'm no

English sporting community (not the expert, but Graham

Scottish or Irish, who are actually quite Taylor and the boys
don’t appear to be
doing a very good

job. I mean, we
can'teven geta
result against that
feared footballing
nation the Americans. We're so lame that
we even let the world rename our national
sport soccer because it confuses the dear
Americans, who might mistake it for a sport
involving some skill.

So if you're anything like me, then the
one thought zipping around your frontal
lobes at this juncture is revenge. | want to

BRAZIL

COMPUTER

ROMANIA

You can choose any of the World
Cup teams. Here, the strong
Brazilians will play crappy Romania

WHAT MAKES
THIS FOOTBALL

GAME THE
ULTIMATE?

Up to eight
people can
play at once

12
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Here’s a fine goal being shown
on the action replay. Brazil
have legged it up the field and are

on the attack

[\

[L]

F
_

get my own back on all those successful
sporting nations. | want to be a bitter,
twisted ankle, moody, bad-losing brat. |
want to sit a couple of mates with slow
reactions in front of Ultimate Soccer, kit
them out with some
good teams and
beat them —
roundly. | want to
beat them with
style, panache and
a cheeky grin on
my face. Damn it
all, | want to win,
because nice guys never win.

GIVE WADDLE A
BREAK, TAYLOR

Soccer’s a tricky sport to simulate
correctly. Programming teams tend to
plump for one of two approaches. The first
school of thought supposes that detail is

Paul Finnegan,
the MD of Rage
Software,
explains how his
programming
team got it right...

Should you believe in such voodoo
things as tactics, you can wiggle
them about a bit

everything, that it's crucial to get the away
kit strips, the feel of the grass and the
offside rule exactly right. The other school
of thought surmises that what's important is
Mega Drive gameplay, that a competitive
game’s more important than anally-
retentive football wibble. Thankfully, Rage
(the programmers behind Ultimate Soccer)

Previous to writing Striker/Ultimate Soccer we
consistently found ourselves playing Kick Off 2,
which, at the time, was by far the best soccer
simulation. It was during this time that an
experimental 3D vector system was written. We
then used this system to write Striker, a soccer
game with perspective TV style display (imagine
a football game on television shot totally from
above), added realism (more shot variations and
player attributes, to allow many types of goal)
and increased player intelligence. Since this,
Ultimate Soccer for the Mega Drive has been
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The captain, Aerosol, has hoyed

the ball into the penalty box in
the hope that one of his talented
third-world players will score
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The plucky number nine

(Artichoke) has made a run into
the box in the hope of heading the
ball into the net

Here, the appropriately named lllinger has tackled the comedic Wales’
fullback and part-time telephone sanitiser, Godulrahama

TEN TOP PLAYERS WHO
WON'T SEE PREMIERE
LEAGUE ACTION

1. Percy Bronstein - Rhyl’s popular goalie is too busy with his beach-front ice cream parlour

2. Colonel Saunders - finger-licking crap at football

3. Barry Bethall - he may have lost all that weight on the Slimfast™ diet, but his amazingly foul taste in
T-shirts means he’ll never reach the dizzy heights of footballing stardom

4. Ben Volpiere - the lead singer of Curiosity keeps losing his beret when he runs for the ball

5. That chick off the Pantene Pro-V™ advert - she’d get her lovely hair all messed up

6. That roller-skating chick in the Tampax™ advert - they don't allow husky dogs to play in football
league matches

7. Keanu Reeves - a most unexcellent footballer. Nice hair though

8. The Tope off Saturday morning TV show, Parallel 9 - four bits of clear perspex and a bad voice-
effects unit have little or no ball control

9. Elvis - he'd be far too worried about getting his blue suede shoes muddy to go for those close
tackles and midfield scrimmages

10. Larry Fortensky - Liz Taylor won't let him out to play, even if he is back by six

developed with more intelligence, increased
options and there is an indoor six-a-side option
with increased game speed.

The speed relates to the gameplayer’s
reflexes, to create a stimulating game, allowing
enough time to plan ahead but keep on the
pressure. Graphical detail of Ultimate Soccer
expands on the original Amiga version, taking
advantage of the extended palettes of the Mega
Drive and allowing a full range of shots to be
implemented, (eg. overhead kicks, headers,
diving headers, various kicks etc) there are 600

frames in multiple sizes to provide the
perspective for the players. We have felt that it is
important to implement a full soccer simulation
while at the same time retaining both pace and
fluidity in the game.

Ultimate Soccer features over 70 options,
varying from ball weight to weather conditions,
to both cover the differences in gameplayers and
increase longevity of the game. Beginners can
select a friendly game, which allows player(s) to
quickly leap into a game, involving two of the 64,
16-player international squads, or more confident

L1
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As the ball comes down, the

goalie makes a vain dive for it,
but loses out to the cunning header
by Artichoke

7.

plumped for the latter approach.

Ultimate Soccer’s got more options
than the instant diet hot chocolate counter
in Waitrose. You can play in a league, a
cup tournament or a friendly match.
However the most excellent ingredient in
the game is the fact that you can have up to
eight people playing at once. By using the
multi-player adaptor you can do battle with
seven of your friends. And who said
console gaming was a solitary activity?

Whichever kind of game you plump for,
there are 64 teams to choose from. These
are seeded into four groups and include
Group A teams like Germany, Italy and
Holland; Group B teams like Norway,
Mexico and Romania; Group C teams like
Morocco and Iceland; and Group D teams
like Peru, Cyprus and Qatar. Each of these
teams has a different set of abilities, with
the Group A teams leading the field.

If you plump for the league option, then
you can involve up to 32 people. This
involves flagging each of the teams. The
game then works out who plays when and
how their league standing is affected by
each win or loss. Similarly, the cup option
enables you to utilise up to 24 teams in a
knockout contest. The friendly match option
enables you to quickly set up to two sides
for a knockabout.

BAGE § ¢ (F=EFHATT
BAGE §% "1 PLR FRIENDLY ‘E_,E'(_g‘ A

Cup, league or friendly matches are
all possible against up to seven
friends or the console

players can play as one of the league, knockout,
or Ultimate cup competitions. The game expands
with the player, increasing its intelligence during
competitions.

While another option allows up to eight
friends to play simultaneously, it has been
found that at such a fast pace it is normally
preferable to allow the computer to take
complete control of the goal keeper - this
allows a player to make much better use of the
defensive players during a quick attack. The
keeper becomes player controlled during goal

AGE DEGA BEGHR HHOE SEe HHUE fe— — S ST
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The ball hits the back of the net

and Arti sprints out of the goal
box to snog his team-mates and sign
a lucrative condom sponsorship deal

@ @ @ Moves your chaps
round the pitch
Hoofs the ball up into the air and
hopefully down again. Thanks gravity!
Hoofs the ball along the ground to one
of your player chaps
Dives, chests, or heads the ball
depending on your star sign

®

HE MIGHT ACTUALLY
SCORE THE ODD GOAL

But what of the gameplay itself. Well 'm
happy to report that the game’s jolly
playable. This is due mainly to the fact that
you can decide exactly how your players
move the ball around. For example, you
can decide if you want them to push the
ball, dribble it, or if you want to use the old
ball glued to the foot routine. Obviously the
former two lead to a far more competitive
game because it's so much easier to lose
the ball.

The speed of movement around the
pitch is quick and smooth. The angle
chosen for the perspective view works
well, enabling you to play a rapid passing
game of footy. This is helped by the simple
controls, where A or B kick the ball and C
chests or heads it. By tapping the kick
button as soon as you get the ball,
you can quickly move up the field to
the goal. Thanks to the aftertouch on Turn
the ball and the ability to drop the Over

kicks and penalties.

Formats other than the Mega Drive have
been more lucky in terms of playable football
games in recent times. Soccer games on the
Mega Drive can mostly be described as
“wooden” in feel, with a limited view point. They
lack in options and variation in gameplay,
offering short disappointing learning curves. We
at Rage hope you agree that Ultimate Soccer
breaks with this tradition, but we can only leave
that for the paying public to decide.

Paul Finnegan
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GAME REVIEW
THAT MULTI-TAP THINGY

There it is then - Sega’s new four-way adaptor. Sometime soon (release date and price still to be
announced) you will be able to plug this little blighter into your Mega Drive and have four people playing at
once. It's not quite four times the fun, but it's most certainly massively more enjoyable than playing alone.
What's more, buy another one of these, plug it into the second joypad port and you can play with seven
other friends - no good for unpopular types like Neil, Paul and me, but perfect for popular punters. Already PUBLISHER: Sega
Sega and other software houses are making titles compatible with the multi-tap. This is one example, and

Tengen are currently working on Gauntlet 4, which should be brilliant. But also, having established that PRICE: 0.9

multi-player games are the way forward, EA has decided to get in on the action with their own Four Way

Play adaptor for use with a range of their own games (General Chaos being a good example). RELEASE: September '93

Sega’s new four-way adaptor. And using two of these means eight people CA"RIDGE= 8 Mbit
can play at once. This has got to be good news for Sega gamers
CONTACT: seqa 071373 3000

As few as one lone footy player or
as many as eight - all at once

Three different skill settings for
the console-controlled sides

Just a yellow card and a red card

Q6D

a g 8 : e ! No battery back-up and no
The indoor, six-a-side option is fast ... and just to prove it really is blue, It’s very easy to get sent off in this password system
moving and, ermm, blue... here’s another screenshot game, so go easy with those tackles

Well, there’s the cup and the
ball down on specific players, it's also teams is a great feature. If you're playing a tournament
possible to play sophisticated set pieces. bit of a knobby side (like England for
The game controls all the players except instance), then the computer-controlled
the one nearest the ball, that’s your chap, players will tend to miss balls and not read GRAPHICS
so you're always in the thick of it. what's occurring. Play a decent side (like 0000000000
If there’s one Qatar for instance) SOUND
complaint to be and they will pick u
levelled at the game, I"II ge' 'I‘e on balls, enabling ] 0000000000
then it's the ® you to swiftly move
dynamics of the Cldl'ena l ine to the goal mouth. GAMEPLAY 10
ball's movement. @ Should you score, This screenshot is particularly 0000000000
The ball seems to pu m p B Ilg then you can watch empty of interesting situations
die soon after it hits an action replay GAME SIZE 9
the ground and has again and again in can’t be many complaints. This means that 0000000000
little forward momentum, even on the drier slow motion. This is great for winding your whatever style of game you prefer, your
pitches. This can lead to the odd mistake, opponent(s) up. needs should be catered for. You can ADDICTION @
where you think a ball's going out of play, dribble the ball, pass it, push it or stick it to 90000000000
but it actually stops just shy of the line. This WE CAN’'T HAVE AN your player’s feet. The pitch, the wind, the
is annoying if it's near your goal. The ENGLAND SIDE speed, the difficulty, inertia, the game’s
remedy to the problem is to use a lighter SCORING GOALS duration and even the weight of the ball can ”Wonderfll“y
ball, but then this can get taken by the So is it any cop? Well, the Rage all be changed, while in play you can
wind, so it's a case of swings and programming team have taken all the good  change between eight formations and six Pl‘Ogl'ﬂmmed
roundabouts. elements from other footy games and styles of play. e
The built-in skill levels of the different included them here as options, so there Whether you play this game against
the console or with seven hand-picked enormously

mates you soon find the adrenaline’s

pumping. Traditionally, football games get ﬂddic'ive

slated for not feeling right and for not °
playing a certain kind of football — because '00“’““ "‘g
this game plays them all, it should have a ¥/ 4

wide appeal. Pull out those knackered old frenzy

boots and chip and volley your way through

those slow summer afternoons.

= 9 3

PERCENT

Should the game be a draw, you get a penalty shoot-out. Be warned though, Looks like a throw in. In which a
the Mega Drive can mystically predict exactly where you’re aiming player “throws” the ball “in” as it were
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FOOTBALL FEATURE

SENSIBLE
SOFTWARE

Sensible Software are the people responsible for such
classics as Mega-Lo-Mania, Wizball and, of course,
Sensible Soccer on the Amiga. If anyone knows how to
code a game, it’s this lot. We asked how they went about
bringing their brilliant soccer game to the Mega Drive

Iready acclaimed as the “Greatest

Here’s the Sensible team (though

knowing what programmers are like
there’s probably not a sensible one
among them). And to think, this
raggle-taggle team is responsible for
one of the best footy games ever

Amiga Game Of All Time” by

MEGA'’s sister mag Amiga Power,

Sensible Soccer is the easy
favourite to win the Mega Drive cup. But

what's so flippin’ great about it? And what
magic ingredient is it that Sensible Software
feed their programmers? MEGA takes an
exclusive look behind the scenes...

If you haven't heard of Sensible
Software, they’re the team who dreamed up
Mega-Lo-Mania. They've quickly gained a
reputation as the hot-shot home-computer
development team and now they’re bringing
their expertise to the Mega Drive.

BEST SOCCER GAME?

Sensible Soccer s their career highlight so
far. If it wasn't for Street Fighter 2, it would
have been the best-selling home computer
game of last year, and reviewers all over
the world have heralded it as the best
soccer game of all time. It's got options
galore: 100 different — individually
calibrated — teams, three different cup

John Hare is a big cheese at
Sensible Software. We asked him
what makes a good footy game

SO WHY THE MEGA-LO-MANIA
SCREENSHOT?

When first designing Sensible Soccer, John Hare and co (quite sensibly) took a look at a whole range of
other games in order to assess which aspects of other games could be utilised to good effect in their
soccer game. A very obvious influence was Dino Dini's Kick Off series, which for a very long time was the
best footy game around by about a mile. The thing with Kick Off was that it was so damn playable, and :
speed wise it was totally unequalled.

But there were “niggles” in the game that Sensible wanted to improve upon. One of these was that Jt AT R 400 =19}
you couldn’t see enough of the play area at one time. This meant that during play it was very hard to s 2
know where your other players were and make accurate passes accordingly. Because of this, the =
graphics were scaled down. The guys also looked at the viewpoint and felt that sideways-scrolling
soccer games simply didn’t work. In the end it was decided that the overhead view was best (it worked
for Kick Off), scaled down graphics were a good thing (it worked for Microprose Soccer which,
incidentally was Sensible’s first soccer game) and finally, to put the icing on the cake, the programmers
also took viewpoint tips from their other game, Mega-Lo-Mania. It sounds like an odd reference source,
but in their own words “players would always know where the ball was in relation to their player and
there’s no 3D to decipher”.

And so Sensible Soccer was born. And what a bloody great success it was too. However, not
content with simply porting the game from Amiga to Mega Drive, the boys are confident that Sensible
Soccer Sega-style will improve upon the formula yet again.

The Mega-Lo-Mania viewpoint. Why not use it in a soccer simulation?
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FOOTBALL FEATURE

Well, there’s no doubt about that
one, is there? There has, indeed,
been a scoring-type incident here

tournaments (complete with custom teams
and tournaments), a full league option,
seven different pitch conditions, full match
set-up options (extra time? Replays?
Penalty shoot-outs? etc), red and yellow
cards, a substitute option that actually
makes a difference to the team balance
and the inclusion of especially talented star
players. But these don’t add up to a great
soccer game — Sensible Soccer scores the
serious points through the fact that within
15 seconds of picking up a joystick and
playing, you feel completely in control of the
action while at the
same time taking part
in an ultra-realistic
game of footy. The
speed is there, the
“feel” is spot on, and a
more realistic sports
game (with the
arguable exceptions of
John Madden Football
or PGA Tour Golf) has yet to be created.
There are no big, sexy sprites, no 3D
pitch view, no camera zooming in and out:
just a two-dimensional view from a blimp
above the stadium, with tiny player
characters. The simplicity of the pitch and
player graphics enables more computer-
processor time to be spent on speed and
game control. This minimalist graphical
approach pays dividends when the
gameplay starts: the players may be small,
but they move as smooth as silk and are
totally responsive to your joystick
movements. Sensible Software’s John Hare:

It's even
better than
the Amiga
versions

Hmmm... can’t say | like the look of
those two much. Still, it’s only a
presentation screen after all

“The reason we started doing
Sensible Soccer is that during the
development of Mega-Lo-Mania (that took
two years!) the last year took such
incredibly long hours that to stop us falling
asleep, we were playing Kick Off and Kick
Off 2to keep us awake. But, as everyone
knows, both KO and KO2 had lots of
annoying niggles and flaws, so by the time
we got to the end of Mega-Lo-Mania there
was a real desire to make our own football
game, based on Kick Off, but putting right
the things that we felt were wrong with it.

“In 1988 we did
Microprose Soccer on
the C64 so we'd had
experience in writing a
soccer game before and

and were able to avoid
them (because we fell
into them before!).

“At this time, | went
on holiday and made some designs for a
soccer game and then came back with
loads of pages of A4, but within two months
of developing Sensible Soccer, 80% of this
had to be scrapped because it just would
not work. This is why Sensible Software
now have the rule of not working to
storyboards — because we feel it's
important to remain flexible and to scrap
things if they don’t work properly or as well
as they could.

“So, starting from Kick Off, the first

thing we did was to make the scale smaller:
in Kick Off, and in most football games, you

Dino Dini’s Kick Off. Hugely playable, but it still had loads of “niggles”

knew some of the pitfalls

This screen shows quite well how much of the pitch is visible at one time

can’t see enough of the screen to work out
exactly where you're going to kick the ball
or where your team-mates are. So we took
the same viewpoint as in Mega-Lo-Mania
(not quite overhead) so the players are
viewed as stunted, viewed from the side but
the pitch is viewed from above - it’s kind of
like an optical illusion. We chose this
viewpoint so players would always know
where the ball was in relation to their player
— there’s no 3D to decipher — and besides,
we generally found that all the best football
games were viewed from overhead: Kick
Off did it and Microprose Soccer did it. All
the sideways viewed games were rubbish —
they’re sluggish and don't play like football.”

KICK OFF ASPECTS

“We then analysed Kick Off and worked out
how the players behave on and off the ball
and we produced our own version with this
as a starting point. Then we worked on the
different shots (we were happy to use the
same aftertouch system as Kick Off but
with slightly different timing) but we felt that
the tap button to pass would be a nice
touch to give the player more versatility. We
added the diving headers at the last minute
and luckily they worked. The idea for a

subs bench (complete with manager) and
the ability to change tactics mid-game was
conceived very early on and worked well.
“For the second, 1.1 version of
Sensible Soccer we worked on the
goalkeepers hard — they can now tip the ball
away from the goal. We were also keen to
make sure that all the teams were based on
real stats (this gives the whole game a more
realistic and professional feel) and these
have been updated. They are as near to
accurate and as true to life as we could get.
“Basically, it's our aim to make Sensible
Soccer Subuteo on a computer: in terms of
making sure it's updated and in tune with the
times (so, for example, in Sensible Soccer
1.1 we added the backpass rule because it
had just been introduced by the FA).
So how will Mega Drive Sensible
Soccer compare to the Amiga versions?
“It's even better than the Amiga
versions. Basically this will be Sensible
Soccer Version 1.2 (Version 1.1, an
updated version of the original Sensible
Soccer, has recently been released for the
home computers.) “Apart from the obvious
improvements in graphics and game music,
there are lots of things in the Mega Drive
version of Sensible Soccer that, in

%

Microprose Soccer in odd replay mode. Good, but not good enough
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LEAGUE

WORLD CUP QUALIFIERS GROUP 1
EURO-CUP

LEAGUE OF NATIONS
EUROPEAN CHAMPIONSHIPS
CONTINUE SENSIBLE CUP
EDIT TEAMS
EXIT

SULLLN
Options, options everywhere. And

rather topically, there’s even a
World Cup tournament in there

retrospect, we would have liked to have put
into the Amiga versions. So you now have
three different skill levels (beginner, normal
and expert) — on the one hand allowing
people to get into the game quicker, but
then in the long term making the game a lot
tougher. On expert mode, it's harder to beat
Mega Drive Sensible Soccer than the
Amiga version.”

Many console developers figure that
console players need to be able to get into
a game a lot quicker than our computer-
owning contemporaries: something to do
with attention span, coin-op roots and the
success of Sonic The Hedgehog (or
something).

TACTICAL ADDITIONS

“But these aren't just token skill level
differences that no one will bother
exploring: each skill level offers a different
challenge. So, for example, you can only
enter the European Championships
playing in expert mode. Also, the
significance of star players alters between
skill levels.

“The Mega Drive’s three-button joypad
has also enabled us to put in a couple of
extra features — on the Amiga the game
had to be designed for just a one-button
joystick. Now, pressing button A when in
control of a star player unleashes a shot on
goal, clears the ball further while in defence
or passes the ball further up the field. This
makes for a more tactical (and more
realistic) game as you find your team
relying heavily on your star players. Now

Oh my word, a spectral pad has
appeared on screen to give you a
reminder of the controls

you'll find that attack patterns are geared
towards getting the ball to your star player
striker, or that when you set-up your team

- at the start of each match, you position,

say, a star defender on man-to-man
marking to counteract an opponent’s star
striker. It also gives teams more character,
firstly as individual players shine through,
and, secondly, as some teams may have
two star defenders (making them rock solid
in defence) whereas others may have their
talent in attack making for more high-
scoring games.

“We've also upgraded the formations:
because of the number of sprites available
on screen on the Amiga, some of the
defenders couldn’t run up field. On the
Mega Drive we're not limited by that so
you'll find more of your players getting
involved in the action.”

So are Sensible Software confident
that Sensible Soccer will be the Mega
Drive’s best football game?

“It already is the Mega Drive’s best
footy game! Yes, we're confident. | haven't
seen Ultimate Soccer yet, but most people
thought that Sensible Soccer was the
better game on home-computer” (Ultimate
Soccer was released as Striker on the
Amiga last year.) “We've improved a
winning formula further, so we're confident
that come Christmas, Sony Imagesoft will
be releasing the Mega Drive’s best ever
soccer game.”

MEGA is looking forward to it — we’'ll
bring you the full review as soon as is
humanly possible. @

s

Sensible Soccer on the Amiga. Even this has been improved upon

FOOTBALL FEATURE

it’s all
°ve rOO‘

... but they’re horribly wrong. Here’s
where we take a look at the glut of
soccer titles coming our way soon

SUPER
WORLD

CuUP
SOCCER

Acclaim e August

Acclaim are soon to bring us their
very own soccer game. Bart Vs
England perhaps? (Berk - Neil)

cclaim are exploiting the fact that
in '94, soccer will, for the first time,
be big in the US. It is, of course,
the year in which the USA hosts
the World Cup, and so Acclaim’s new
soccer game will, we hope, faithfully
recreate the entire tournament (short of
dunkin’ donuts and coffee that is).

Acclaim cautiously predict that Super World

Cup Soccer “should have superb graphics
and good animation”. It'll take full
advantage of the World Cup licence with all
the rules, teams, styles of play, uniforms
and so on and will even have goal
celebrations carried out in different
languages. Certainly we've seen enough
variety between all of these different soccer
games and this one’s no exception. The
thing that this one has over and above the
other games is that it will offer a choice of
two different viewpoints. You can view the
game either vertically (like Kick Off
presumably, but in perspective) or
horizontally (like Euro Club Soccer). That
aside, it will also feature varying weather
conditions, a pop-up radar for more tactical
play, and automatic, semi-automatic

or manual goalies. Sounds fab doesn’t

it? But the competition is stiff, so over ®
the next couple of issues we'll be Turn
sorting out the wheat from the chaff. ~ over

PSSST! WANNA
KNOW A SECRET?

Well, much as we’d like to tell you one, we can’t. But wha

we can say is that as well as the games shown over these
pages, US Gold are also releasing a game called, erm,
well, it hasn't got a name yet. So what’s it all about? Erm
no details about that either. In fact, US Gold are keeping
very, very quiet at the moment, but any day now, details
will become public, so look out for an update next issue.
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EA Sports e TBA

ELECTRONIC ARTS

EA Soccer will use the Four Way
Play four-player adaptor

~ Aare the kings of Mega Drive sports
i sims: John Madden Football,
' NHLPA Hockey, PGA Tour Golf and
Team USA Basketball all lead their
field. So their debut soccer title better
bloody well be up to scratch...

EA themselves are saying how
impressive it's looking (funny, all software
houses say that about their own products.
Just think, at some point, somewhere in the
world, someone was wandering around
promoting The Great Waldo Search saying
“It's looking very impressive”. Actually
perhaps not). Unfortunately for us (and you
for that matter) we only have a few
technical details about the game. At the
time of going to press, screenshots were
unavailable and, in fact, even the title EA
Sports Soccer was only a working one.

Apparently, the viewpoint will be
unique, a sort of three-quarter top-down
perspective which will give the player a
bigger view of the field. There will be over
forty international teams to choose from,
each of which will have individual
characteristics and styles of play. The
game’s strategies and tactics have been
modelled on real-life ones, and player
animations will include bicycle kicks, sliding
tackles, diving headers, chest traps and leg
traps. There will be different conditions and
surfaces to contend with, so the physics of
the ball movement will change accordingly.
And finally (and least importantly, although
it's a nice touch anyway) the crowd will
respond to the action with boos, groans,
chants and cheers and who knows they
may even stick in a sample of some old git
saying “Is that ****ing ref blind or what?”.

And, according to EA, the game will
also feature “an easy-to-understand play
interface”. This probably translates to the
game being largely icon-driven to make
strategy, line-up, and tactical selections all
the more easy.

That's all we can get from the boys
(and girls) at EA at the moment, but EA
Sports Soccer is actually going to be
shown for the first time over the next week
or so, so we'll most definitely have it in for
preview next month. That should be
something to look out for because, as we
all know, to date, EA have definitely been
the leaders when it comes to creating
sport sims.
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Yes well, perhaps these chaps are
spending a little too much time on
the floor to illustrate exactly what
made the Kick Off series so good

Virgin ® Spring '94

ino Dini is the man who designed the

classic computer-footy game Kick Off,

which was transformed into Super

Kick Off by US Gold. But now Dino’s
back he’s working for Virgin Games, and they
reckon his next project - GOAL - is the dog’s
bo... (Snip! - Ed).

Super Kick Off was adapted for US Gold by
programming team Tiertex - they made the
character graphics bigger (apparently it was felt
that console owners wouldn’t feel comfortable
with the small players of the original) - but apart
from that, the game was essentially Dino’s
original creation.

GOAL is effectively Kick Off 3 (but it can’t
be called Kick Off 3 because Anco - Dino’s
previous employers - have the rights to the Kick

4

Off name tag) and so we can expect GOAL to be
in a very similar style to the highly-successful
Kick Off series: that means ultra-fast play and a
tough time dribbling with the ball (Kick Off relies
more on a series of passes as to solo heroic runs
through the opposition).

“People want a result,” explains Dino Dini.
“You need the elements of football, but you also
have to supply what people want from a
computer game.”

The screenshots dotted around this page
are from Kick Off 3 on the Amiga. Although the
final version of GOAL will probably be a
significant step forward, these images will give
you a good idea of what to expect.

-

Jolly booting weather (groan)

Dino Dini revolutionised computer
footy games with Kick Off. Now he’s
back with a Mega Drive kickabout

You could play left to right on
Amiga Kick Off 3. Whether this
feature will be present in GOAL is
still a mystery at the moment

1 remember spending many a happy
hour in my friend’s bedroom playing
with... (NOOO Andy - Neil) ... | was

going to say with my friends copy
of Kick Off

ES N NP | |

Kick Off was king of the footy sims, so expect good things from this one




Footballing legend Pelé collaborates with Accolade to bring us this

PELE

How do you make yet another footy
game a bit different? Get it designed
by the most famous footy star ever

Accolade ® November

ather than go for a World Cup, FA

Cup or Premier League licence,

Accolade have decided to badge

their footy game with the name of
a footballing legend. What's more, they
even enlisted Pelé’s help to develop the
actual game.

This year Accolade got together with
Pelé (arguably the most famous player
ever, in the world, ever) and persuaded the
cheeky chappy to co-design the game of
the bloke. Accolade are rather boldy calling
the new game “a revolutionary new sports
simulation that will appeal to soccer
enthusiasts of all levels”. Unlike most of the
soccer games we've seen, this game
features digitised players who, as should be
the case, can perform slides, kicks, dives,
headers and so on. You can take a team
through 30 games to become league
champions and you can also play against
Pelé’s 1962 Brazilian World Cup team (|
wonder if they'll have those long comedy
shorts on). There are 40 European and
Latin American teams in there, again each
with individual characteristics. '
Pelé himself has even commented on

the game, saying: “I helped design the
game, so you know it’s realistic. 'm even

available throughout the game as a coach.
We use the attributes and characteristics of
real players and feature games played in
various kinds of weather. You can even
play me in a special skills contest. The
game’s just the way | like it — physical,
exciting and powerful.”

The game’s producer Robert Daly,
offered the following: “Everything about the
game offers true-to-life soccer, from the
crowd chanting to a tilted 35 degree
perspective of the playing field that allows
real TV-style coverage. You can even relive
your exciting plays with an instant replay
feature. PELE will set the standard for
soccer games, not only in North America,
but in Europe and Latin America as well.”
We shall see.

And here’s another bit. Er, quite




There are much cheaper magazines.
Some have posters. Or stickers.

Some review every game good,
bad or average.

Some are easy to get hold of,
any time: they never sell out.

Edge isn’t like that.

To be honest, Edge isn’t for everyone.

Edge: decide for yourself.

EDGE

Giant robots,
teenage heroes,

i cute girls -
= now that’s
¢ what anime is

¢ all about




All decent Japanese video-game characters (the Street
Fighter 2 posse is an excellent example) have a certain
style about them right? Well, that style is no accident.
There’s a whole world of Japanese animation heading for
the West, and not just in video games either. Here then,
is your guide to “anime”, the art of Eastern animation...

Japanese

nimation -

EGINNER’S GUIDE

(or “See an anime: a pathetic
rock-pool related pun”)

ou’ll have heard of Akira, right?

Akira was the first Japanese

animated feature to strike it big in

the West, and at the time it was
first released over here it was treated as
something of a unique one-off. Now, of
course, we know that was far from being
the case — Akira was just one very
prominent example of a whole genre of
films that have, until recently, been
massive in Japan and almost unknown
outside of it. We are, of course, talking
about the world of anime.

A couple of quick pointers before we
go any further. Don’t say “aneem”, unless
you want to be heartily laughed at by those
in the know. It's anime, pronounced “annie
may”. Secondly, don’t assume it’s all

science-fiction action stuff, aimed at 14-
25 year old men — though that's almost
exclusively what's been brought into this
country so far. In Japan you get anime
soap operas, business advice
programmes, ultra-cute kids stuff and just
about every other genre too — different
shows tailored to every segment of the
population. Like comics and, yes, video
games, animation is taken seriously in
Japan - nobody thinks of it as “just kids
stuff’ anymore.
The word “anime” itself is a “loanword”
—a name nicked from a foreign language
(in this case, of course, ours) and
incorporated into Japanese. It's so
(relatively) easy to pronounce and read,
even in Japanese, because loanwords are
written in katakana, the simplest of the
three written forms of the language (yes,
Japanese has three distinct alphabets,
each one used for different things). Of
course, what goes around comes around,
and the word’s now been loaned back to
us in turn as a way of distinguishing the
very distinctive Japanese product from
other forms of animation.

ANIME EXPOSED

To understand how anime has become
such a respected, everyday part of life in
Japan - over there it's just another popular
visual artform, and one that gets prime-
time TV exposure, not crammed into ten-
minute Saturday morning slots — you first

The popular Dragonball Z
has spawned two games. Sadly,
they’re on Super NES manga book

have to look at Japanese comics. These
are known as “manga” (yes, yes, | know
the biggest importer of Japanese anime
into the UK calls itself Manga too, but
that just confuses the issue). Manga
started as a series of popular narrative
prints back in 17th century Japan — the
term itself was coined by a famous
woodblock artist called Hokusai, and,
literally translated, means

“irresponsible pictures”. It remained
popular throughout the years,

®

Turn
over

(MANGA VIDEO)

kira is, of course,

the big one, and it
is an ideal starting
place for anyone
interested in getting
into Japanese
animation. Though
quite a few years old
now, it was developed
as a big budget movie
rather than a TV show

. (the same isn’t true of many of the films

reviewed throughout this feature), and it
shows. This still features perhaps the best
animation of them all, with some sequences
that really will knock you off your seat.

Based on a very popular Manga series,
Akira perhaps skips through the plot a bit too
fast (it takes most people two or three viewings

Akira, soon to spawn a game, is a
great starting place for new fans

to tell exactly what's going on), but the rest of
it's so glorious it hardly matters. All the classic
elements are here - rebel biker gang heroes, a
decaying big city setting, a mysterious
government conspiracy, characters with
increasingly powerful psychic abilities that are
driving them slowly mad, plenty of chase
sequences, some very nasty violence, bizarre
dream sequences, plenty of references to The
Bomb and, running through the middle of it all,
a love story. It is a glorious, ambitious, multi-
layered film, and, on video, a must-buy. (It is, of
course, even better at the cinema.)

Akira is available in both dubbed and
subtitled versions. Many people claim to prefer
the subtitles (dubs are often hilariously bad on
these things, and tend to make the tensest
moments come across as just plain silly) but
there’s so much going on on-screen at any one
time that some people find it hard to see how
you can keep reading the subtitles and still
appreciate the images.

The mass destruction seen in
Akira crops up in many other
anime films
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UROTSUKIDOJI: LEGEND OF THE OVERFIEND

(MANGA VIDEO)
he most controversial r
and rather
four times, for
while numerous
stuff and has'an 18 ce
Once again, t
much longer
hero
straight out of A
where everythin

Anime’s influence on games can

easily be seen in animated links...

the stome
in Japanese society...

modifying itself as new printing methods
became available into a form much more
like today’s comics, but really surged in
popularity in the years after WWII — at the
time it provided a simple, easily
understandable way for the country to
examine the horrific blow to its collective
soul that came from defeat, the experiences
of Hiroshima and Nagasaki, and the need
to rebuild. It wasn’t long before the leading
manga artists, led by one Osamu Tezuka,
realised they could apply
many of the same
techniques to TV and
cinema, and anime was
then born.

Though it took a
while, interest in what
almost amounts to a
new Japanese artform
began to grow in Britain
and the United States in
the '70s. A fan network
was formed, and grew,

and it's to some
extent through their efforts that Japanese
animation has now begun to achieve, if
not quite mainstream, then certainly a
healthy cult interest in the West. This
assimilation of anime hasn't ended here,
however — over the next year, a number
of major names in the video industry are

..like this one from the well-known
Mega Drive game Devastator

This could almost be a scene from
an anime film, couldn’t it?

Minky Momo: cute
as they come

-
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Plenty of
computer
games are
directly
influenced
by anime

Legend Of The Overfiend:
sex and violence ahoy!

It’s been a
heavy night for
Pretty Soldier
Sailor Moon

going to be releasing a lot more in the way
of Japanese animation videos. It's a definite
growth market, and the small smattering of
stuff currently available in HMVs, video
stores and games shops is
really only the tip of the iceberg.

ANIME ON THE
MEGA DRIVE

But what's all this got to do with
Mega Drives, anyway? Well,
quite a lot actually. Not
only are many
Japanese anime series
and films converted into
games in Japan (in the
same way that British
and American
companies convert
popular movies over
here), but plenty of
other games are
directly influenced by
anime, in their style of
graphics particularly.
What is the Mega CD game Time Gal if
not a short section of anime presented as
a game? In more general terms, every
time you see a Japanese game character
with a little pointy chin and great big eyes,
that's the direct influence of anime for you.

THE MAJOR THEMES
Everyone can recognise Japanese
animation, from the way it's drawn if
nothing else. There are two or three major
themes that recur throughout the most
popular anime, and here they are...

THE POWER OF CUTE
Ah yes. This is all about those big eyes —
one of the most distinctive traits of them all.
To be honest, you'd probably have to go to
Japan yourself to fully understand the

RIDING BEAN

(ANIME PROJECTS)
ased on characters developed by Ken-Ichi Sonoda, the guy behind
Bubblegum Crisis, this American-set film tells of the adventures of

a daring bank robbery escape driver, Bean Bandit. A sort of dark

comedy road movie, it features lots of animated car stunts and an

immoral hero, much in the style of some old Burt Reynolds’ films (but
with more science fiction elements). Bean has to deliver a 10-year-old
girl home for a large reward while evading Inspector Percy’s relentless
pursuit. This film is certainly great fun for those who like car chases.
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DOMINION:
TANK VOLS
1 AND 2

(MANGA VIDEO)
here are two

Dominion tapes
released so far, both
containing a couple of
episodes of the TV
show, and these have
to be worth a look. The
animation is good, the
feisty young heroine is
a delight, and the
action is of the loads-

PORCO ROSSO

One of the most popular videos of
the last year in Japan - and soon
to get a UK release - is Porco
Rosso. Set in Italy between the
wars, it tells of an ex-fighter pilot
who's somehow been turned into
a sort of semi-humanoid pig.
Luckily his friends can see through
his new, ugly exterior, but not
everyone can - the villain of the
piece is a handsome, moustachioed rival pilot who comes across as a mixture of Exrol Flynn and arch
British cad Terry Thomas. Our hero bombs around the Mediterranean in a bright red seaplane, racing bad

quys and righting wrongs, but - although the tone is generally light and humorous - there’s a tragic
undercurrent to the whole thing, with Porco often coming over all misty-eyed about his lost humanity.

In Japan, Porco Rosso has been a massive hit, though it's taken a bit longer to catch on in the West
- some potential British distributors apparently complained about its lack of sex and violence, for
instance, which shows how poorly they understood the material. It's the rare Japanese toy shop that
doesn’t have at least one Porco soft toy on display, for instance, while more specialist anime shops have

Anime comes aimed at both sexes of-buildings-get-

and all age groups in Japan. This destroyed-but-

one’s meant for young boys nobody-is-really-hurt

type. Once again

we’re in a decaying

city early next century - one where the police

power of cute over there. Kawaii is their
term, and it refers particularly to the fluffy

animals and underage girls who tend to be have been issued with (yes!) tanks to keep the model seaplanes, Porco badges and other goodies on display. Imagine how big the first Batman film was
the most popular cute characters. peace. Our girl Leona joins up, and soon finds on release, and you'll have some idea of the impression Porco Rosso has made in the Japanese home
Remember, Oriental girls are, traditionally, herself, in a cute scfatch-built tank she put islands. The only question now is whether it'll have the longevity of something like Gundam.

meant to be sweet, submissive, giggly, together from the wreckage of lots of old ones,

bubbly and, above all, girlie. They wear up against a gang of cyborgs who're terrorising Strong
bobby socks. They have their hair in the city. Fast, funny and gently sexy, these characters,
bunches, usually adorned with pink videos aren’t exactly cutting edge stuff, but they plenty of
bobbles. They go to school in little sailor are great fun all the same. a°“°:.'a:’:;::

suits. It doesn’t matter how highly
educated, intelligent or, indeed, tough
they are — this is how they’re meant to
look and act, and most of them do.

This being the case, the anime
that’s aimed at girls —and a good
percentage of it is, though little of this
stuff has made it over to the UK as yet
- tends to focus on these ridiculously
sweet characters with big eyes etc. Part
of it's Disney’s fault — his big-eyed
children and fluffy animals were a major
influence on Osamu Tezuka when
anime was first starting out. Tezuka
found the way serious emotions could be
put across in an exaggerated way
particularly appealing, and so copied it.
Subsequent animators tried to outdo him,
and so pushed the whole saucer-eyed
thing even more, eventually leading to the
very stylised look we have today.

STIRRING EMOTIONS

Cute characters are so likeable, of course,
because they’re so unthreatening — they

humour, and
lashings of
1930s’ style -
that’s Porco
Rosso. No
game has been
announced as
yet, but it’s got
to come...

Dominion is
funny, fast moving, full of action,
and about as good as anime gets

Our hero makes a spectacular getaway in his ancient sea plane, just
slipping under a series of low bridges. Porco Rosso is packed full of
this sort of fast-moving, thrilling stuff
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need protection, and can quickly stir up a
whole range of chivalrous instincts in the
observer. In the same way, their very

cuteness is used as a weapon — one of

the few they’ve got — by real life

Japanese teen and pre-teen girls, and

this is reflected in the heroines of many
anime series. There’s a whole genre of
programmes aimed at school age girls,
about the adventures of this or that cute
princess with magical powers
masquerading as an ordinary schoolgirl —
one of the most popular is called Pretty
Soldier Sailor Moon. Similarly, the
heroines of many other shows (often the
more action-orientated ones aimed at
boys) adopt the same look, be they the
alien Iczer-1 from the black fantasy Fight
Iczer-1 or Noa Izumi, the incredibly popular
heroine of Mobile Police Patlabor. Often
these heroines — take Priss Asagiri from
Bubblegum Cirisis, for instance — will have
a sideline as singing stars, or “idols”, thus
allowing oodles and oodles of spin-off CDs
to be sold. Oh, they’re nothing if not
masters of merchandising, the Japanese,
are they?

A step even further in the direction of
cute is the concept of the -chan. “-chan” is
a Japanese suffix meaning “little darling”
or “dear’, and is usually added to the
names of younger brothers or sisters,
pets, or boy/girlfriends. Chibi Maruko-
Chan, for instance, is an anime about the
life of a little girl. However, in anime terms
it's been taken much further than this — as

ODI N - an extra marketing initiative, whole new

(MANGA VIDEO)

Giant
ather old- 2 Gundam
fashioned, both RN robots
in animation style and ™t have been
concept, this is a sort Ty i, 2 !“:I'ed':’.'yl
of Japanese Star Trek. | S8 i :: t:::“ g
Our heroes - a young, A world of
Porco contemplates trainee space crew - =S 2 anime
what the future might ?

hold for a humanoid pig
in a rather poignant
moment from Porco
Rosso. Touching
moments like this add
plenty of depth and
character to what is
basically an action-
comedy show

set out in their elegant
schooner-style starship o A s A
on a rescue mission to T e e
Jupiter, eventually

passing through a wormhole into another
dimension, mutinying against their much older
captain, and discovering the mythical

civilisation of Odin. There are some e very

good, though slightly predictable, action
sequences, but some of the animation is

only so-so.

It’s not all
contemplative stuff,
though. Here Porco
gets into a bit of a
scrap with his
roguish arch rival just
after an air race. It'll
end in tears...

BUBBLEGUM CRISIS

(ANIME PROJECTS)

And yes, there’s glimour too.

B of great strength) which terrorise Mega-Tokyo. The reckless Priss, in particular, has
mm:.? :::;:';r{;:“:;;: ::t:rl:;- W become a real cult star in Japan, though her popularity waned somewhat recently when
to the beautiful soul beneath? BUBBLEBUM ERIZE  the singer who had performed her songs in the series (her day job is as a teen “idol”) wa
To be honest, we rather doubt e 1 arswmsnes | ranlaced hy somebody else.
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hough we’re expecting a number of major video labels to start releasing anime stuff

soon, currently only a small outfit called Anime Projects rivals Manga’s domination of
the market. Anime Projects stuff only comes subtitled, which will cut down on the appeal a
bit, but otherwise it is top-quality stuff - particularly Bubblegum Crisis. The title refers to
(get this) that moment when you're blowing a giant bubblegum bubble, and you know it’s
going to burst any second but it hasn’t quite yet - think of it as a metaphor for the near-
collapsing 21st century society in which the series is set. Our heroines are the Knight

Sabers, a group of teenage girls in powerful robot suits, who keep their identities secret,
superhero style, but fight rogue Boomers (escaped biogenetically-engineered cyborgs



VAMPIRE HUNTER D

(MANGA VIDEO)
ore horror-orientated than most of the other Manga videos, Vampire
Hunter D is a bit like an anime version of one of those old Hammer
horror movies. Our hero, “D”, comes to rescue a village from the local vamp,
the twist being that old D himself is actually half vampire - the son of Dracula,
no less. The director of
Vampire Hunter D was the
same guy who did Fist Of
The North Star, and, in the
basic style of it, it shows.
The character designs, by
Yoshitaku Amano, have
been much admired since its original release back
in 1985, but for most of this it’s a less-than-essential
release. The dubbing is particularly poor too.

in a big threatening world. Controlling a
giant robot doesn’t depend on the size of
your muscles, or your rank in society, and
their appeal is an empowering one — a
power fantasy, if you like.

Perhaps the weirdest development of
recent times is the unholy marriage of the
-chan concept with the giant robot. Again,
it started life as a marketing thing — in
general, -chans didn’t appeal to boys
(too cute), but the concept was such a

good one it was a pity to waste. Thus the
SD (“Super Deformed”) robot was born, .
“cuteyfied” versions of (initially) the
Gundam mecha (robots) and other
characters, but with a more mischievous,
impish personality to make them less sickly
sweet. The TV series SD Gundam, for
instance, is now tremendously popular
- it takes the heroic nobility of
= Char Aznable and the
Alongside cute, and as @’-\\_‘ . 7 other heroes of Gundam
significant a part of life s,‘: ., X proper, and turns it on
A\

Vampire Hunter is a sort of Hammer
horror/spaghetti western crossbreed

THE LOVE OF
THE NEW

to Japanese boys as
cuddly animals, are to
Japanese girls, the most
popular concept in
Japanese animation (and,
indeed, Japanese culture
beyond that) are the giant robots. These, of
course, come from the Japanese love of
technology that has dominated their culture
this century — following WWII, imported high
tech was seen as the only way to drag what
was still in large part a rural, near-feudal

; i its head. The

WV o L characters are now

\ )/ crazed little mannikins,

playing out their mad
rivalries at sports days,
eating contests and other

ridiculous events. In the wake of the

success of SD Gundam, Ultraman

now has his own SD anime series too,

as do Devilman and the other

characters of top animator Nagai Go.
Part of the reason for the

Giant Robo features a massive robot

3X3 EYES

(MANGA VIDEO)

his is based on a

Manga original. It
tells the story of Pai,
the last member of a
race of immortal folk.
Most of the time she’s
a normal, sweet
teenager who just
wants to be human,
but, when riled, a third
eye (in the middle of
her forehead) opens,
and she becomes a
300-year-old goddess
with awesome powers. The story, which is set
in modern day Tokyo and Hong Kong, is all
about her quest to be normal, which involves
going up against a bunch of demonic thieves -
thieves who can call up monsters to do their
bidding when the going gets tough. The
animation is good, and there’s some funny
black humour, but some of the story’s logic
lapses a bit too much. Still, it's quite a
charming release that will appeal to many.

in distinctive ancient-Egyptian style  society into the incredible
20th century, @ success of
shows have been creatéd around cute something they, of Boys Ilke 'he the Super
-chan versions of already popular course, did with a Deformed
characters (the whole idea of the Muppet vengeance. Comedy Cllld concept is that
Babies over here, for instance, was ) it appeals to
directly influenced by this). To make a POWER na l.lg h'l Iless, both boys and In the UK, 3x3 Eyes earned an 18

character a -chan you shrink the body,
enlarge the head to about one third body
size, and round everything out, making the
character look more child-like. The eyes,
of course, get rounder than ever. As a
marketing ploy this turned out to be a work
of genius — some -chan shows are now
more popular than the full-sized characters
that spawned them!

Even more radical than the -chan-
ising of already cute characters, however,
is the creation of cute versions of the giant
robots that has followed. We'll look at
these in a moment, but if they don’t
emphasise the power of cute to you,
nothing will.

The heroines of Bubblegum Crisis
are girls, dressed in robot-suits

FANTASY

It's not, however,

and girls like

girls — boys like the
comedy and the

certificate for some reason

just that the use of
technology is so
important to the
Japanese economy that has made giant
robots are so popular. No, the operator-
driven mobile suits of series like Mobile
Police Patlabor or the incredibly popular
Gundam are, instead, seen as one way to
give the little guy a chance

Super Deformed robots are
incredibly popular in Japan

the cuteness

naughtiness, and
girls like the
cuteness. Whoever
first thought up the idea must be rubbing
his hands with glee.

JAPANESE ANIMATION
IN THE UK

Until very recently, the only way you could
get to see Japanese animation was through
the fan network, or at occasional
screenings of Akira at art cinemas. In other
words, you were very unlikely to. This all
changed last year, though, with a company
called Island World launching its Manga
label, devoted exclusively to bringing
dubbed versions of Japanese anime into
the UK. Manga has been such a success
that the parent company has since
changed its name from Island World to
Manga Entertainment, and other even
bigger players in the video market are
planning on getting into the area too,
giving Manga a run for its money.
Currently then, your local Virgin record
shop or HMV will have ten or so anime
films on its shelves, but expect this
number to double or even triple over
the next year.

Check out the black boxouts over
these pages to find out exactly what is
currently available on video, and what
we.at MEGA think of it all. @
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Lots of exciting new game releases this month. But,
sadly, the same tired old set of reviewers as ever...

FOUR GITS :AND FOURTEEN GAMES

ANDY 3 F1
A fab game, but even better was the

Editor. Responsible for the _
mag and all its weighty go-karting trip Domark treated us to as a
administrative needs. “It's + promotion. Ain’t journalism tough? Er, no!

a thankless task,” he says

Annoyed. “l go on hols for
a week and Dyer thinks

40 INTERNATIONAL
RUGBY

Domark are really getting their act together.
This is just what rugby fans have been

he’s in charge for good,” waiting for.
says a miffed Mr West

4 2 BATMAN
PAUL RETURNS (CD)
Rock bloke. Hangs out in The CD version of the game. The driving
dark pubs with an section’s fab. The platform bit is still nob.

assortment of rock chicks. <
Likes Nirvana (probably) 4 DEVASTATOR

. A platform shoot-"em-up interlaced
AMANDA ¢ with shoot-'em-up sections.
Still married art editor. So ¢
the team is still completely ¢
unable to do rudies with 3

her. (Damn!)

4 B.O.B.
Off-beat platform shenanigans from
the peeps at Electronic Arts. Er, that's it.

4 NINJAWARRIORS

The arcade game had three
screens and loads of gameplay. This has
one and very little.

RATINGS

It's the easy-to-read rating system. Take a look
at how we individually rate every single aspect
of a game to make things easy for you.

How many players can play the
game at any one time?

z 49 DORAEMON
ADVENTURE

Cutesy platform game which borrows heavily

from Mario, but it's dead easy. Good for kids.

5 TECHNOCLASH

Gauntlet-style battle game. Very
pretty to look at, but have EA remembered
to put the gameplay in?

Skill levels? Yes please. Here we tell
you how many there are

How many lives are you given? And
how many continues?

A game with this icon has a
password system! 5 NIGHT STRIKER

This is utter crap. Read the review
though, if only to see exactly what the Mega

CD isn’t capable of.

5 SUPERMAN

Superman is dead. How sad then
that he is destined to live a while longer in
this atrocious little title.

Even better, a game with this icon
comes with battery back-up!

Sonic Z's got 20, but EA Hockey
hasn’t got any. Stages that is

Import carts are shown
with one of these logos,
from America or Japan

9
&
Five game components are rated individually
out of ten. Here’s what we look for in each:
GRAPHICS: Clear presentation, animation,
scrolling, collision-detection, design, speed
SOUND: Music, FX, samples and speech

GAMEPLAY: Movement, control mechanism,
difficulty, challenge design and fun element

542

Over-priced cack. You'll be left hoping beyond
hope that you never see Annette ever again.

5 5 ANDRE AGASSI
TENNIS

Sorry, but despite all our hopes, last year's

Wimbledon star draws a blank.

GAME SIZE: How much does the game offer? 5 6 NBA ALL-STAR Yoo - = Y — e~
Are the levels big? Is there a league option? CHALLENGE VY = n;f-a D ’@'
ADDICTION: Er, is it addictive? + Abasketball game. And, er, it’s crap! " RV e '* . N Yy

. " = *

“What we think of the game, [
be it praise or a slagging” .

K5 7 AMERICAN
GLADIATORS |
|

Don't ask. Just don't ask...
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GAME REVIEW

f you've ever driven a Ford Escort

XR3i (which | haven't, | hasten to add)

you'll know that, despite their obvious

failings, they go pretty fast — quite
terrifyingly fast, in fact. But next to a Ferrari
348 TB, a Ford Escort XR3i looks positively
docile. Now, a 348 TB really is fast — neck-
jerkingly, eye-poppingly fast. Even one of
those, however, would be left eating dust
by a modern, high-tech Formula One racer,
which is as fast as
fast can be. But,
having said that, a
Formula One car
wouldn’t have a
chance against a
Hawker Siddley
Harrier GR5.
Blimey, those are
fast. Not as fast,
though, as...

Er, hang on.
(Ford Escort... Ferrari... Formula One car.
Got it?) Even a Ferrari isn’t as fast as a
Formula One car. (Forget that other stuff,
would you?) They really are very, very fast.
And Domark’s new officially-licensed
Formula One game captures that feeling of
speed just perfectly.

Actually, it goes even further than that.
| can't help feeling that even Ayrton Senna
would find himself shrinking into his seat

shrink

The speed of
F1 would
make Senna

into his seat

Andy Dyer needs
a change of pants
after just a couple
of laps of this fab
racing game

were he to play F71. The speedo says 215
mph, but it seems more like 2015 mph.
Imagine the speeder-bike chase through
the forest in Return of the Jedi, throw in the
most frightening rollercoaster ride you've
ever been on, and that’s about half the
speed at which F1 goes.

GLORIOUS GRAPHICS

Most of it can be put down to the graphics.
They're of the
rarely-seen-in-
driving-games
polygon variety,
which gives the
tracks a far more
solid, believable feel
than you get from
the sprites used in
Super Monaco GP.
So as well as road-
side signs, you get
spectator stands, bridges and tunnels
flashing past in perfect 3D. It helps, too,
that they’re completely smooth and jerk-
free, thanks to some top-quality coding by
French developers Lankhor (who, fact fans,
were responsible for renowned Amiga
racing game Vroom, of which this is a
beefed-up conversion). And there are
numerous subtle touches which help
towards that overall sense of incalculable

back

N NSRS e &
O NN SN = T

¥
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OO 00 IEwWE

You know you’re onto a winner when a game’s got a two-player mode. F1’s
isn’t perfect, though, being a bit of a squash (as you can probably see)

& RACER’S DOZEN (OR RACING ALL OVER THE WORI.D)

. a7dkm

Australia. Watch out
for marsupials

Belgium. Home of
some top choccies
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Brazil. Mmm - lovely

coffee. (And nuts) cold and wet

Britain. Desperately

THE COURSE WITH THE MOST

All the courses in F1 have their own distinct personalities and national flavours. Some are really
wiggly, making overtaking particularly difficult. Some have lots of straight bits, and generally fall to
whoever's got the fastest car. Others specialise in interesting tunnels and bridges. Perhaps most
fascinating of all, though, is Japan, with its pleasing blend of everything that's good.
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...though you might not
believe it from this
profoundly dull picture.
Nevertheless, we’re in
pole position and the
race is about to begin.
In fact, it actually has
begun, and within
picoseconds we’re up
to 16 mph and
accelerating hard.
Vroooocooooom!

Vrrroooom! Vroooom!
140 mph, but - oh no! -
we’ve been overtaken
by some git in a red
car. Go away. Shoo.
Right, that’s it. Foot to
the floor, eyes closed,
and we’ll try to ram
him (which you can
actually do in F1, and
it’s well worth trying,
no honestly)

But we weren’t going
fast enough, and
rather than flying over
his head and regaining
the lead as planned,
we’ve ended up
grinding to a halt and
nearly skidding off the
road. Meanwhile,
another five cars pass
us and we’re down into
seventh place. Hrmph

Yoinks! A little further
on, we squint a bit too
hard at one of the
unintelligible Japanese
roadside signs and end
up embedded in it.
Four more drivers pass
us (including a few
really crap ones no-
one’s ever heard of,
probably) and we’re in
a pathetic eleventh

Maybe some new tyres
would help. Having
managed to call into
the pits (which is
surprisingly tricky till
you’ve got the hang of
it), we're asked to
choose some tyres.
“Hard” would suit our
demeanour best, don’t
you think? Certainly
not “soft”, anyway

Canada. Look out for
lumberjacks

Germany. What an
interesting track

Italy. Land of pizzas,
Fiats and the Pope




GET A GRIP!

Steer left and - yes, believe it or

@ got - right
@ @ hange up and down gears

This is your accelerator - wahay, away
you go

This is the brake. You might even need
to use this in this racing game

C, er, allows you to make a pit-stop.
This takes some getting used to

velocity, like the way the screen tilts almost
imperceptibly when you take a particularly
tight bend. You can almost feel the G-force.

It sounds perfect, and, to all intents and
purposes, it is perfect. F1 is as essential a
purchase as you'll ever come across. But,
while the speed’s as authentic as can be,
the action is very much geared towards
arcade fans. The steering is heavily
simplified, so that as long as you nudge the
D-pad in the right direction your car will
follow a perfect line through a corner. On
“Novice” level, where your speed’s limited
to around 150 mph, it really is too simple,
and you've got to deliberately try to screw
up before you'll run off the road. Bump the
game up to “Expert”, however, and you'll
need the reflexes of a fully-wound tomcat.
(Or something.)

MEDIUM
IO

MUl

TOT TIHME

] s e
O"oOS" 25

OYERTARKEN

SCORE

A

Switch the game to “turbo” mode and it goes even faster still, except your
car gets shrunk down a bit, for some reason. Oh well.

Also notably absent are crashes. You
can throw your car about all over the place
and it'll never actually spin off and burst into
flames. But F7 more or less makes up for
that with a devastating “thunk” whenever
you hit anything, as well as making your car
lurch up into the air and plonk itself back
down again entirely convincingly. Best of all,
though, is the way that, if you hit the back of
another car fast enough and at the right
angle, you actually get launched into the air,
sail over the top and land in front of it.

REALISTIC RIDE

And on top of all that it works perfectly as a
proper racing game — you weave between
other cars just like in a real race, waiting for
the chance to make your break and seize
the lead, and pit-stops and everything are

A HARD
} MEDIUM

SOFT

ALma

There isn’t a huge number of things to fiddle with, but the essentials are
there - aerofoil, gearbox (auto is recommended) and tyre softness

also in there. The two-player spilt-screen
mode is a bonus, too, although space is so
tight that it can be hard to see what's going
on. And all the essential options are there —
automatic or manual gearbox, different
sorts of tyres, and championships, that can
be set up to include as many or as few
courses as you wish, as well as a special
arcade mode that dispenses with realism
altogether and just has you trying to
overtake as many cars as you can.

It's hard to imagine a better car-racing
game than this. Even Super Monaco GP2,
wonderful though it is, slips into F1’s wake,
making this one of the finest Mega Drive
games yet. It's the closest you'll get to
flying without actually leaving the ground
(very much).

® Andy Dyer

THEN AGAIN...

007713

It’s fast, and it’s got pictures of
Ayrton Senna all over it, but it
still isn’t as good as F1

King of the racing games to date has been
Super Monaco GP2 - the tenth best Mega Drive
game ever, we reckon. But F1 is faster, slicker,
more exciting, more convincing, more involving
and more, erm, betterer, basically.

There are 12 circuits in F1. And look! Here's the proof! The bends, hills, dips and narrow bits are realistic representations of the real thing, though the
awkwardly-placed trees surely wouldn’t be allowed under Formula One regulations. Oh well, it all adds to the racing fun.

Japan! Whence all
good things come

Monaco. The bit on
France’s bottom

Portugal. Down the
left side of Spain

San Mari
where? Erm...

Spain. Just to the
right of Portugal

An official product of the FIA Formula One Championship
4 % Licenc&@ByFOCA to Fuji Television 5

——

V=5 '
Licenced by SEGA Enferprises Ltd.
©1993 Dmark Group Ltd

LICENSED BY SEGH ENTERPRISES Lta

PUBLISHER: nomark
PRICE: :0.9
RELEASE: august's
CARTRIDGE: s5wbit
CONTACT: Domark 081 780 2222

Happily, there’s a split-screen two-
player mode

Four skill levels affect your car's
top speed

Lives? Don't be ridiculous, it’s a
driving game

There’s a comprehensive battery
back-up facility

There are twelve tracks to race
around

9

7

GAMEPLAY 9
000000000

7

8

GAME SIZE
000000

ADDICTION
0000060O0GOGS

“1f you feel
the need, the
need for
speed,

&

there’s no y

better place
to find it
than this”

90

PERCENT

B
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GAME REVIEW

You’ve scored a try. And as a result, a big “Try” appears on screen

At last, you no

longer have to be

the burly, beer-
swilling type to
play rugger. No,
thanks to
Domark’s latest
release, you can
now be the

skinny, cigarette-

smoking, beer-
swilling type.
Andy Dyer is
truly delighted...

ONE BIG ICON,
BOUNCING UP
AND DOWN

The good thing about International Rugby is that you
can either get straight into a single match just for the

t's always difficult to know how to
approach a sports sim review. Do |
take the serious “I know all about the
subject” line to appeal to real fans of
the game? Do | make light of the more
jovial aspects of the game such as rowdy
songs about breasts and beer? Or do |
cater for those
ignorant of the game
in order to point out
that perhaps it will
appeal to them
anyway? One thing’s
for sure, unlike that
git Neil West, | won't
be making the
“Rugger’s a game for
men with odd-shaped
balls” quip... Oh
bugger, too late.
The good news
is that despite being a rugby game, it's also
damn fine fun regardless of whether you
like the real sport or not, in much the same
way as John Madden Football can be
enjoyed by anyone, even if they haven't the
faintest interest in, or faintest idea about
how to play, American football.

Choose your team.

The similar icon

™ which appears on the
other side of the

screen is to choose

your opponent’s team

ETNGLAN

N.Wilson 1F Forwards 8/8

THE AIM OF THE GAME

The aim of rugby (and those people who
already know might as well skip this
paragraph) is to score points against the
other team. You can do this in a variety of
ways. You can carry the ball over the try
line and touch the floor with it for five
points. This entitles
you to take a
conversion. Get the
ball between the
posts and you get an
additional two points.
Then, you can simply
boot the ball between
the posts while
you're on the run.
This is a drop goal
and is rewarded with
three points. Finally,
a penalty kick at the
goal gives you two points. A couple of other
rules are worthy of note and those are that
when running with the ball, you can only
pass it backwards to another player. You
can kick the ball forwards, but it has to
bounce within the thin sections at the side
of the pitch before going out of play. If it

Once you’ve chosen
the team you want,
click on this icon so
you can, if you so
wish, change

your squad

Scotland

does go out of play, you get to take a line-
out (a sort of throw in) from where the ball
went out. If not, you have to take it from
where you kicked it. There are loads of
other fiddly little rules to get your head
around but this is, after all, a review of a
Mega Drive game, not a rugby masterclass.

REALISTIC
REPRESENTATION

The game plays in much the same way as
Super Kick Off, and, indeed, the two games
look very similar too. This is no bad thing
because, after all, the Kick Off games were
for some time completely untouchable in

Score a try and you get the chance
to attempt a tricky conversion

Why not play a single
match before taking
on any of the
tournaments. Click
on this icon if that’s
what you want to do

S

sheer hell of playing, or you can opt to fiddle about with j Y

all the available tournament, team and line-up options. . All Blacks
And don’t worry if you're a rugger ignoramus, it’s all
icon-driven so there’s absolutely no thought required at
all. This is just as well, because when | first started, you
could have written all my rugby knowledge on the back

of a postage stamp that already had the Old Testament Scotland Have Hon IThe Toss -
fully printed on it. < i) '

"
9 Morld Cup Group 2

| | —— e o e
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GET A GRIP!

Moves your players
around. And that's

DOS

about all it does really

@ The A button allows you to pass the
ball to the left
Using the B button you can kick the
ball and tackle an opponent
The C button allows you to pass the
ball to the right

terms of gameplay, so well done to Domark
for using a tried-and-tested formula to very
good effect.

The controls are very sensibly handled.
When you're in possession of the ball,
button A passes left and button C passes
right. All you do is hold the button of your
choice, and if a nearby player is in a
position to catch the ball, a circular cursor
will appear over him. Then all you have to
do is simply release the button and the
pass is made. If the opposition has the ball,
your buttons will select the player you
control and they will also enable you to
perform tackles.

Scrums are just as simple. When the
scrum starts, you frantically press button A.
If you're faster than the opponent, your men
will force them back. As soon as this
happens, press button B to get the ball out
and you’re on your way again. | could go
into depth about conversions, tries and line-
outs but they’re all very well handled too —
there are just a couple of button presses
and power meters to get your head around
and that’s it.

Because the game is so easy to play,
even novice rugby players can get straight

Passing is simple. Press and hold the button to select a player, then release

If the ball bounces between those
lines and goes out, it’s a line-out

into it. Indeed, | wasn't entirely aware of the
rules and techniques needed when | started
reviewing the game, but within a couple of
hours | was sorted.

CURIOUSLY
UNCONTROLLABLE

So this is a big hit right? Erm... sort of.
True | enjoyed playing the game an awful
lot, and, in the early stages, figuring out
the best way to score points was fun. But
then you get to a point where during
some games you'll do incredibly well,
then other times you'll get hammered,
and there aren’t many times it sort of

Clicking on the
trophy icon brings
up the fixtures of
the tournament in
which you’re

playing

Click on the
question mark to
change the game

? options, such as

* length of match
and so on

International Rusby

> New Tournament ... No

MUSIcC s..a0svuenva 00

Sound Effects .... On
World Cup
Pla e - 1 Player
Hin P . Calm
- 18 Minutes
Music Test - Music Off
FX Test .......... Hhistlel

Press START to Exit.

Tournament .......

Mat engt

goes evenly. And the curious thing is that
this has nothing to do with playing teams
of differing skill. Even when fairly
matched teams play, there is this niggling
feeling of not being entirely in control. |
know this all sounds terribly vague and
you're probably thinking “What the hell is
he on about?” but the trouble is, the
problem isn’t a tangible one. The best |
can do is to simply suggest that the
intelligence of the computer-controlled
opponents isn’t quite what it might be.
While the player you control desperately
runs around trying to pull off some
spectacular moves, the rest of the team
are thinking about other things.

But enough criticism. There are several
things to say about the game. It's the only
rugger game for the Mega Drive and it's a
good one. It plays well, it looks good, it's
fast, and the programming is generally very
slick. Rugby players will love it and the
majority of other gameplayers will certainly
either love it or, at worst, like it. It's a fine
sport sim but it just slightly lacks the depth
of play that makes games like John
Madden so great.

® Andy Dyer

And finally, to
actually play the next
game in the
tournament, click on
the mini pitch screen
in the middle
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“The first rugger
game for the
Mega Drive and
it is a fab one.
Slightly lacking
in computer
intelligence, but,
heck, it’'s still
very slick and
playable”

Lives in rugger? | think not

No battery back-up and no

Up to four people can play four
players, using the new multi-tap

The skill needed depends on which
team you play as, or against

Well, you have the various play-
offs in the competitions | suppose

7

7

August 1993 MEGA 41



GAME REVIEW

The Bat is back. However, this time
he’s on Mega CD with an impressive
new driving level. Paul Mellerick
gets behind the wheel and finds he
hasn’t had so much fun in ages

et’s step back in time, way back, to

issue three of MEGA to be precise.

You remember, it was the one with

the fabulous (even if we do say so
ourselves) American football cover. As |
look back | can remember all the hoo-har
about Christmas. Neil was ordering his
holiday supply of hair gel, Andy was
collecting “grunge” to distribute around his
flat, and Amanda was, well, Amanda was
just taking things easy. It was quite a
stonking issue, issue three; there were
plenty of good games to review — John
Madden '93, Bio-Hazard Battle and Lotus
Turbo Challenge to
name three — but
the issue also had
its downers, and
one of these came
in the shape of
Batman Returns.

Hyped as one

of the releases of
the year, we all
awaited Batman
Returns with bated
breath. As it turned out, we needn’t have
bothered. It was (and still is) a complete
pile of old tosh. So when we heard that a
CD version of the game was being
programmed, we didn’t exactly jump for
joy. And now, having seen the game, we
appreciate just how wrong we can
sometimes be.

Choose the
game,
the platform
game or the
driving game

A NICE DRIVE IN
THE COUNTRY

So what's the CD version got that the
cartridge game hasn't? Actually, that's quite
an easy question to answer. It's got a
driving bit. Yep, it's as simple as that.
Instead of completely re-thinking the whole
gaming idea and starting from scratch,
Sega have come up with a no-holds-barred
driving/shooting game, bolted it in between
each level of the cartridge (platform only)
game and turned a completely crap
platform game into rather good CD driving
game with crap platform bits.

Now, while
having to put up with
the platform bits until
you get to the next
driving bit could be
annoying, Sega have
overcome this by
splitting the game
up. Through the
options menu you
can choose between
the full game (both
driving and platform), the platform game
(ha) and the driving game. But what’s so
good about the driving game?

SPEED, CONTROL

AND SCALING

Well for a start, take a look of some of those
screenshots... Impressive aren’t they? Well

SCALING?

Just to show that having a Mega CD is not all
memory and no special effects, Batman Returns
has some really nice scaling effects on the
various demo and intro sereens. Neat huh?

Don’t worry about silly things like road blocks. If you see something in your
way, and it’s made of wood, drive through it. You are Batman after all

GaME TYPE:

You'll use this screen a lot. It’s the
very useful options screen

Ooh, look, if you pause the game, a
little CD appears and revolves

This packed little piccy is taken from level three (the industrial bit, as you
can see). Don’t butt into the metal girders though, it’s bad for your car

Sometimes | think these programmers lose their grip on reality. | mean, that
statue by the side of the road, what the hell is it supposed to be?
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RETURN

GAME REVIEW

These red cars, with their petrol
bombing occupants, are really
damaging to your lovely car

GET A GRIP!

@ @ @ Steer left or right
and down to brake

Your turbo, or acceleration, button.
Keep this held down to move

0 Fires little bullets, which are very
useful indeed...
... but nowhere near as good as your
homing missiles. Hee, hee

imagine them moving at the same speed as,
say, Road Rash 2, but with a lovely scaling
on all the buildings (and cars) as they shoot
by you. Pleased? You should be. This is the
first real driving game that has combined
speed, control, scaling and playability at the
same time. This being Batman though, there
is more to this driving
lark than just speed.
You see, the road is
polluted with all sorts of
the Penguin’s nasties,
who would like nothing
better than to blow up
the Batmobile. Each
driving level is split into
six sections and each
section has both a time
limit and a “baddie
counter”. To move onto the next level you
must wipe out all the nasties on that level
before the timer runs out. This would be
hard enough, but don't forget that your
Batmobile is a delicate piece of equipment,
and a few well-aimed missiles up your cam
shaft will have a devastating effect on your
mode of transport.

If you do die though, there’s none of that
annoying right back to the start of the level
stuff. If you're on level one, section four and
you die, you get fully powered up again, but
you start from the beginning of section four.
Lose all your lives and continue (using one
of the three available) though, and you'll start

Missiles up
your cam
shaft are a
bit of a
bummer

at the beginning of the level, not the section
on which you died. This little bit of ingenuity
makes the game just that little bit harder, and
when you play again you'll remember where
you died last time and then try to prevent the
same thing happening again.

Controlling the car is very simple, and
the controls can be
changed through the
options menu to suit
your own special
finger problems. One
button accelerates,
one fires your Bat-
bullets, and the other
fires one of your short
supply of missiles. The
joypad is used to steer
left and right and if
you're after the brakes, press down.

All good news this isn't it? And don’t
worry, there isn’t even a but coming as far
as the driving game is concerned, but
(sorry) for those among you who haven't
sampled the true mockery of a sham that is
the cartridge game Batman Returns, then |
feel it is my duty to warn you about it.

SHAME ABOUT THE
PLATFORM PART

We all expected great things of a film
licence as lovely as Batman Returns — ®
loads of opportunities for dark, moody Turn
graphics, loads of sexy scenes with ~ Over

You should see the speed as you move through this tunnel bit, which, by the

Here’s the mid boss on level three and he’s dropped one of his exploding
way, lasts for one whole level. Oh, and mind your head on the top as well

things right on top of you. A very lovely explosion don’t you think?
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GAME REVIEW

PUBLISHER: seg: (MpoRT)

Now give those arms a good flap. Go

PRICE: :40 (CHECK WITH CONTACT)
on, don’t be embarrassed, we’re all RELEASE: outnow
here for a good workout

CARTRIDGE: weg o

CONTACT: video Game Centre
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O
%} There’s only one top Bat guy

Training (a limited two-level affair)
or Normal levels of skill

See that rather unattractive purple blob (no not Batman)? Well, that’s
supposed to be the sprite version of Michelle Pfeiffer. Cack or what?

Michael Keaton and Michelle Pfeiffer and, THREE GAMES FOR

Three, five or seven lives - it's up

possibly, a really good game in there as THE PRICE OF ONE You'd think that with the building to you really

well. None of these assumptions came true. Al this toing and froing between platform leaning at this angle, the local

This isn’t the worst platform game you'll and driving bits leaves me in a bit of a council would condemn it, but no No battery back-up or password

ever see (it comes close but it's not the dilemma, to say the least. You see, we system. You're really up against it

worst), it’'s just a far cry from being the best,  gave the original cart version of this game

and, for a title that is supposed to be the 40%. Now, the CD game is that same Five driving sections (30 stages)

biggest licence of the year, that really is very  game (with the fabulous music added of and five platform sections

poor. This is meant to be course) with a really

the cutting edge of video rather fab driving game

gaming for goodness sake. A Sl'l'ong bolted onto it. You can <ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>