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Many thanks to Chris and Neil at GAME in
Bournemouth, for all the games this issue. They’re
top geezers, guv, so make sure you buy loads of
games from them. For more information about your
local GAME store, call 081 974 1555.

Chris, our esteemed editor, has this month added to his
vast responsibilities by taking on the unenviable task of
running SecaPro. Needless to say, while his attention is
divided between the two magazines, the rest of the gang
can be trusted to organise themselves. God help us!

You may have noticed the rest of the team looking a little
strange this month, but it’s nice to see Colin looks just as
handseme as ever. Those who say he should audition for
a bit part as a Klingon in the next Sfar Trek movie are just
being cruel and you should take no notice of them Colin!

Mark, or ‘Mad Dog’ as he’s affectionately referred to,
has been away for what seems like ages, on heliday in
glorious Welling (Not long enough! - the rest of the
building). There's no denying his excitable keenness
and this month Pilky has surpassed even himself.

Richard almost lost control this month. Normally a mild-
mannered individual, guaranteed to solve any puzzle
pressed upon him, the strains of tackling Dune CD have
sadly taken their toll on his mental state. You certainly
wouldn’t like him when he’s angry — check the photo!

‘No messing’ Armstrong, has taken the mag by the horns
this month, enjoying his exira responsibilities with a
nonchalant grin, or should that be grimace? Never one
to lose his cool, or his shades, Neil likes things sorted!
He's a man’s Geordie and hard as nails to hoot!
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COMETH THE HOUR...

Welcome one and all to the first ever monthly issue of SEGA XS. This is
something of a benchmark for a magazine that began its life as a bi-
monthly many moons ago. Now here we are, 10 issues later, growing
ever stronger and, of course, ever more frequent. It's a funny old game,
as an old, rotund ex-footie player once said.

The move to a monthly format has really been as a direct result of
pressure from you guys. It seems you just can’t get enough of our
solutions, which is one of the reasons we've dropped the reviews.
Basically all our time these days is taken up cracking the latest games,
we've little energy left to do anything else!

Oh well, | can’t complain. At least the mountains of mail I've been
getting indicates we must
be doing something right.
To be honest there’s
nothing more satisfying
than receiving a letter
thanking SEGA XS for a
solution well done. After all
it's always nice to feel a
little bit appreciated!

’Revelutions..y.;the ang oll réacted in differeqi;_lﬂ;v
ways to thigir figst i%s oﬁnthly mugczm

COMETH THE
MAGAZINE!

This latest issue proves we're always first with the blockbuster releases.
Topping the bill is a massive feature, guiding you through every character
in Acclaim’s awesome beat-'em-up sequel, Mortal Kombat Il. With more
blood, more gore and more action than ever before, this is one cart that
should be at the top of everyone’s shopping list — buy it and be amazed.

However, the fun doesn't stop there. To support this exciting feature
we've produced an outstanding array of exclusive solutions. Read on for
the fully mapped solutions to The Chaos Engine (MD), The Hulk (MD),
Cool Spot (MS), Dragon’s Lair (CD) and Dune (CD).

If you can find a better array of complete solutions than that in any
other magazine on the market I'll eat my baseball cap. In fact I'm so
confident | won't lose this bet I'll even eat Mark’s hat, in the unlikely event
anyone dares to take up the challenge! Finally, always remember, every
month the solutions are backed up by our comprehensive tips and
cheats guides. They really are second to none.

There is no better problem buster than dear old Dr M, even if he is a
miserable old so and so (just don’t tell him | said that!); the Busters
section provides cheats for almost every Mega Drive, Mega-CD, Master

System and Game Gear release under the Sun; while the New Busters
section gives you the chance to win a prize for sending in your best
codes, tips and cheats.

As I've always said this is a magazine dedicated to its readers. You're
the people who count and | for one intend to keep it that way.

Stay tuned
Chris Marke

COMPETITION WINNERS:

Ole’, ole’, ole’, ole’! The lucky reader who has won the World Cup
Competition (issue 8) is Jason McMorane from Northern Ireland!
The official World Cup jacket, sweatshirt and game are all winging
there way to you! The winner of the Sweatshirt, Pin Badge and
Football is Darren Adams from Hanes; while the 10 runners-up
prizes of a World Cup baseball cap and pin badge are Alan Irvine
from Lancs, Gary Sheppard from West Sussex, D Parsons from
Suttoncoldfield, K Anderson from Kent, Kevin McGill from
Rochdale, Michael James from West Sussex, Ciaran Ryan from
Ireland, W Livingstone from Norfolk, Vince Evans from Maidstone
and Greg Robinson from Crayford.

20 copies of The Official Sonic 3 Play Guide were up for grabs in
lssue 8, and if your name can be found amonge the following,
you've won yourself a copy! Martyn Bascombe from Essex, Nick
Hope from Lancs, Stuart Gettinby from Kent, John Bates from
Hants, D Woodward from Jersey, Robert McMahon from
Birmingham, Leslie Fletcher from Berks, Dean Mcintyre from
Brighton, R Dunford from Hanes, C Beer from Kent, Darren Smith
from Cantley, Louse Jones from Stoke Heath, Andrew Coren from
Bexleyheath, Wayne Odell from Flitwick, S Bl from Essex

Pet [ Moor, Steve Wiliams

SEGAX S ISSUE 10



MICROMANIA

MEGA DRIVE GAMES

TITLE PRICE
ADDAMS FAMILY 34.95
ARIEL THE MERMAID 19.95
AGASSI TENNIS 19.95
ALADDIN 39.95
ALIENS 111 19.95
ANDRETTI RACING 39.95
ANOTHER WORLD 22.95
AQUATIC GAMES 14.95
ASTERIX 42.95
BARTS NIGHTMARE 14.95
BATMAN RETURNS 12.95
BILL WALSH COLLEGE FOOTBALL 24.35
BLADES OF VENGEANCE 19.95
BOB 14.95
CAPTAIN AMERICA 24.95
CASTLE OF ILLUSION 24.95
CASTLEVANIA 39.95
CHUCK ROCK 22.95
CHUCK ROCK 11 38.95
COLUMNS 19.95
COMBAT CARS 21.95
cooL sPoT 19.95
COSMIC SPACEHEAD 19.95
CRUE BALL 19.95
DAVIS CUP TENNIS 39.95
DESERT STRIKE 29.95
DR ROBOTNIKS 24.95
DUNE 1l 42.95
DUNGEONS AND DRAGONS  19.95
EA DOUBLE HEADER 19.95
ECCO THE DOLPHIN 32.95
EMPIRE OF STEEL 19.95
ETERNAL CHAMPIONS 39.95
EURD CLUB SOCCER 19.95
F1 42.95
F117A NIGHT STORM 39.95
FANTASTIC DiZzY 19.95
FATAL FURY 21.95

FIFA INTERNATIONAL SOCCER 39.95

FLASHBACK 34.95
GENERAL CHAOS 24.95
GLOBAL GLADIATORS 18.95

GODS

GRANDSLAM TENNIS
GREATEST HEAUYWEIGHTS
GREENDOG

GUNSHIP

GUNSTAR HEROS
HAUNTING

HULK

INDY JONES/LAST CRUSADE
INTERNATIONAL RUGBY

JACK N. POWER CHALLENGE

JAMES POND 3

JAMES POND 11

JORDAN VS BIRD
JUNGLE BOOK

JUNGLE STRIKE
JURASSIC PARK
KRUSTY’S FUNHOUSE
LAST BATTLE

LEMMINGS

LOST VIKINGS

LOTUS 11

LOTUS TURBO CHALLENGE
MADDEN ‘33

MADDEN ‘34

MARKOS MAGIC FOOTBALL
MAZIN WARS

MEGA GAMES |
MEGA-LO-MANIA
MICKEY & DONALD W.0.1
MICRO MACHINES
MORTAL KOMBAT
MORTAL KOMBAT I
MUHAMMED ALI BOXING
MUTANT LEAGUE FOOTBALL
MUTANT LEAGUE HOCKEY
NBA JAM

NHL HOCKEY ‘94

NHLPA HOCKEY ‘93
OUTRUN

PAPERBOY

PETE SAMPRASS TENNIS
PGA EURD TOUR GOLF
PINK PANTHER
POPULOUS 11
POWERMONGER

17.95
24.95
34.95
24.95
17.95
29.95
32.95
39.95
19.95
39.95
24.95
19.95
17.95
22.95

CALL

29.95
29.95
19.95
19.95
19.95
39.95
19.95
19.95
21.95
38.95
39.95
27.95
19.95
24.95
19.95
29.95
29.95

CALL

19.95
14.95
24.95
42.95
38.95
27.95
14.95
19.95
39.95
37.95
39.95
19.95
17.95

PREDATOR I 19.95
PRINCE OF PERSIA 37.95
PUGGSY 34.95
RAMBO 11l 14.95
RANGER X 32.95
REVENGE OF SHINOBI 17.95
ROAD RASH Il 24.95
ROBOCOP 3 19.95
ROBOCOP VS TERMINATOR  19.95
ROCKET KNIGHT ADVENTURES 24.95
ROLO TO THE RESCUE 21.95
ROYAL RUMBLE 42.95
RYAN GIGGS SOCCER 34.95
SENSIBLE SOCCER 34.95
SENSIBLE SOCCER INT 39.95
SHADOW OF THE BEAST II  19.85
SHINING FORCE 39.95
SHINOBI 111 24.95
SHUT UP AND JAM 34.95
SKITCHIN 24.95
SMASH T 14.95
SNAKE RATTLE & ROLL 19.95
SONIC 1 14.95
SONIC 2 22.95
SONIC 3 44.95
SONIC SPINBALL 39.95
SPEEDBALL 11 19.95
SPIDERMAN & K-MEN 34.95
STREET FIGHTER I 34.95
STREETS OF RAGE 3 42.95
STREETS OF RAGE Il 29.95
STRIDER fli 34.95
STRIDER Il 19.95
SUBTERRANIAN 39.95
SUMMER CHALLENGE 24.95
SUNSET RIDERS 22.95
SUPER HANG ON 14.95
SUPER KICK OFF 27.95
SUPER STREET FIGHTER Il  54.95
T2 JUDGMENT DAY 17.95
TALESPIN 24.95
TRZMANIA 29.95
TECHNOCLASH 24.95
TERMINATOR 17.95
TINY TOON ADVENTURES 34.95
TOE JAM & EARL 11.95

TOE JAM & EARL 2 24.95
TRUKTON 14.95
TURTLES TOURNAMENT FIGHTERS 34.95
TURTLES HYPERSTONE HEIST 29.95

TWWO CRUDE DUDES 24.95
ULTIMATE SOCCER 29.95
VIRTUA RACING 59.95
WINTER CHALLENGE 21.95
WINTER OLYMPICS 29.95
WIZ ‘N’ LiZ 34.95

\WORLD CLASS LEADERBOARD GOLF 14.95

WORLD CUP USA ‘94 39.95
WRESTLE WARS 17.95
WWF WRESTLEMANIA 14.95
XENON II 14.95
Z0MBIES 34.95
zooL 19.95
MEGA CD GAMES

AMAZING SPIDERMAN 42.95
BATMAN RETURNS 42.95
BATTELCORPS 42.95
CHUCK ROCK 38.95
DOUBLE SWITCH 39.95
DRACULA UNLEASHED 31.95
DUNE 39.95
ECCO THE DOLPHIN 38.95
FIFR SOCCER 39.95
GROUND ZERO TENAS 42.95
HOOK 29.95
JURASSIC PARK 39.95
MICROCOSM 34.95
MORTAL KOMBAT 42.95
MYSTERY MANSION 44.95
NIGHT TRAP 42.95
PRIZE FIGHTER 42.95
RAGE IN THE CAGE 42.95
SENSIBLE SOCCER 32.95
SILPHEED 44.95
THUNDERHAWK 38.95
TIME GAL 38.95
TOMCAT ALLEY 39.95
WONDERDOG 39.95
VWORLD CUP USA ‘94 34.95

MASSIVE SELECTION OF NEW & USED GAMES
+++CALL FOR USED GAMES PRICES***

WE ALSO BUY GAMES - CALL FOR GUOTE

Special Offer
MEGA CD MK

WITH 7 GAMES
ONLY £179.95

VERY LIMITED QTY’S

MicROMANIA

74 OLDBURY ROAD, ROWLEY REGIS
WARLEY, WEST MIDLANDS, B65 0JS

TELEPHONE

021 559 3343
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FIFA FANTASY
FOOQTBALL

SEGA XS, in conjunction with
SEGAPRO magazine, give you the
chance to pick your dream team and
enter an awesome Fantasy Football
League. The competition is spon-
sered by Electronic Arts, the makers
of FIFA Soccer ‘95

Running in both magazines over the
next four months, the competition
will give you the chance to win a
host of massive prizes, including full
Premier League team strips, tickets
to football matches of your choice,
the entire back catalogue of EA
games, loads of copies of FIFA 95,
the ultimate football sim and much,
much more!

To discover more and enter this com-
petition simply get the latest issue
of SEGAPRO, on sale now. It contains
a World Exclusive review of FIFA "95,
plus a spectacular 16-page in-depth
supplement on the game.

Fill in the coupon inside the supple-
ment, picking what you consider to
be the best dream team, and you
could be the winner of our
sensational prizes!

MAKE YOUR DBEAMS BECOME REALITY
ONLY IN= -5 & =00,

l_—F—DR.
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When the first Mortal Kombat was relgased on the Mega Drive, it was'vegarded as a classic, so all
eyes were on Acclaim when they annoffpced they’d be converting its aw@some arcade sequel too.
Mortal Kombat Il has got to be one of st beat-’em-ups ever to he releaSed on the Mega Drive —
this game has it all! Digitised spri iolence, blood, fatalities, babalitié,\trj‘endships, hidden

chardtters; youliame it and this cart’s got it.
Over the next 12 pages, SEGA X$ftakes you®xclusively through each and every character in the game
— we study their history, thei®attitude andg of course, their moves. No stone is left unturned in our
quest to reveal the ins and outs of the world™ roughest, toughest beat-’em-up, so come along on our
thrill-a-mintte tour — if you dare...

ISSUE 10 SEGAXS




THE STORY S0 FAR...

The title of Grand Champion has been handed down for centuries and centuries to the ulti-
mate winner of the Shaolin Tournament. Young warriors from all over the world journeyed
to take part in the tournament, but there could only ever be one winner.

The Shaolin Monks who organised the event weren't without their enemies — the evil

Shang Tsung and his followers were always attempting to take over the event. Sadly, 500
years ago, they achieved their goal. Corruption rapidly spread throughout the tournament and any competitors who failed in combat had their souls stolen.
Shang Tsung maintained an iron grip over the tournament thanks to a fearsome creature called Goro, a 2,000 year old half-dragon. Together, their super-

natural powers made them almost impossible to dethrone.

A fighter called Liu Kang eventually managed to fight his way through the
ranks and defeat the evil Shang Tsung in a bloody battle. Liu Kang was a
Shaolin Monk, so he ensured peace was restored once again to the tourna-
ment, while the traditional guidelines were re-introduced and the threat of
chaos overtaking the land disappeared.

This wasn't the end of the evil forces, Shang Tsung's master, Shao
Khan, wouldn't give up his quest for ultimate evil so easily. He ordered
Shang Tsung to snatch eleven of the worlds best fighters, sending them to
a hellish place called the Outworld. Here, Shao Kahn plans to exact his
revenge and kill them all one-by-one. It is here that out story continues.

Vo

MAYBE THEY’RE SHY?

(how to access the hidden warriors in the game)
Pssst... Hey, you! Yes, that’s right, I'm talking to you! Do you
want to know a secret? Want to know how to find the hidden
characters in Mortal Kembat IP? Well, check out the descrip-
tions below for some top inside information! We'll give you
more information on these cunning warriors next issue, but for
now here’s a brief description of their whereabouts.

Jade

Have you ever seen that green ninja that keeps poking her head
around different trees in the Living Forest stage? Just between you
and me, it's actually possible to fight her! To do this, first reach the
Living Forest, just before you reach the question-mark stage in one-
player mode. Once there, win one round using the Low Kick button
only. Do this and you too can lock horns with the elusive Jade.

Noob Saihot

Now this guy is easier than pie to find! Get a winning streak of 25
and you receive a message congratulating you on your achieve-
ment! Hurrah! But that's not all, after this message has been read,
you're whisked away to Goro's Lair to do battle with the Noob him-
self. Prepare for the fight of your life with this mean mother!

Smoke

Smoke can be found by first fighting in the Portal stage and then,
when Mr Toasty appears, hold Down and press Start. You'll now
be trundled away to Goro’s Lair to do battle with Smoke in an epic

a ALL MORTAL KOMBAT Il {MAGES COPYRIGHT 1993 M)

Qght to the death! J \

1
LETS BE FRIENDS! : :

If you fancy a laugh, or your parents are looking over your
shoulder, try an hilarious alternative to all those gory finish- ‘
ing moves. There are two different sets of moves to experi- 4
ment with, known as the Babalities and Friendships.
However, these alternative moves only work if you don’t per-
form a punch of any kind in the final round of the fight. Then
follow the joystick and button combinations for a top comedy
effect! As you can see, we detail some of these outrageous
new moves in our character profiles

.................
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AGE: 24
HEIGHT: 5°10”

WEIGHT: 185 pounds

NATIONALITY: Chinese

BACKGROUND: Liu Kang works as a fisherman in his native land of China. But it’s his duties as
a Shaolin Monk that led to him entering the tournament and eventually defeating Shang Tsung.
By doing this, he not only managed to turn the tournament around to the side of good, but he
also gained revenge for his parents death.

He may have brought back humanity to the Shaolin Tournament, but that didn’t prevent the
forces of evil whisking him away to the Outlands! Liu Kang has spent a great deal of his life train-
ing to be the ultimate fighting machine, so if anyone has a chance of surviving this new chal-
lenge, it is him!

AMBITION: With the skill and discipline of the Shaolin Monastery behind him, Liu Kang feels he
can defeat anyone — even Shao Kahn! Kang is now at his physical peak and his martial art skills
make him almost unbeatable, so he has every chance of making it through the ultimate test.

AGE: 26

HEIGHT: 6'2”

WEIGHT: 210 pounds
NATIONALITY: Chinese
BACKGROUND: Like Kang, Kung Lao is a Shaolin Monk. Due to his beliefs and duties as a monk,
Kung Lao has been whisked into the tournament to do battle with the forces of evil. Thanks to
years and years of intense training, he feels he is now as prepared as he will ever be to confront
the horrors awaiting him. However, those that know him may not be so confident!

AMBITION: His ultimate ambition in the tournament is to gain revenge for the death of the for-
mer champion, the Great Kung Lao, his namesake. Kung Lao senior was crushed by the half-
dragon Goro over 500 years ago, but memories die a bitter death and Kung Lao jr thirsts for
blood-drenched revenge!

| Jax’ ‘Bflggs is an ex-wrestler from America, and as such he has some
disposal. For years, this guy was the king of the ring - unbeaten in all
s until he ran into some trouble with a criminal cartel. He has now taken

wn why Jax is involved in the tournament, other than pure egotism.
estling past, this isn’t surprising, after all those guys are just

ALL MORTAL KOMBAT Il IMAGES COPYRIGHT 1993 - MIDWAY. MANUFACTURING COMPANY SEGAxg ISSUE ] O



cle Kick - Hold low kick for 5 seconds then release

ireball - Forward, forward + high punch

g Kick - Forward, forward + low punch

Forearm - punch up close

Low Fireball - Forward, forward + high kick

Dragon Fatality - Down, forward , back, back + high kick (up close)
Uppercut Fatality - Hold start + circle away from opponent

Babality - Down, down, forward, back + low kick

ship - Forward, back, back, back + low kick

lity - Back , forward, forward + low kick

Hat Throw - 3 hutton: Back, forward + high punch ¢ on: Back, for-
ward + low punch, control hat using up and down(box out)

Ariel kick - Down + high kick at peak of jump

Teleport - Down, up

Whirlwind Spin - Up + block, Up + low kick. Tap low kick to keep spinning
Slice Fatality - Forward, forward, forward + low kick (3 inches away)

Hat Decapitation Fatality - Retreat to edge of screen while holding:

3 button: High punch, then release it.

6 hutton: High punch then release it.

- Back, back, forward, forward + high kick

ISSUE ] O SEGAxg ALL MORTAL KOMBAT Il IMAGES COPYRIGHT 1993 MIDWAY MANUFACTURING COMPANY I 1



Eternal

70

Unknown

ITY: Unknown
! ND: Raiden is a Thunder God — a being so strange and mysterious we hardly know
anything about him. What is known is he’s probably the oldest man in existence! The Thunder
God is a being of pure electrical energy who took on the guise of a human in order to enter the
tournament. He can summon up the force of storms and lightning waves, before turning them
into an offensive weapon!
i Raiden is eternal and therefore can’t actually die, so he has no fear of being hurt in

combat. It is for this reason he is actually involved in the tournament and, funnily enough,
expects to win!.

21

58”

137 pounds

{: Outworlder

K - Kitana works as an assassin for Shao Kahn, although things aren’t quite as
stralghtforward as they seem. Kitana has actually learnt her parents were once great rulers of
the Outworld but were destroyed by Shao Kahn, her master! As an assassin for her evil ruler,
she has learned to use her metallic fan to stun opponents into submission, before leaping in for
the kill. This makes her a tough cookie to crumble in anyone’s book!
AR ON: Having learned of her parents gruesome fate at the hands of Shao Kahn, Kitana is
now set on returning the Outworld to its former glory and gaining revenge. The only question is,
does she have the strength and stamina to overcome the other warriors?

[26°3”
210 pounds
: American
00U Johnny Cage is a Hollywood legend! He is the star of dozens of big-budget, high-
rated Mamal Aris films (including the well-known “Blood Fist” and “Sudden Violence” epics!),
hut he still feels the need to prove himself in the field of combat. It is for this reason he has been
entered into the tournament, where, like it or not, he has to fight for his life like never before!
:* If Johnny manages to survive and maybe win the tournament outright, then there is
every possihility his fame will spread even further. A film will probably be made of his exploits,
making him immensely rich, but, being an egotist he Il probably waste it all in sad attempts to
~ impress women (or snmethmg)! ‘

o~
ALL MORTAL KOMBAT 11 IMAGE S COPYRIGHT 1995 MIDWAY MANUFACTUHIN NY SEGAE‘%‘“ ISSUE ] O




Lightening Toss - Quarter circle towards plus: 3 button: High punch 6 button: Low punch
Dive attack - Back, back, forward

Teleport - Down, up

Shocker - For a couple of seconds hold: 3 button: high kick 6 button: high punch (Can only
be performed by human controlled fighters)

Super Shocker Fatality - Hold low kick for a couple of seconds, release up close. Keep

taping low kick and block until the opponent guy explodes.

Super punch Fatality - For 6 seconds hold... 3 button: High kick, release up close

6 button: High punch, release up close

Bahality - Down, down, up + high kick

Friendship - Down, back, forward + high kick must be more than three inches away.
Pit/spikes: Holding block, up, up plus: 3 button: low punch. 6 button: high punch.

oves

Fan swipe - Back + high punch

Fan toss: 3 bution: forward, forward, low punch 6 button: forward, for-
ward’, low and high punch

Spin Fan lift - Back, back, back + high punch

Square Wave Punch - Quarter circle away + high punch

Decapitation Fatality - Block, block, block + high punch (up close)

Kiss of Death Fatality - Hold low kick, forward, forward, down, forward.
Release low kick (up close)

Bahality - Down, down, down + low kick
Friendship - Down, down, down, up + low kick
Pit/Spikes - Forward, down, forward + high kick

ISSUE 10 SEGAXS
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SRadnw Uppercut Back down ‘back + high punch
‘Shadow kiek - Back, forward + low kick

Packaga nhank down, punch + low ku:k

+ Iow punch + Inw kick + low hlock immadmtely after.
Tersn Fatalily Up nse down, down, fnrward plus:

Ba k’« baek back + High kick
: own, down + high kick

Down, down, down + high kick |

ALL MORTAL KOMBAT I IMAGE & COPYRIGHT 1953 MIDWAY MANUFAC TURING GOMPANY




HEIGHT: 6°2”
WEIGHT: 210 pound

BACKGROUND: A man of mystery, Sub-Zero works as an assassin for the ancient Chinese clan of Lin
Kuei. The Lin Kuei is made up of ferocious Ninja-Warriors; of which Sub-Zero is the most respected
member. With no relatives to fall back on, the clan has become something of a family to him and he
will do almost anything to make sure they are safe from harm.

Sub-Zero has had a few changes in his life recently. For starters, his long-time enemy, Scorpion, has
decided to stop pursuing him and instead help him out, keeping him free from any dangers. This all
came about when Scorpion saw Sub-Zero sparing the life of a victim. Hmm, each to their own!
AMBITION: Sub-Zero has two purposes to accomplish in the tournament. The first is to finish
what he started in the first game and finally kill Shang Tsung, and the second is to fulfil a con-
tract to kill off Shao Kahn. Just killing one demon-lord is hard enough, so can you imagine what
it must be like trying to do away with two? This is one brave warrior.

L
1

AGE: 24

HEIGHT: 5’7"

WEIGHT: 137 pounds
NATIONALITY: Mutant Outworlder
BACKGROUND: Supposedly, Mileena is Kitana's twin sister. She also works as an assassin for
Shao Kahn. However, though she may work as an assassin for Shao Kahn, she certainly isn’t
Kitana’s twin sister! The horrible truth is she’s a clone, created by Shang Tsung to keep an eye
on Kitana and assassinate her if she gets too independent. The mask she wears is a disguise to
cover up her shocking facial features, which are very similar to Barakas!

AMBITION: If she manages to actually win the tournament, she aims to over throw her master
and start a new empire ruled by her and her lover Baraka.

- AGE: Unknown
e o BEIGHI; 627
o WEIBHT 210 0

- NATIDNALITY: Unknown

Eﬁisxﬁgﬁi}ﬂa;i}\nut_her man of mystery, Scorpion is apparently a lost soul who has taken on a
- physical form so he can once again experience the thrill of combat. He gets his name from the
~ deadly spear he uses to kill his enemies. For a while he was deadly enemies with Sub-Zero, but
~ those feelings soon died down when he saw Sub-Zero spare the life of an opponent.
AMEITION: He now dedicates his life to protecting Sub-Zero as a means of making up for killing
s elder brother. What a sweet guy, eh!
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pze Aftack - Quarter circle towards plus:

- High punch 6 bution pad : Low punch
reeze - Quarter cm:le away + low kick
ower waa - Back + block + low kick plus:

3 button pad : low Kick, then release it. 6 button pad : low punch, then release it.

eep Freeze Fatality - Forward, forward, down + kick.

Follow this with Shatter punch - Forward, down, forward, forward + high punch (up close)
Pitch-o-doom Fatality - From the opposite side of the screen, back, back, down, forward
| while holding: 3 button pad : low kick then release it 6 buiton pad : low punch then release it

Babality - Down, back, back + high kick
Friendship - Back, back, down + high kick
- Down, forward, forward + block

Ground Roll -Back, back, down + hill
1i Throw - Hold for 2 seconds, release:
ns: low kick 6 button : High punch
k - Forward, forward + low kick
: 3 button: forward, back, forward + high punch
6 button: forward, back, forward + low punch
Sucka: Hold high kick for 3 seconds and release up close.
Babality: Down, down, down + high kick
1ip: Down, down, down, up + high kick
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Unknown
Unknown
Unknown
Mutant Outworlder
Baraka is King of a savage race of mutant Outlanders who have been shunned by

so-called normal society. Proving himself on more than one occasion to be a master at combat,
Baraka quickly rose to the rank of commander in Shao Kahn’s army. His long blades make him
an enemy to be reckoned with, whether in close combat or at a distance.

i Baraka has plans to defeat all of the warriors in the game and then go on to kill Shao
Kahn himself. He hopes to rule the Overworld with his lover, Mileena.

Unknown
Unknown
Unknown
¢z Unknown
The Green Reptile is a creature of chaos. He was created by an unknown force
in order to act as a neutral factor in the battle between good and evil. His sole purpose is to dis-
rupt both sides attempts to gain an upper hand. He likes things just the way they are and, as
such, attempts to maintain the current order.
In his opinion, he sees himself as the ultimate foe; no one can possibly be better than
he is and if they think they are they’re sadly deluded. Anyone who wants to tip the scales in their
favour during the competition will have to do battle with him first.

465 Over 500!

] 2 Unknown

Unknown
ALITY: Chinese .~ - e :
BAL . Shang Tsung took over the tournament 500 years ago when it was a just and
rightful event, but under his rule corruption spread. The evil was finally stopped when a warrior
called Liu Kang managed to break through all of his defences and bring an end to the proceed-
ings. Shang’s master didn’t look too kindly upon these events and threatened to destroy the
defeated demon once and for all, but Shang still had one more card up his sleeve — he would
set up a new tournament in the Outworld, where he would draw the warriors into a fight to the
death with Shao Kahn. e

.1/ Shang plans to ultimately defeat the other contestants in combat, before facing up to
Shao Kahn himself. If he manages to bea the big guy, then the Overworid is his to rule!

%
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kick - Tap high kick twice (up close)
lade Swipe - Back + high punch
Blade Fury - Back, back, back + low punch
Blue Spark - Quarter circle away + high punch
hrow- Punch (up close)

on Fatality - Back, back, back + high punch (up close)
- Up close: 3 button: Back, forward, down + low punch
6 button: Back, forward, down + high punch

Babality - Forward, forward, forward + high kick
Friendship - Up, forward, forward + high kick (hold block)
Pit/Spike - Forward, forward, down + high Kick

a e ide !

)
A
M
Ly

Acid spit - Forward, forward + high punch(box out)
Orb: 3 button: back, back then low punch

& button: back, back plus low and high punch
Slide: Back + block + low plus:

3 button pad: high punch 6 bution pad: low punch
Invisibility - To switch invisihilily on and off, hold block, up, up, release
block, down then: 3 button: low punch 6 button: high punch

Invisible kill - Forward, forward, down + high kick while invisible (up close)
Tongue Lashing - Back, back, down + low punch (half a screen away)

Mu ality - down, back, back + low kick

F hip - Back, back, down + low kick
os - down, forward, forward + hlock

Skult firing: 1 s‘krm Back, back + high punch 2 skulls: Back, back, lorward + high punch 3 skulfs: Back, bauk forward forward + high punch .
: ' Morph to Kung Lan: Back, down, back + high kick Morph to Lul Kang: Back, forward, forward + block
Morph to Kitana: Tap hlock quu:klv 3 times. Morph io Jax; Down, forward, back + high kick
Worgh to Baraka: Down, down + low kick
Mesrph tﬁ Mﬂeena' For a second hold: & bution: low kick & button: high punch

Mnrph to Sub-7ero: Forward ,down, forward + high punch

~ Morph to Scorpion: Hold block, up, up.
, b Morph to Reptile: Hold block, up, down plus: & buttons: low punch § butions: high punch
i = He can do any other character S fatahtv/babahty/frlendshm moves if he’s morphed into them. Plus:
= 2 : -‘ * Seul Suek Fatality: Holding block: up, down, up + low kick
ﬁ@veaank}aﬂh Fammy* Hold hrgh kick for 3 seconds, release about 2 inches away from victim.
Mnrph !a Eﬂimr@. Fur 1 5 seconds hold down: & buiton: low kick & Buttan: low punch Release about 2 inches away from victim.
i Bahamy Back ‘,,!tfmard dmm + h!yh_ldck Frtendshlp Back back down, forward + high kick.
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ayhem of Morta
re excitement than the original,
2 at IS Trmye(lassic ! e
As you'd expect, the mere mqrtals hey
anyone about the new Kambat game from , S0 much so that
we've produced a massive guide in this issue and now we present the
Kream of Kompetitions. SEGA XS, in association with Acclaim, are
once again sending shockwaves thoughout this green and pleasent
land with yet another chance to be an awesome winner!

Be the envy of all your friends in a fashionable Mortal Kombat Il T-

The Prizes

1st Prize - 1 Copy of Mortal Kombat Il on the Sega for
1 Mortal Kombat Il strategy guide book we
1 Mortal Kombat Il T-Shirt,

gt:vaar’s Moi%l Monday, _ Shirt or, alterhativelv, strut your funky stuff in al

7t 1. More™ baseball cap. You could even become a lege

‘at SEGA XS are as excited as  chance to get your grubby hands on a free copy a

in your own neigh-
Kombat Il, if you win
' prize itself — the
the Mortal Komhat Il

bourhood as the number one authority an Mortal
the superh, strategy guide. Finally, the ultimate

game itself. e

All you have to do in order to step ia the XS#a
the three questions correctly, sendst® entry fgth into us and be lucky
enough to be pulled out of Chris Marke’s largé€ardboard box as one of
the winners. It really is as simple ag*ffat. G luck one and all, let the
merriment of Kombat begin!

Il of fame is answer

Fof your choice.
£15.

1 Mortal Kombat basegaWéap.
1 Mortal Kombat Il wall poster.

10 2nd prizes - 1 Mortal Kombat Il T- shirt.
1 Mortal Kombat haseball cap.

30 Runners-up - 1 Mortal Kombat Il wall poster.

ORTAL

hich of the following fighters has not been included in

Colin "amazing shorts’ Nightingale
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SOLUTION

Once youdr;ehach :jhe ﬁnﬂ:i of H;‘e':level blast theje flh:vodnoc:ies to compllefehyotér

. mission and then dash through the exit towards the dangerous perils ahead.
The key allowing you to continue through the level is found here;
grab it ;y opena c?eoring in the otherwise impenetrable shrubbery.

Blast this node and prepare fo shoot the Before heading to the exit kill
hordes of creatures that appear. Next the creatures emerging from the
go right fo find a new set of steps, pro- wall to give a welcome boost to
viding access to the higher s. your savings!

i
e B
o emandinky

=

2 Welcome to the opening

Use the key located outside to open level, designed to give you

this room and then enter to collect a gentle introduction to the

veritable feast of power-ups! trials and tribulations

ahead. Not much happens

Grab this key to remove the pillar blocking the clear- to begin with, however this

ing above. Inside is a node. When you come out go doesn’t mean things are

. The pathway has now changed in your favour! easy. Remember lives are

scarce, so don't blow any at
this early stage!

b
-
e
e
“

The third section of World 1 is very straight-
forward to complete. There are two possible
routes to take, but naturally SEGA XS only
shows the best, most efficient one! There
are plenty of opportunities to collect loads of
power-ups and cash, so be prepared!

.:“

Shoot the pillar on the right to reveal a key and
a restart point. The key provides access to loads
of bonuses over to the right.

The Chaos Engine launched an all out
offensive on the SEGA XS offices this

month, showering us n srapnel and - MICROPROSE ® STRATEGY/SHOOT-EM-UP

forcing us to dive for cover heneath our Ld S =
desks! As you may have guessed, it's D _

definitely a winner on the playability
front, despite being one of the toughest
games we’ve played in a long while.
With a combination of irresistible
attributes like this, Chaos was a chal-
lenge the XS posse simply couldn’t
ignore. We were determined to crack
every level of this all-action extrava-
ganza and, needless to say, crack it we
did! So relax, read on and discover all
the secrets of The Chaos Engine in our
fully mapped, solution.
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Grab this key to activate a bridge
averlhegeamingnwdstreum.

Level 1-2

The action begins to hot up
during the second section of
World 1, as the playing area
dramatically increases in
size. Throughout the section
are alternate routes to the exit
and it's important to select
your passage wisely, other-
wise it could be curtains!

N
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At this point it's decision time. The cause is_deciding which way to go,

by taking a certain route. The only advice we can give is going to

Clear the path to this island to
ﬁblu}i'n a Iw helpful mwbe':dug;: The

ey here also opens over
to the right of the secfion.

nearby and
of tasty

Collect the various keys on route to
reveal the path upwards, then shoot the
node from the neighbouring ledge.

Shoot this to reveal

‘:‘.l-lll Ly -’“
b s O o
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Destroy this node fo

wer-ups. Once you've grabbed
them all, confinue using !K:Uolher

se%ofslefs w.
room packed to bursfing with

7
£TE -

SOLUTION

lthough no real advantage is gained
°lhe ndllngzts you to Ihehgen:sq%?clker

AS
Destroy the last node and
then dash through the exit.

o o v gt e

a—"

< e

Unveil this bridge with the key located

use it fo gain access fo loads This section gives you an

early example of the com-
plexities of Chaos. In particu-
lar, it shows just how much
the basic format can change
as you go along. Once again
there are plenty of opportuni-
ties to power-up and, as
always, it's best to use them!

bridge.

a key and use it fo open a
lead to a secret
power-ups!
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a key. This removes the pillar
9e:srt'.»rz’usly blocking your :oih




Go left at the top of these to find a key, allow:
hpyoubgdﬂz;ﬂmebtqmm
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Shoot this wall
, destroy the
node und then

walk across

Things start to get a little bit |
weird in World 2. Each level
somehow seems to dramatical-
ly rearrange itself as you
progress, making it tough to
know what's going on.
Basically, this means the level
looks totally different at the
end, compared to the start —
or something!

v
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the key here and then go back fo the area you just ssed. Some
e{mve now oppeogr:d giving you access kla hur;en bonuses.

'ﬂwmnconlumsloodsd goodies. Grab the key and then blow away
the strange dog-like creature that comes running out.

Welcome to the second section of
World 2, where an incredible treasure ¥ [:j
trove of goodies awaits the brave! =%

Don't take any chances on this level
and, with luck, you can really boost - °
your standing. Basically, the best path ]
to choose, which leads to all the trea-
sures, is the one we've pointed out. So
follow us and everything will be alright!

whlchmek &hﬁmwhwmh
route fo
eleﬁmneusﬂnzeb e,smudl
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Kill all the creatures in this section to | a hidden key. Thi Grab the first key in here, but not the second. This allows you
g m?perllsslhewooder:v j:o: n;xi:: h:)lsleplss. to walk across plpoo[':oveand collect the bonuses.

T AL AR

If you like landing yourself in hot water get

ready. In fact things are positively boiling, so : Blast this pipe to stop the steam from blocking your
there’s steam around every comer! Be careful zhf;,' e 'h?;z:;:: Lh:bmt'" to reved path through the rest of the stage.

not to burn yourself and keep shooting the
pipes whenever possible. Other than that your
biggest task is concentrating on staying alive! e i et eann et R

e gar i ey

e : -
Kill every crea-
ture in this area
and then collect
the key. This
clears a path for
you to escqj
through without
any 1

This is one of those puzzles that is very

simple once you've worked it out but a com-

plete nightmare until then! You don’t have

to explore looking for keys to open doors =~ -] 7 3 i 3

and the rest. Instead just follow the path 8 £1 AR ey This is in fact the

ahead and the route becomes apparent as potos S e Gy gy TR ] o exit. |:om°)"'|:°k
AR z ; : H i i easy fo get to,

bl ; : : : a3 i but you must

explore the

whole level five

times over

before it allows

you to leave!

Shoot this node and watch in disbelief as the whole level V . Waitch these pipes. As you get close to them loads of
completely changes structure before your very eyes! o Spa green dimycprle‘:;ures czawlgzullohussle you!
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At the beginning of this
level you come across a
row of keys in front of
you. These unlock two
different routes through
the stage. To get the
“most goodies walk to the
right corner and walk left
collecting every key you

reach. However, don't -

get the one on the far-
left. Now walk over the
bridge that appears.

Shoot the middle statue,
which is different to the
rest, this clears a path-
way out of the room.

After being feleported,
you apper in this
room. Go into the room
above and fo the statue
found at the top of the
wall there. The statues
keeEs disappearing, so

walk into it when it has
vanished fo be teleport-
ed back to the start of
the level once
again.This fime the wall
to the right is open,
allowing you access fo
the rest of the section.

Take corridor two, then, when you eventually return to the start, grab the set of keys which
have now appeared. By doing this, a small section of the floor rises up and teleports you!

When you reach the section of hovering
platforms, grab the key indicated by the
top arrow, dfter approaching it from
below. Next get the key indicated by the
arrow at the bottom. This allows you to
grab the goodies shown by the middle
arrow. Ager carrying out these insiructions

ou're warped to the centre of the plat-
orms where you choose from two different
routes. Each leads to different treasures
and monsters. Once you've bagged all the
gear, beat a hasty retreat to the exit!

Shoot this node to form a bridge over the
chasm in the previous room.

If you fail to get the required keys fo reach
kel e e, o ! Go
to this room and shoot the middle statue at

Grab the keys at this point to form a

bridgeto:l?ene)darea—-lhaekeys

ive e most opportunities to

E:Z%WJ.NW‘
the exit.

When you emerge into this sec-
tion you're faced by a series of
mazy corridors. From the left,
corridors one and three take you
to the two rooms just north of the
start, and corridors two and four
loop back around to the start.
The best route is either two or
four, as there is more treasure.

To get past this room follow this
sequence of files — circle, square,
lain. Fail to follow this sequence and
it's back to the start for you. on fop
of this you also reduce the amount of
treasure i’s possible fo collect.

SeGAXS ISSUE 10




Depending on the side of the level you're At this point you're warped back to the origi- This set of keys is surrounded by a force field. To get to
playing, this exit takes you to a difterent nal route on the other side of the level. I¥'s dll them shoot all the statues surrounding them in a clock-

starfing point on the next level. very confusing stuff, but keep persevering! wise direction starting with the bottom-left statue.

R G | SR M . i | W
.

@ s 3 AL,

I

The nature of this level is

totally dependent upon the As you go through this corridor, the keys in the first rooms If you collect the silver ke{ on the right as you go up the stairs the
exit you decided to take in you enter open rﬁe next set of doors upwards. Kee& trying second one vanishes. Collect the third one and you're warped to
the last stage. According to these doors until you find the one leading fo the exit. the same point on the opposite side of the level.

your choice, you tackle one

side of this stage, although

both sides are virtually iden-

tical. If you have followed

the route in this solution,

you will start on the right- : ’

hand side, which is the posi- ! i i i Step into this alcove
tion we'll assume you're in Zrid = Lj =5 and be warped fo a

3 : : secret area at the
for our tips to the stage. e 4o b - ! bottom of the level.

If you emerge at the
centre of the level,
collect the two silver
keys to be warped o
the other starting
point in the top-left
corner. This level is
one of the toughest
in the game, with
more enemies to
contend with than
ever before! Try not
to do anything silly
— remember once
through this stage
you can power-up
yet again.

ISSUE 10 SEGAXS



When you emerge blinking into the terror-ridden
atmosphere of the final World, collect the two
golden rings located above and below you.
These reduce the amount of invincible creatures
found in the next room. This stage has two exits, -
there’s nothing much between them and the one -
highlighted is purely our choice.

Blast this node and open All the rooms here are When you emerge, shoot the cannons as Shoot the lever to open the room with the Shoot this pipe to clear the
up the exit to escape to packed with enemies. Take they appear on fhe 'ﬁlufforms around you,  golden key. This key blocks off the alternate  way to progress. Drop down
the next stage. We're get- plenty of time and pick all then go left. Shoot the pipe to drain the route through the corridor on the right. Goto  into the huge freasure room
ting close now folks! the blighters off one by one! water from the next room and go down. the next room and walk into the manhole. for a romp after that!

Think back to the first room. if you
shot the digit on the wall it would
have changed to four, and the
flashing number on the wall
would've cgunged to one. Shoot
the corre: ing numbers in this
rom, to deactivate the nodes and
clear a path to the fifth room.

In this second room, you need a pin-
ning wheel. Note, it sparks whenev-
er it passes a contact on its frame. If
you stop this wheel by shooting it at
the exact point where the contact
meets, you open a short cut fo the
fourth room.

In this first room, collect the golden
keys to activate a set of stones
forming a circle. Keep shoofing
any one stone repeatedly unfil i¥'s
destroyed. This causes the others fo
disappear and in turn switch off
the first node, blocking your path.

Don't be fooled by the fact this is a simple
stage in structure — it’s still damned difficult
to complete!All it boils down to is one long
corridor leading to the exit at the top.
However, the path is blocked by gun turrets
and activated nodes. The force channelling
between these babies makes it impossible
to walk through without dying.

SEGAXS ISSUE 10



Go into this room and shoot the middle Once you've explored the outside ledge, shoot the Shoot the guns and then grab the silver keys at this point. More

i 5 final switch on the right fo drain the water from uns appear along with rats so blow them away before going fo
WA S o€ SRR 1 T Lt one. M o e g Ppeubovl?%hod the last two nodes and head for the egxit.

This gives you access to a new set of steps. inside the main pumping room. the room df

Shoot th(zl gﬂt:nseglut

appear around the edge
Pgﬁ’he room, and Ihgn
grab the goodies scat-
tered around the floor.

If you followed the route marked out on the previous
level, you begin this one in a small room. Grab the
key to open the door and then go right down the cor-
ridor. You're attacked by ravenous rats along the
way, who take plenty of hits before they bite the bul-

The two generators at the top are perhaps the hardest fo destroy. Hroak let. There is a useful extra life at the end of the level.

the eleciric pulses coming towards you and get around the corner under-

The action begins fo hot up neath the generator to destroy it, before it gefs you with some fresh pulses.

when you're confronted by
hordes of nasty creatures, as
well as homing energy puls- % R L T :
es. So fake extra special care! : P R : When every generator is
- k. destroyed, the force field
around the Chaos Engine is
deactivated. Walk into the
ring in front of it fo be
wa'rd aw? for the final
battle. The Chaos Engine is
surrounded by a protective
shell; shoot through this fo
expose ifs innards. Once the
engine’s vulnerable, it
increases it's fi er. Keep
pumping it with lead until it
explodes, and then sit back
and watch the happy ending!

Be quick to approach and
destroy the generators, oth-
erwise they emit small puls-
es of energy that home in
on you.

T
e e

* This is the final level, with the

infamous Chaos Engine

; 2 located inside a force field in

de?,?;' ”‘:mg £ 3 I the centre. To deactivate

appears. 'oU can Now reani- i S this, first deStl’Oy the four

mate your rlnershoul!dlhey L : PA N s { s ~_ generators dotted around the

die! — un 5Y°"bd:f'”"’°": . i 7 o : : level. Each of these genera-

course! . § s : i ‘ : : tors must be shot at the base

& G g, in order to be destroyed.

Take care, kick some butt
and beat the system!

Level 4 -4 |
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ANOTHER W
aND A CUT THRORT 2T2ZMM2BBN35

BRANDIT TO . World 3
NAVVIE lives 17 Skill 10 Cash 54952
PREACHER Lives 9 Skill 10 Cash 34572

YKLSLTLAS1#M

World 2
THUG lives 18 Skill 10 Cash 13726
NAVVIE Lives 12 Skill 10 Cash 1220

#YRSOFAW3VDN

World 4
BRIGAND lives 31 Skill 10 Cash 48120
GENTLEMAN Lives 17 Skill 10 Cash 48486

6#4W7YWL3R5X

World 2
NAVVIE lives 3 Skill 10 Cash 41732
PREACHER Lives 2 Skill 10 Cash 19186

T2YGH9QQ#236

World 3
PREACHER lives 21 Skill 10 Cash 14360
NAVVIE Lives 29 Skill 10 Cash 1466

FPNSR#82ZF3C

World 3
PREACUER lives 4 Skill 10 Cash 2680
THUE Lives 5 Skill 10 Cash 21770

P#9QQ7Q7PVBM

World 2
PREACHER lives 20 Skill 10 Cash 32032
NAVVIE Lives 4 Skill 10 Cash 65516

P2MG2L73RQMS

World 4
GENTLEMAN lives 11 Skill 10 Cash 31908
PREACHER Lives 15 Skill 10 Cash 7316

Y25RMW536YZL
GENTLEMAN fves 16 Skl 10 Cash 14178
MERCENARY Lives 9 Skill 10 Cash 24558

) _ YKXVGL7ZHXMDM
SCIENTIST, World 2
MERCEMARY lives 8 Skill 10 Cash 55400
F THE THUE Lives 28 Skill 10 Cash 37278

E8T -0
RRRCTERS.
YEARRS OF

CHAOS ENGINE PASSWORDS

2 PLAYER GAME

PIMCYV#O7HGV

World 4
GENTLEMAN lives 8 Skill 10 Cash 63010
PREACHER Lives 11 Skill 10 Cash 55790

2XY4RJK26Q22

World 2
BRIGAND lives 26 Skill 10 Cash 5662
PREACHER Lives 5 Skill 10 Cash 12404

#XRCKT#MZX6B

World 4
MERCEMARY lives 28 Skill 10 Cash 20308
PREACHER Lives 31 Skill 10 Cash 7740

#NYY270TP51X

World 2
PREACHER lives 26 Skill 10 Cash 28206
MERCENARY Lives 15 Skill 10 Cash 24422

PD1DSLQ469LT

World 3
GENTLEMAN lives 27 Skill 10 Cash 41932
BRIGAND Lives 1 Skill 10 Cash 41022

K952SYW76511

World 3
THUG lives 31 Skill 10 Cash 1292
NAVVIE Lives 8 Skill 10 Cash 38272

#DI12ID79Y)74

World 4
BRIGAND lives 21 Skill 10 Cash 30780
NAVVIE Lives 2 Skill 10 Cash 19024

TIHGINDB55KG

World 3
GENTLEMAN lives 0 Skill 10 Cash 21528
PREACHER Lives 14 Skill 10 Cash 32990

6XH4AYO01CSO1K

World 3
GENTLEMAN lives 8 Skill 10 Cash 8714
MERCENARY Lives 11 Skill 10 Cash 28360

2X#2KFYPS211
World 2
MERCENARY lives 22 Skill 10 Cash 19956
BRIGAND Lives 31 Skill 10 Cash 5804

Cartridge supplied by:
VIDEO GAME CENTRE,
Tel: (0202) 527 314
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STREETS RAGE 3

39.99 36.49

raMachings
tB (©p

I GiANTIEY |
MICRO MACHINES = SENSIBLE SOCCER
24.99 22.99

"MEGADRIVE GAMES
OFFICIAL UK PRODUCTS

FOR OUR FULL RANGE, CALL 0279 600204 &
REQUEST A 16-PAGE COLOUR CATALOGUE
NEW ITEM

oo L il ;
SONIC 2 SUPER MONACO GP

18.99 12.99

LION KING (DUE OCTOBER) ¢ i
LOST VIKINGS
LOTUS TURBO CHALLENGE
MCDONALDS TREASURELAND
MEGA BOMBER MAN o
MEGA GAMES 1 (WORLD CUP ITALIA
‘90, COLUMNS, SUPER HANG ON) ......19
MEGA MORPH «

MEGA-LO-MANIA
MICKEY AND DON,

ALADDIN.
ALIEN3 .
ARCH RIVALS
ARIEL - THE LITTLE MERMAI
BALLZ - .
BEASTBAI

MICKEY MOUSE
MICKEYMANIA »
MICRO MACHINES

BUBBA ‘N’ S 99

BUBSY BOBCAT 99 MORTAL KOMBAT

CHAOS ENGINE 8.99 MORTAL KQMBAT 2+ . 2.99
COMBAT CAR: 2.99 MUTANT LEAGUE FOOTBALL 5.99
COOL SPOT .. 9.99 NBAJAM.........oiiimiiuccnnincns 0.99

NHL HOCKEY ‘94 (4 PLAYER GAME) .
NHL ICE HOCKEY ‘95 «
NHL PA ICE HOCKEY ‘93
OLYMPICGOLD *..............
PETE SAMPRAS TENNIS
(J-CART 4 PLAYER GAME)
PGA EUROPEAN TOUR

CORPORATION
DAVIS CUP TENNIS
DESERT STRIKE ...
DR. ROBOTNIKS MEAN BEAN MACHINE
DRACULA
DUNE 2 (BATTLE OF ARRAKIS)
DYNAMITE HEADDY *
EA SPORTS SOCCER (4 PLAYER

GAME) (FIFA SOCCER) PIRATES OF Tl 7.
EA TENNIS (IMG INTL TENNIS) POPULOUS 4.99
ECCO (DOLPHIN)...... POWERMONGER 6.99

ETERNAL CHAMPION: PRINCE OF PERSIA . 1.49
EURO CLUB SOCCER R.B.I. BASEBALL '94 . 6.99
F22 INTERCEPTOR RAGNACENTY* ... 8.99
FANTASTIC DIZZY REVENGE OF SHINOBI . 2.99
FATAL FURY ......... ROAD RASH .. 4.99
FIFA 2 (DUE NOVEMBER) ROAD RASH 2 9.99
FLASHBACK .........c...... ROBOCOD (JAMES POND 2) 4.99

SENNA SUPER MONACO
SENSIBLE SOCCER ...
SENSIBLE SOCCER INT EDITION *
SHAQ FU (DUE NOVEMBER) *
SHINING FORCE 2+ .
SHINOBI 3 (RETURN OF
SIMPSON:
SKITCHIN

FORMULA ONE RACING .

GAUNTLET 4 covxesssproneess

GENERAL CHAOS (4 PLAYER GAME) .
ODS

GRANDSLAM TENNIS
GUNSTAR HEROES
INCREDIBLE HULK
JOHN MADDEN ‘93

JOHN MADDEN AN SONIC 2

JUNGLE BOOK. SONIC 3 . 3.99
JUNGLE STRIKI SONIC AND KNUCKLES (DUE OCT! 9.99
LETHAL ENFORCI SONIC SPINBALL ........... i

SUPER MONACO GP
12.99

X-MEN
18.99

25.99

» '4:.7-*{ AVE

£1 junE
TS & (i dITIETD

NBA JAM ROBOCOD SONIC 1 ALADDIN
29.99 19.99 19.99 24.99
SPEEDBALL 2 .oooooeeensoereressnees ..16.99  WORLD CUP USA ‘94 (CD) ... 31,
STREETFIGHTER 2 GFAWIP EDITION . 4149 YUMEMIMYSTERY MANSION . 40,99
o , 24!
STREETS OF RAGE w0 GAME GEAR GAMES
SUBTERANNIA .... 35.99
SUPER MONACO G ALADDIN o

ALIEN 3
ASTERIX & THE GREAT RESCUE «

.12.99
SUPER STREETFIGH 4
SWORD OF VERMILLION

TAZMAINIA 2« .99 CHUCK ROCK 2: SON OF CHUCK
TAZMANIA .. .99 COLUMNS ...

TEENAGE M .30.99 COOL SPOT.

TOE JAM AND EARL 2 .28.99 DAFFY DUCK *

URBAN STRIKE .34.99 DESERT STRIKE

VIRTUA RACING . .58.99 DONALD DUCK 2

DYNAMITE HEADDY
ECCO THE DOLPHIN...
FORMULA ONE RACING .

WINTER GAMES .
WORLD CHAMPIONSHIP SOCCER
WORLD CUP USA '94

WWF WRESTLEMANIA 17.49 INCREDIBLE HULK
XMEN.............. 18.99 JUNGLE BOOK
ZERO TOLERANCE ‘3409 JURASSIC PARI
ZOMBIES 32:99  MICRO MACHIN
MORTAL KOMBAT
MEGA CD GAMES MORTAL KOMBAT 2 +

NBA JAM

BATTLECORPS * .35.99  NINJA GAIDEN

DOUBLE SWITCH (RATED PG) . .40.99 PETE SAMPRAS TENNIS .

DRACULA UNLEASHED (RATED 15) .31.99 PGATOURGOLF ...
.DRAGON'S LAIR .42.99  PINBALL WIZARD ...

DUNE ;covsivsses .35.99 PRINCE OF PERSIA

FIFA SOCCER (CHAMP EDITION) .34.99 ROAD RASH

FINAL FIGHT ... .32.49  ROAD RUNNER (DESERT SPEED TRAP)

FLASHBACK ... .29.99 ROBOCOD

FORMULA 1 RACING » .34.99 ROBOCOP VS TERMINATOR

GROUND ZERO TEXAS (RATED 15; 39.99 SENSIBLE SOCCER

HOOK SHINOBI2...........

JUICE (DUE OCTOBER) *
JURASSIC PARK (CD).....
LETHAL ENFORCERS (+ LI
LINKS GOLF »
MEGA RACE ...
MORTAL KOMB;
NHL ICE HOCKEY ‘94 (CD)
NIGHT TRAP (2 CDS) RATED 15
REBEL ASSAULT
SENSIBLE SOCCER (CD)
SOUL STAR »
THUNDERHAWK
TOMCAT ALLEY (RATED U) «
WING COMMANDER »

SOLITAIR POKER

STREETS OF RAGE 2
SUPER MONACO GP...
SUPER SPACE INVADERS .
TENGEN WORLD CUP SOCCER
TOM AND JERRY ...
ULTIMATE SOCCER

(D32 SPECTACULAR VOYAGE
JAMIGA A1200 LEMMINGS 2 + DP3 ...300.00

©

: |MEMBERSHIP FEES UK EC WORLD
S | SIX MONTHS TRIAL 4.00 6.00 7.00
{ONE YEAR 7.00 9.00 11.00

...24.49

LHX ATTACK CHOPPER SONIC THE HEDGEHOG
MEGADRIVE QUICKJOY
EX?II: AS FOOT PEDAL

(TRANSFERS
JOYSTICK
FUNCTIONS TO
FOOT PEDALS.
IDEAL FOR DRIVING & FLYING GAMES -
CAN BE USED WITH FREEWHEEL
STEERING WHEEL)

PHASE 9
GRADUATE SIX
BUTTON JOYPAD,
AUTOFIRE & SLOW
MOTION 11.99

QS135 PYTHON
JOYSTICK FOR
MEGADRIVE

(WITH AUTOFIRE) 9.99

...19.99

QUICKJOY SG
PROPAD 2 SIX
BUTTON JOYPAD
WITH AUTOFIRE &
SLOW MOTION.
14.99

TURBO 2

RAPID FIRE JOYPAD
FOR MEGADRIVE
(WITH AUTOFIRE
AND SLOW MOTION)
7.99

QUICKJOY SG
PROGRAM PAD
PROGRAMM-
ABLE JOYPAD
CAN HOLD UP TO
THREE PRESET
MOVES IN
MEMORY. IDEAL FOR GAMES WHERE
SPECIAL MOVES USING MORE THAN
ONE BUTTON ARE REQUIRED ...... 19.99

& | MEGADRIVE WITH
SLOW MOTION AND

TURBO FIRE 13.99

SAITEK MEGAGRIP IV
FOR MEGADRIVE.
INCLUDES AUTOFIRE

MEGADRIVE EXTRAS
GAME GENIE FOR MEGADRIVE (GAMES
ENHANCER, ALLOWS CHEAT CODES TO BE

FUNCTION. ENTERED FOR INFINITE LIVES, CREDITS,
11.99 ETC. BOOK OF CODES INCLUDED) ...37.99
ACTION REPLAY PRO CARTRIDGE
(ALLOWS CHEAT CODES TO BE
ENTERED TO GAME FOR INFINITE
SAITEK n  LIVES CREDITS (7o [ 36.99
MEGAMASTER | 0GIC 3 MULTI CASE CARRY BAG
BUTTON (EXTRA COMPARTMENTS FOR
[— OYS1O'| N FOR LEADS, JOYPADS AND GAMES) ....... 11.99
MEGADRIVE WITH AUTOFIRE & SLOW SO JHEHERAEHGD
MOTION (MICROSWITCHED)......... (GBOM TALD) o 289
y’ FREEWHEEL TAILS CUDDLY TOY
STEERING WHEEL SHost LEFT
PLUGS INTO (B5CM TALL)..occvevvrrenns 11.99
Sy LORT SONIC SPORTS BAG

WITH FREE BLUE

SONIC T-SHIRT ...
DUST COVER FOR MEGADRIVE 1
DUST COVER FOR MEGADRIVE 2

FOR OUR FULL RANGE, PHONE 0279 600204

DRIVING GAMES.
CAN BE USED WITH
FOOT PEDAL 22.99

AND REQUEST A FREE

GAME GEAR WITH SONIC 1

.| PLUS 4 GAMES CARTRIDGE.
INCLUDES SONIC 1, COLUMNS,
CHAMPIONSHIP TENNIS, PENALTY
KICK AND PAN AMERICAN ROAD
RALLY. SAVE OVER £40 ON RRP.
GENUINE UK VERSION
(NO MAINS ADAPTOR)
OR AS ABOVE WITH SONIC 2 & 4 GAMES CARTRIDGE

GAME GEAR WITH COLUMNS
MAINS ADAPTOR FOR GAME GEAR... ... ... cos cosvisvin o v e
BLACK CARRY BAG FOR GAME GEAR OR LYNX 2 WIT

GAME AND ACCESSORY COMPARTMENTS ... ... .o oo e e e
LOGIC 3 GAME GEAR DELUXE PROTECTOR CARRY CASE ...

LOGIC 3 RECHARGABLE BATTERY PACK FOR GAME GEAR
(FITS INTO BATTERY COMPARTMENTS,
GIVES UP TO 2.5 HOURS PLAY - MAINS ADAPTOR REQUIRED ... ... ... ... ... 14.99

SEGA CAR ADAPTOR FOR GAME GEAR (PLUGS INTO CIGAR LIGHTER) ... 14.49
S 8 I

bsAVE S
L£40

SONY KVM1400 14” FST COLOUR
SCART TELEVISION/MONITOR
(SCART INPUT GIVES PIXEL PERFECT PICTURE)
REMOTE CONTROL, 60 CHANNEL
TUNING, REAR SCART, HEADPHONE

SOCKET, TWO POSITION TILT AND
LOOP AERIAL.

SONY 14" TV (GREY) ..
SONY 14" TV (WHITE) ..

SONY 14" TV + FASTEXT

SHARP 14" TV/MONITOR WITH REMOTE CONTROL, SCART INPUT,

ON SCREEN DISPLAY, 40 CHANNEL PROGRAMMABLE

MEMORY AND SLEEP TIMER St VT
ALL WITH FREE SCART LEAD (STATE AMIGA, MEGADRIVE, SNES OR CD32)

194.99
... 194.99
... 244.99

SONY KVM1400 TV SHOWN

4.99

SPECIAL RESERVE
HEAVY discounts

HUGE range
FREE - 16 page colour catalogue - just phone

0279 600204
—f

e

Order by post, or by phone or come to one of the Special Reserve

CLUB SHOPS OPEN 10am to 8pm SEVEN DAYS A WEEK

HUGE range of hardware, software,
books, peripherals and leads for
PC, CD Rom, Amiga, CD32, Sega,

Nintendo, Atari, Apple, Sony, Philips

and 3DO. All official UK products,
all at HEAVILY discounted prices

99 CHELMSFORD - 43 Broomfield Rd around the comer from the bus station

SAWBRIDGEWORTH - The Maltings 200 yards from the train station

Over 200,000 people have joined Special Reserve
ALL PRICES INCLUDE VAT AND CARRIAGE

...240.00

: PANASONIC 3DO TOTAL ECLIPSE ...395.99
: AMIGA A600 LEMMINGS 2 PACK ...200.00

_____________ 5

i
| Each issue reviews a selection from our extensive range and includes |
I at least £30 worth of coupons for additional savings on top products
: Members are under no obigation to buy anything

: ONE YEAR PRICE INCLUDES SIX ISSUES OF THE SPECIAL RESERVE MAGAZINE WITH £180 OF XS COUPONS
i Credit Card Sales 0279 600204 10am to 8pm Daily

CHOICE OF SERVICE - PLEASE READ BEFORE YOU ORDER
All prices include VAT and 2-3 working day carriage to UK mainland
Software and peripherals are sent by post, hardware by White Arrow

Please add 40p per posted item if you require first class post
Please add £10 per hardware item if you require overnight carriage
Hardware items (battery or mains) are only supplied to the UK mainland
Allow one or two days for processing and despatch of stock items
All items are individually despatched and may not arrive together
An order confirmation/despatch advice/VAT receipt will follow
Overseas orders must be paid by credit card (no hardware sold overseas)
Overseas surcharge £2.00 per software item or 25% on other items
(BLOCK CAPITALS please)
Name & Address

VOTE

SEGA XS

Postcode
& If PC please state DISK or CD ROM

| Phone No Machine

!Enter membership number (if applicable) or
jNEW MEMBERSHIP FEE (ANNUAL UK 7.00)

MEGADRIVE 2 WITH SIX GAMES
& 2 SEGA CONTROL PADS ... 109.99

MEGA CD 2 UNIT FOR SEGA
: - . MEGADRIVE WITH 7 GAMES.

CONNECTS TO MEGADRIVE 1 OR 2TO PLAY MEGA CD

TITLES. (DOES NOT INCLUDE MEGADRIVE) ... ... ...

MEGADRIVE 1 WITH SONIC 2 & 2 SEGA CONTROL PADS .
MEGADRIVE 1 WITH FOUR GAMES & 2 CONTROL PADS ... ...
MEGADRIVE 1 WITH FIFA SOCCER & 2 CONTROL PADS ... ...
MEGA CD 1 UNIT FOR SEGA MEGADRIVE WITH

ROAD AVENGER. CONNECTS TO MEGADRIVE 1 OR

TO PLAY MEGA CD TITLES. P
(DOES NOT INCLUDE MEGADRIVE) ... ... cc0 voe ves e

MEGADRIVE 1 & 2 ARE THE SAME IN TECHNICAL SPECIFICATION.
MEGADRIVE 2 1S SMALLER, BUT LACKS A STEREO HEADPHONE SOCKET.

SEGA MULTIMEGA PORTABLE
MEGADRIVE/MEGA CD SYSTEM.
WILL RUN ANY MEGADRIVE AND
MEGA CD GAME VIA ATV. CAN BE
USED AS A PORTABLE CD PLAYER.
COMPLETE WITH ROAD AVENGER,
, SEGA SIX BUTTON CONTROL PAD
& MAINS ADAPTOR.

MULTIMEGA SHOWN

AGE COLOUR CATALOGUE 1
litem
MEGADRIVE & MEGA CD DEALS |!
ALL OFFICIAL GENUINE UK VERSIONS I
FOR A PIXEL PERFECT PICTURE, CHOOSE A SCART TV ! item
MEGADRIVE 2 WITH SONIC 2 ’
& 2 SEGA CONTROL PADS ... 109.99 |y,
MEGADRIVE 2 WITH SONIC 3
& 2 SEGA CONTROL PADS ... 119.99 Please use this box to add any optional fast delivery charge

1st Class Post 40p per posted item or £10 overnight hardwars
ALL PRICES INCLUDE UK POSTAGE & VAT £
Cheque/P.0O./Access/Mastercard/Switch/Visa

EREERARCRERERREERRE

CREDIT CARD SWITCH
EXPIRY DATE SIGNATURE. (ISSUE NO. )

Cheques payable to: SPECIAL RESERVE at

P.O. BOX 847, HARLOW, CM21 9PH
or FAX a credit card order on 0279 726842

Inevitably some games listed may not yet be available. Please phone sales to check
ility before ordering. We reserve the right to change prices and offers without prior

'S CORRECT AT TIME OF GOING TO PRESS. 22.8.94 E .& O.E.
_______ rts. CM21 9PG.

SAVE £2.00

NEW MEMBERS - THIS VOUCHER IS WORTH £2

JUST DEDUCT £2.00 OFF THE PRICE OF ANY ONE
ORDERED AS YOU JOIN

USE BY POST OR BY PHO!

TEM
ONE YEAR OR MORE.
E ON 0279 600204,

Offer applies to Memberships of one year or over,
bought before October 30th 1994




GOLF CLUBS GALORE!

Golf games have always been immensely popular on the Mega Drive and other gaming systems, with both simple games-
players and serious golfers. Now, Innova Products’ TeeVGolf brings you the chance to combine the real feeling of swing-
ing the Golf club, with the excitement of the PGA Tour games from EA Sports, all in the comfort of your own home!
TeeVGolf simply plugs into your Mega Drive and allows instant golf swinging action, without the worry of broken windows.
The TeeVGolf peripheral is a convenient 26 inches long, making it suitable for indoor use, but is weighted to make it feel
like a real golf club. If you think you're the bee’s knees at golf games,
try the new challenge of completing a round with a cunning club!

The TeeVGolf club is fully compatible with any of the PGA Tour games from Electronic Arts and also has special add-ons
available, allowing you to play other Golf games as and when they come out.

This serious piece of kit is on offer, free of charge, to the first three correct entries to our competition, as well as the fan-
tastic PGA Tour Golf Il and the European Tour, courtesy of EA Sports.

Innova have also decided to extend an exclusive offer to any SEGA XS reader who is unlucky enough not to win a prize, but
would like to own TeeVGoli. The normal retail price of the TeeVGolf system is £99.99 but a special XS discount can be
claimed by ringing the TeeVGolf Hotline number, or by writing to Innova at the special address. This state of the aris piece
of kit can be yours for only £79.99, but only if you are a reader of the worlds premier tips magazine!

To have the chance of winning this brilliant prize, all you have to do is send in the compo entry, having marked in the cor-
rect answers, to the usual address. You can depend on SEGA XS to bring you unbeatable prizes, every month!

M
i [“ lt'-_..m-k

- —————
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The Prizes

Firet [Prf2E . one TeeVGolf interactive golf club worth £100.
One copy of PGA Tour Golf il and PGA European Tour from Electronic Arts.

Two Runners=Up - one TeeVaolf interactive golf club.
One copy of PGA European Tour from Eiectronic Arts.

T

Innova
Readers Offer

If you would like more information about
TeeVGolf or you would like to purchase one
using your special SEGA XS discount then
simply call the following number or write to
the XS Readers Offer address.

Call - The Reader Offer Hotline: 081 207 2222 ]

Write to - SEGA XS TeeVGolf Reader Offer
Unit 1, Lismirrane Industrial Park
Elstree Road

Elsiree

Hertfordshire

WD6 3EE

Payment can be made by cheque,
Visa, Access or Switch.

IMNOVA | =\SFORTS

: Which one of the following Golf courses can’t be found on the
e INNOVA/EA COM
aldarama

: Le Golf International

3oumemouth Pier's Crazy Golf A |___| A D A L__"l
at does a Golfer mean when he or she shouts FORE?
The ball is coming towards you, look out! B D B D B I:I
just bought an old Huey Lewis album
'hat's a bit steep for a pint of lager! c |___I c D c D

Which of the following Golfers is a created character? Tick the appropriate boxes on this coupon and send it to
Sandy Lyle Innova/EA compo, SEGA XS, Durham House, 124 Old
: Greg Norman Christchurch Rd, Bournemouth BH1 1NF. All entries
Louis Dela Greengrassgrows must arrive by 1 October and the editor’s decision is final.
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e, moving with exact accuracy in
0 wm through to the Dragon’

er danger or the direction
. At the beginning of the game,
these lights help you to get through,
but after a while will have to move
without any visual clues.
The timing of your moves is critical,
' so don't act too early or too late. You
don'’t control Dirk’s actions, rather you
control his reactions to the events hap-

pening around him. As you watch the
\ amazing cartoon animation, you must

ide what Dirk is going to do next.
- In each scene there are several
‘moves to make, from a choice of
LEFT, RIGHT, UP, DOWN or SWORD
* (B-Button). Any wrong move at any
stage in the game results in a strange
and painful dezth, so Dragon’s Lair
~ really is a test for any games player, no
~ matter how ¢ (perienced.
The orde: in which you visit the dif-
“ferent scenes can change and differ
each time you play the game and,
most importantly, the sequence of
moves changes as well. What hap-
pens is a reversal of the moves in a
. scene. This means a mirror image
3- ‘occurs, so the correct moves from your
ol S previous game change to the opposite
move. Thus, RIGHT becomes LEFT
and vica-versa, but UP and DOWN still
remain the same.

evil..As brave knight Di
your fask is to rescue-the

1 4, e
00ms and haunted

Drago.:'z Lair is a classic tale of hero-
ism, adventure and the fight against
the Daring,
(e air Princess
. Daphne from the dreaded clutches of
Sgnge the evil dragon. The ’timing of your
every move, through spooky snake-
liways, is
1 otder to defeat the likes of the
d the Phantom Knight in
rney to save your one
true love.
telease of this clas-
ang ‘* play on

The Drawbridge
Start outside the castle on the old
wooden drawbridge, overhanging the
dark and mysterious moat. Dirk
walks along the drawbridge until he
comes to an area of rotten wood,
when the woods gives way Dirk falls
through the drawbridge into the moat
below. Dirk grabs the sides of the
hole to stop himself falling any fur-
ther, but the risk of getting wet is the
least of his problems!

Several purple tentacles will
appear to the right of the screen and
immediately start to go towards our
hero. As soon as they move press
the B button to draw your SWORD.
This allows Dirk to swing his sword at
them to buy i
an extra cou-
ple of sec-
onds. Halfway
through the
swing of the
sword, press UP. This allows Dirk to
clamber up through the hole and run
into the castle to escape the tenta-
cles following him up the hole.

i % Ios-

; _ Once inside the
| the end of the first corridor with

Tentat‘:'les -f‘r'nhm‘
the Ceiling

~ As you walk into this room a large
~ pair of tentacles drop down from a
_ trapdoor in the ceiling. Immediately
. draw your sword and cut the tenta-
cles down. More tentacles come
up behind you and the animation
. shows Dirk leaping over to the
.~ back of the room. When he reach-
. es the back wall, the door to the
. right flashes so move to the
RIGHT. When you reach the door
it closes up and you have to press
DOWN to jump to the front right of
the room at the foot of the long
stone staircase. :
Dirk will now begin to walk up
~ the staircase but on the second
. step more tentacles foree you to
. press LEFT, so Dirk leaps onto the
stone table in the centre of the
When he is balanced on the
yress UP and, ds the sea of
s moves infor the kill, he
ards thetopdoor and
s to the next really hair
sing scene.

, you come to

three doors leading from it. The cor-
ridor will now begin to shake and
shiver and the floor will begin to
break up. This cuts you off from the
left hand door and the straight for-
ward option, so the only course is to
move RIGHT. Wait until Dirk stag-
gers to the right and then to the left
as the passage quakes before you
select the correct direction. If you're
too late in pressing the correct
direction, Dirk is crushed beneath
falling masonry.

The third scene takes place in a
room with a sign at the back saying
Drink Me. Even though Dirk must be
pretty thirsty by now don't drink the
potion. It turns Dirk into a pillar of
crumbling salt! As you walk
towards the sign, fire breaks

out behind you and a fanfare of
music begins. As soon as this
happens press the direction

pad RIGHT. Jeaaid
Dirk then
escapes
from the
room by
kicking
down the
door.




Btures a large black caul-
'centre which overflows
floor and vaporises you if the

\ “i contact
ith- hen the .

ISSUE 10 SEGAXS

the figure appears, press the
and draw your SWORD. If
ou is quickly enough, Dirk has

' tlmé to swing his sword and cut the

smoky figure in two. As this happe
another evil form materialises f

the cauldron. Press the SWORD

ton again and swipe the evil smile off
the second demon'’s face, before
pressing RIGHT to leap from the
room via the door before the bubbling
ooze catches up with you.

Snake Room

You will have to be very quick with
your reactions
in this room to
get through in
one piece. As
you enter a
large snake
lunges down

from the ceiling to the left. Quickly

draw your SWORD to cut it down
before turning to repeat the SWORD
move on a second snake to the right.
As you swing the sword to cut the
second snake down, press the direc-
tion pad RIGHT so that when the
snake is history you can pull on the
skull-on-a-rope and climb up to safety.

tions must once again be lightning
you stand in the room you
e a door at the back of the &
. Make it over to the door bef
losed off by a magic wall in the
builds
itself into a solid within se C

§ as soon as it begins to f

e of the throne room
're confronted by a circle -
closmg up like the hands
llght goes around

to escape
. from disaster :ﬁmHT UP,

.‘ RIGHT and RIGHT. i
- The final move throws Dlrkmf'
| away from the circle, just as it

~ closes up, a
~ castle thron
- around on the thro
~ going through a'se

onto the a
. Dirk then spin
e, before
et panel in
“the wall and on to another corri-

~ dor. As soon as the throne SRL:Z
~around quickly press RIGHT a

. RIGHT again to sprint from the

. throne to the door on the opposite
,,.,?de of the passage, before the
 light catches up with you and

| Qafts your hide!

‘and UP again.

he wall before it's comple e

through the door. If you're too'fate in

-selecting your direction, Dirk tr
jump thro e wall just as it
completing i




i

This scene can be daunting at first
but is actually quite easy to com-
Vhen the animation cuts to an

y pr

pad to the LEFT and Dirk

moves to a safe section of

the slope. x
Dirk then walks downto &

the centre platform and, as

he does this, press the
SWORD button to defend yourself
against the return of those evil
killer tentacles.

Halfway through the sword
manoeuvre press LEFT again to
allow Dirk to dodge past the ten-
tacles and walk up the next stair-
way. As he reaches the top of

the second set of stairs, they too turn
into a slope. When this happens sim-
ply press LEFT so Dirk can regain
his balance and exit the room via a
porthole door.

This room can be one of the most
difficult rooms in the game with the
tendency to throw you off guard by
flipping around so the moves are

Q‘.
%

Iy

' sight of the

Princess in

+.this section,
who shouts
“Save Me”
as she is

~ carried off to the Dragon’s Lair.

~ In order to progress you must first
get past the Floor Knight, who is a
rather large figure with a magic
sword. This sword sends lethal
magic rays racing across the floor. If
you step on the magic it burns you in
an instant. As he sends the magic
into the floor jump away from it and
try to quickly get over to him at the
top of the screen.

When the room is the normal way
around jump in this sequence —
LEFT, RIGHT, UP, RIGHT, LEFT,
RIGHT, LEFT and SWORD. If the
room is mirrored, the lefts and rights
are reversed. The SWORD move at
the end destroys the Floor Knight in 4
one swooping move. '

o TP

behind you.

» Dig;r;ow runs around the corner and e LAl
. immediately gets attacked by crazed et v
vampire bats. As soon as the anima- | o
| tion shows Dirk is safely around the ',
corner press the SWORD buttonand .
swipe at the in-coming bats. As you Z

complete your sword swing leap to the |
RIGHT to land on a wooden bridge

and then RIGHT again to clamber up..
.the castle wall and through to the door-
way at the top. H

It's time for the ride of your
life as you saddle up and
ride this pony from helll As
you climb on press LEFT
to activate the horse and
hold on tight. Dirk and his
ride shoot off down the
dangerous corridors of the
castle encountering all
kinds of deadly foes.

At the first corner move
RIGHT to avoid the fire on
the left and at the next cor-
ner move LEFT to dodge
the fire on the right.
Further down the track are
two large stone columns in the centre of
the screen. At the first one press RIGHT
and at the second one press RIGHT.
You're now heading for a dead end, so
you must quickly turn RIGHT again to be
thrown from the horse to the safety of a
doorway. The Flying Horse scene is yet
another that regularly flips around so the
moves are back to front.
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:Wery simple

I olling
N in direc-
ofithe smaller
oright) has
gller ball does
move on to
s timing
ovement six
imes before
ressing UP
0-bound over
the hole in the
ground to exit.
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W your
a

¢ ber of
“““bats hove into

[

place on a downward sloping
wooden ledge. Simply press LEFT
again to jump over the gap to
carry on around the corner. As
you watch the animation of Dirk
leaping over the gap go for your
SWORD again. You need to be in
mid-swing when the mutant bat
turns up. Once you've carved him
up press LEFT again to exit
through the doorway.
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section. As soon as Dirk enters
room, press the SWORD bunon to
the Giddy Goon stalking you from
Midway through the move
'RIGHT to get away from the
gcond Goon, before pressing UP to
nove up the stone staircase and

- away from the danger area. As you

move up the stairs, more Goons
appear from the top of the stairs..
Immediately draw your SWORD a
stop them in their tracks. Dirk then
moves through the door and on to the
next scene.

The Smithy

. Dirk is now in the Blacksmiths room
* with danger present all around him.
Draw your SWORD straight away in
~ order to dissuade the fire sword from
~ ploughing you down. The fire sword
. rises up to the ceiling and comes
. down at you for the kill. Press your
- SWORD button again to deflect the
. fire sword away. Now a flying mace
rides up to the roof and comes down
. at you in the same way as the fire
| sword. Simply press the Sword button
3 again to deflect it away.
mm@ﬁmnnw changes and in
ont '@i appears a bright yellow
' ly press to the

ur escape. Be readyéosthis to

and press your SWDHD but-

The Haunted Hallway is a very scary
place and you are well advised not
to dwell there too long. As you begin
to walk down this creepy
passage press UP on the
direction pad to skip past
the skulls and bones and
then draw your SWORD
to shatter the huge skele-
ton hand coming at you
from the left.

Repeat those two moves by jump-
ing UP past the in-coming ghostly
slime and Sword to break up the

but go strangﬁ ¢ your
again to slice up the

skeletons moving in to

N
AL ]
) ]

doom. Dirk
the next ph

NPT T————— s
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The Lizard King
This is one of the best stages in the
e, although you need to act very
ickly to stay alive. The Lizard King
mes at you from the start and Dirk
automatically draws his sword.

" However, a magic pot of gold will fly

past and grab your sword. Now all
Dirk can do is run after the pot of
gold to retrieve his sword, but he will
have to move quickly as the Lizard

- King is running after him.

As soon as the gold pot steals
your sword press LEFT to duck as it
comes back at you. Now run after
the pot and follow its direction. There
are five corridors to chase it down, at
the end of them all go RIGHT. Every
time Dirk moves right, the Lizard
King lunges at him with a staff so if
you're too late or too early, Dirk gets
a bang on the head and is dragged
off to certain death.

After you've successfully negotiat-
ed the five RIGHT moves, you enter
a room containing the pot of gold
and your sword at the top. Press Up
to claim your sword and then press
the SWORD button to swing at the

Lizard King who has also arrived in
the chamber. Enter into a sword
fight with the Lizard King and move
very quickly indeed. When you draw
your sword press LEFT in direction
to get to the other side of the room,
then press RIGHT to return to the
right hand side of the room. Press
DOWN to duck as the King strikes
and then immediately press the
SWORD button to finish the Lizard

Smmmg} ﬁawﬁs

In this section play the waiting game
to get past the spinning batons and
then utilise your quick reactions to
defeat the Cloaked Spectre. The ani-
mation shows Dirk.inching towards
the.two largé baton8; wait until he
stops and.moves slightly from side to
side. When Dirk does.this press UP
on the pad and Dirk dives between
the batons and lands on the floor at

~ the other side. As he does this reach

for your SWORD and slay the
G keﬁ%ectre in one swoop. Now
quickly move DOWN in direction to
dodge the magic thorns and press

UP to exit through the door before
the thorns tangle you up.

q
. stage but lt’s dit-
| ficult to get the
timing right. As
Dirk walks up
the corridor, the floor moves down
and then up. The animation moves in
closer and the
music sounds i
out as the floor
begins to break
up. When this

press LEFL in
direction to jury
over to the c!
doorway ang
away frort
fire. The whole section only tal
few seconds to get gh D1
takes a lot of practise to,0€
ing exactly right.

Pool of Water

This is another section that will reverse
from time to time, so be careful with your
first move. At the beginning of the scene
press Right in direction to jump over the
gap as the floor opens up into holes and
cracks. As you land swiftly press UP in
direction to tumble over to the next plinth

: ~ while dodging the dagger booby traps.
- When you land press LEFT to jump into

the centre of the room next to the pool of
water and then press UP to dive into the
water for a cool dip.

Once you are in the water press Left to
climb out of the pool before the tentacles
make a grab for you. Once Dirk pulls him-
self out of the water press UP to jump over
the falling floor to land on a small ledge
near the exit. Now Dirk begins to look
around and as soon as he looks up to the
ceiling press the SWORD button to kill the
glant spider thax is dropping from the ceil-

 your head. Once
press UP again
and Dirk squ <l en two rising
stone blocks to

3
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The Fire Room

Moves must again be timed to per-
fection in order to get through this
tricky section. At the beginning wait
until the wooden bench drops down
from the ceiling. When it does , fire -
hurtles across the room in your direction and you should mltlally press
RIGHT to dodge it. Another bolt of fire strikes in from the right and, just
before it starts to come across towards you, press DOWN to avoid it.
one s as R < A Fire now fills the room so press
Basically jump away from ‘ i1 .|| UP in direction, followed switly by
- by leaping under the horse's huge : faglle. ' LEFT. The animation now focuses
legs. When the Phantomizides at you B %[ . on the bench that fell from the ceil-
for the first time press LEET and then od gl ~ing at the beginning of the scene. ]
repeat the LEFT m second | i - ‘ ~ Press aﬂd mm moves .
~ gallop. He's now lurki he other ‘

s to the ©

ord at

Ipigss
[the exit
2ssly

rounded cage corridor with magxx
light coming towards you on th
floor of the cage. Just befo
to you press UP to leap do
5 cage and then press UP a
This is a similar chase scene to the the magic light gets cloge. This sec-
Lizard King. At the start draw your - =S R P g Qnageove tak'es;;_z il
SWORD as the Mudmen close in. =S AL > 1 and onto aoridge. Waik
This buys you a second or so to e e, Of the bridge until the firs
press UP, allowing Dirk to begin to — ——— - L the madio gl cofouy ;
flee. This is followed by six more R right and press LEFT to:
screens where the object is to press ' S  2gioss the bridge before
the UP button at exactly the right
moment to continue Dirk’s flight. This
timing is the crucial element in the
evel and the direction should be
sed just as the Mudmen are
g in or when Dirk has run out
room. After the six UP movements
- Dirk quickly exits via a doorway.
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The Rapids

Dirk is now only a couple

of scenes away from the

final and greatest test in

Dragon’s Lair. Walk along

a darkened passage and

fall down another small

hole in the draw-

bridge section. As

he falls through the

hole he lands in a

log boat, passing

under a sign that

reads ‘Ye Rapids’.

There are now four

sections of rapid

lava flow to get across.
As Dirk rows across the

rapids from the left there

will be a slightly different

colour stream in the centre

of the rapids. When Dirk

gets to these slip streams

press UP. Repeat

this on four occa-

sions and Dirk

heads for the

penultimate test in

the whirlpools.

The Whiripoo

In the Whirlpool section, Dlrk must
paddle around the four sect}ons of
swurhng water by moving agalgst

! o“nd LEFT, at the third RIGH
at the fi pal one LEFT. The b
then continues into a strong r

nd smashes up on the rocks.
. mp ct sends Dirk

_allowéum t(i"é

ing down from

Ahead of him is the toughest task
yet, to rescue the Princess from the

_clutches of the evil Singe the Dragon.

Singe is initially asleep so the first
object of the game is -
not to awake him too
soon. Throughout the
room are balancing
dishes and crockery.
Dirk must stop them
from falling to the
ground and making a
noise and awakening
the mighty Dragon.
In the opening move
catch a pile of falling
household objects by
pressing UP. The animation then
move to the Princess, locked up in a
glass cage. She spots our dashing

hero and the scene cuts back to Dirk,

who seems
to be in
avery
. Y slap-

leaps on barrel

he reaches the right he

chest press LEFT so he can

over to the left hand treasure chest

down the slope
of gold, bringing
him to the
clearing in front
of the waking
Dragon.

As soon as :
the Dragon oy
moves press LEFT10%@

breath but don’t wg :*

't seen you afidhe
down to sleep. T
comes now — pres
stop another pile ofp
falling. You can thengad
Princess’s cage. She téell
key to the cage is aroun
Dragon’s enormous
only way to slay the'E
use the Mag
somew
Howey
with the 10

roused the D
coming for our.i “-J
Dirk hides be 21{
stone and the Drage@
up behind him. As s00
the Dragon moves toward
the stone press DOWN
and, as his claws co
onto the stone, pre
DOWN again to duck
and LEFT to slip
under his razor
sharp nails. As
Singe comes
towards you
press UP to leap
/A over and down
the slope as he
breathes his fire
at you. Dirk now hides
behind a large wood-
en stake (used for
burning maidens)
and the Dragon

il ¥
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Dragons fire. It's :
now the final con- ~ # 7 S
flict. The Princess looks;0f as Singe
_catches up with our bra night and
the game’s hardest s ave to
done with precise i
the
b

D button
ecthis fire

N

S button
*&0aift as soon
he animation
phanges its view
int and Dirk
rrmake his
ord. As he
edily to the
gain and
pf the magic
SWORD
ble.
t and

SUMMARY , :
GAMMEE NAM:: Dragon’s Lair CD supplied by:
TIME TO COMPLETE: 3 Days , VIDEO GAME CENTRE
'HIGHEST SCORE: N/A :
Tel: (0202) 527 314

NUMBER OF LEVELS: N/A
CHALLENGE RATING: Medium
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Dune — a world where the barren
sands hold secrets the Universe has
only just begun to understand. Dune
is the only known planet where the
substance known as Spice Melange
is found. The Emperor, Shaddom 1V,
maintains his power by controlling
the production and distribution of the
spice. Spice Melange is the most
valuable substance in existence. It
has the ability to fold space and
expand consciousness.

A brutal and powerful race known
as the Harkonnens have long held a
monopoly on mining Dune. Now,

utilise their man power.
Convincing men to work for a
stranger is never an easy task

your side, and this may not be
entirely superstition!
They believe there is a man,

unlike any other, who will save them
from their squalid lifestyle and from
the ill-treatment of the Harkonnen
forces.

They believe this saviour, known
only in legend, will restore their dead
planet to its former glory. Could this
man be you? If you're wise, the
prophecy may become more than
words. However, if you're foolish pre-

but luckily, Fremen folklore is on

however, the Atreides royal family,
have been granted the privilege of
mining for spice.

This is where you come in. You
are Paul
Atreides,
son of
Duke Leto
Atreides
and Jessica
Atreides.
Your plan is to befriend the inhabi-
tants of Dune, known as the Fremen.
However, they are fairly difficult to
find, not much is known about them
and their lifestyle is shrouded in mys-
tery. You are an ambitious and fear-
less young man. You realise the only
way to set up a successful mining
operation is to make sure you win
over these desert dwelling tribes and

pare to face a lonely, pain-wracked
death in the deserts of Dune.

THE QUEST FOR
SPIGE

You begin inside the royal palace.
Your father stands before you and

tells you Gurney Halleck, one of his
many advisors, has gone to investi-

Originally created by Frank Herbert’s vivid and
exciting imagination, Dune was a classic novel.
This inspired film maker David Lynch to re-create
Herbert’s work on celluloid and now Virgin have
translated the concept to the Mega-CD. Thankfully,
this is no mindless beat-’em-up or insipid plat-
former. Instead, Dune is a superbly playable and
involving strategy, rich in characters from the hook
and film, which will have you proving your worth as
a business man, a leader, a lover and a warrior.
Dune is a ‘virtual’ world where day and night are
constantly passing. Speed is essential in all mat-
ters from diplomacy to training your troops and,
without a helpful guide, you’re never going to suc-
ceed. Luckily SEGA XS has ploughed through the
entire game, bringing you the definitive guide!

a0

gate one of the three Seitches
(home to the Fremen) spotted
around the palace. Your father
wants you to take an
Ornithopter, a strange but agile
mixture of plane and heli-
copter, and see what has hap-
pened to Gurney, as he has
not yet returned.

Talk to Jessica, your mother
— she informs you Gurney is
currently in Cathag-Tuek.
Leave the palace and take the

. Omithopter, which is parked outside,

to this destination. Once you land in
front of the wide, mouth-
like opening of the
Fremen dwelling,
go inside and
meet Gurney.
He has
made contact
with the
Fremen but can-
not convince them
to work for him. He ]
suggests you try your charm
to persuade the Fremen chief other-
wise. Turn and talk with the Fremen.
He swiftly agrees to work under you
and seems mesmerised by your
presence, saying ‘Could he be the
one?’ You must become accustomed
to this infatuation from Fremen chiefs,
it's the one thing helping you
organise them and gain their
complete trust.
As soon as he has agreed to

be your employee, instruct him and
his troop to mine for spice. Gurney
now suggests that you visit the other
Seitches in the area before returning
home to the palace. Take
. Gurney with you and

: move on to the
f next Seitch up

=\ on the map,

{ Catharg-
Timmin.

The men in
this Seitch will not
% work for you yet,
purely because you're

not quite ready for their abilities.
The truth is, they are spice prospec-
tors. When you discover Seitches fur-
ther out in the desert, prospecting is
a skill essential in mining, so the
troop at Catharg-Timmin later play a
key part in your success in spice pro-
duction. For now, however, leave
them and visit the last Seitch of the
three, where the Fremen chief is
happy to mine for you.

Hxt = masde, I’n:‘?:c-f oxe.. I

ca the right.

SEGA S ISSUE 10



JESSICA “

Vl.ADIMIR

e = CAST O l'-'

AT THE PALACE

Return to the palace. Duncan Idaho is
an expert in spice production and an
invaluable supplier of hints and tips
through out your quest for spice. He’s
found in the hall before the main
throne room. Between him and
Jessica you learn spice is the most
valuable substance in the Universe.
Duncan is an upstanding, effective
and well informed man , who keeps

you updated as to your current
and recent spice production lev-
els, measured by the kilogram.
Always, keep an eye on progress

fluid filter.
Perspiration passes through the

first layer and is gathered by the

second. In this section salt is sepa-
rated and then the reclaimed water
circulates into catch pockets, from
which you can drink through a tube
at your neck. Breathing and walking
provide the pumping action for the
whole process.

The Still-suit maker agrees without
hesitation to give you a suit and
sends some to the palace. He also
tells you of more Seitches to the
North and East. Apparently there are
other Fremen leaders interested in
you. News of your presence is by

with Duncan.

Talk to Leto, your father, who
tells you to find and bring back
Still-suits, the uniform of the
Fremen. They are integral to the
Fremens ability to survive in even
the bleakest of environments.
Long term survival in the harsh
desert isn't possible without these

incredible suits.

Gurney tells you the Fremen in the
Seitch where you met knows of a
Still-suit maker. Fly to Cathag-Tuek
and talk to the Fremen chief. He says
there is a Still-suit maker to the East.
Make sure someone is with you and
fly East from Cathag-Tuek.

If you don’t have a passenger,
you'll be unable to spot hidden
Seitches such as the one you're look-
ing for. Eventually you locate a
Seitch, Tuono-Tabre. Go inside, and
greet the Still- suit maker. He
describes how the suit works as a

ISSUE 10 SEGAXS

now spreading throughout Arrakis and
you're becoming a symbol of hope to
the Fremen.

Instruct the Stlll-suit maker to spe-
cialise in spice, and once he agrees,
he tells you of the harvester he has
seen, a very useful mining machine.
Go to Modify equipment on the
Orders selection panel and click on
the harvester icon, before moving on
to the other Seitches he has
described to you.

These latest Fremen are perfectly

willing to work but they simply can-
not start yet because the land has
not been prospected. You are now
ready to enlist the spice prospectors,
dwelling at Cathag-Timmin.

Return there and move the troop
to the required Seitches. These men
are glad to see their services being
utilised. If required, they can display
a spice density map so you can see
how rich an area is with spice.

TAKING SHAPE

Gurney says you should now return,
once again, to the palace. As soon
as you step inside the entrance,
which is bathed in green light,
Gurney notices the Still-suits have
arrived as promised.

Everyone is delighted with your
efforts in getting hold of the suits. Go
to your father, who informs you the
palace has hidden secret rooms. It's
time to explore the palace properly
and find some of these rooms. He
tells you of your mothers incredible
ability to sound out these hidden
rooms for you.

Next talk to your mother. She tells
you exposure to spice does strange
things to your mind and body.
Instruct her to come with you to
search for secret rooms and head for
the green room where the Still-suits
have been stored.

Jessica feels a strong emotion
here and finds a passageway leading
to a communications room. In the
centre of the room is a circular con-
trol panel that wraps
around a holographic dis-
play showing the sender

G
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of any messages.

You both have the ability to
send and receive messages
from here. However, receiving
is it's main purpose, as you
will discover. It's unwise to
ignore messages when you
know they have come in.

Jessica wishes to stay
here. The effort of finding the
secret room has drained all her
strength. It's not easy to maintain this
level of focus and concentration for a
sustained amount of time. Allow her
to stay.

Leave the room and find Duncan.
He feels you need to get hold of
some spice harvesters as they
increase your production levels. The

STOP T P-QKI!-.\

Gurney wants you to go to the two
nearest Seitches and instruct them to
pick up the harvesters. Make them
pick them up by changing their occu-
pation by selecting the instruction —

Go and search for equipment.

Fly back to the palace and talk to
the Duke. He is standing on the bal-
cony looking onto the sea of dunes.
He says, ‘Without changes, some-
thing sleeps inside us and seldom
awakens. The sleeper must awak-

n...' Strange stuff eh!

He is subtly referring to the
changes the exposure to
spice have on you in
time and it also points to
the Fremen uprising that
may one day be unavoid-
able. He is impressed
with your ability to
progress this far, telling
you a message has
arrived in the communi-
cations room.

Go to the communica-
tion room and view the

Fremen chiefs also need harvesters
and it would give them a boost of
motivation if you could supply them,
as well as a large boost to produc-
tion, which would be a bonus.

So far you've encountered only one
Seitch supplied with a harvester,
Tuono-Tabr. Go there and enquire
about harvesters by talking to the
Fremen chief. He knows of a Seitch
to the North East, where there are
two harvesters. Go North East with
Gurney, to discover the Seitch of
Tuono-Harg.

It's deserted and cold but the two
harvesters are here as expected.

message. It's from the

Emperor Shaddam IV. He warns he
will soon be calling for his first ship-
ment of spice. Talk to Duncan, he
tells of a Fremen who has spoken to
him of an area
rich in spice.
This is the
Fremen at
Tuono-Tabr,
where you got
the Still-suits.

Take the Omi
to Tuono-Tabre
and engage in
conversation
with the Fremen _
chief. He says there are vast spice
fields to the South and

there is a Seitch to the
South East. Fly until you
find Tuono-Timin. Within
the Seitch is one woman,
clad in a Still-suit and her
eyes are piercing biue.
Her name is Harah

and she is grieving for

the loss of her husband
who was tragically killed
by a younger man in a

fight. Ask her to follow you. She feels
the time to grieve is over. There is a
useful harvester at this location which
you should utilise.

Harah knows of three more
Seitches, Habbanya-Timin,
Habbanya-Tuek and
Habbanya-Tabr. Fly to the
new Seitches and enlist the
Fremen in the usual way,
equipping troops where possi-
ble and still ploughing all
resources into the frantic min-
ing drive.

Always keep the prospec-
tors busy in every new loca-
tion or precious time will be
lost. In one location,
Habbanya-Tabre, there is a Fremen
unconvinced there is any point work-
ing for you. Leave him for now as you
will only be able to rally him at
a later date.

WORMING
PROBLEMS!

With your
immediate
objectives
complete,
return to
the palace o
and talk to Duncan. He warns of the
danger worms pose. They live
beneath the sand and grow up to four
hundred feet long. They are attracted
to rhythmic vibrations, not unlike the
ones mining harvesters cause. This
places mining troops in great peril
and it's inevitable, if steps are not
taken, lives will be lost and spice pro-
duction slowed. The only way to
guard the

harvesters is with
Omithopters. Soon
you must find
some to prevent a
terrible disaster.

Return to speak
to Jessica. She knows your powers
are growing everyday. She advises
you to spend time alone in the desert
to further absorb the properties of the
spice and increase your pow-
ers. Tell Gurney and Harah to
stay at the palace and stride
off into the desert alone, just
out of view of the palace,
always remembering the way
you came.

Wait for morning or evening,
depending on the time of day

you left, and get your first vision. The
view of the sand before you blurs
and breaks up and in its place
appears a clear image of your father,
Leto. He is saying there is a mes-
sage at the palace.

The vision fades out and the view
of sand returns. Act on the vision and
move back toward the palace. Once
inside go to the communications
room and view the message. It's The
Emperor and he wants a shipment of
spice immediately.

Emperor Shaddam IV is a tall
impressive character, with dark sinis-
ter eyes. He is darkly serious, and
knows his own power. From now on
he demands a shipment of spice
every four to eight days. Duncan will
tell you if you can meet the
Emperor's demands or not.

If you have not mined enough
you're in trouble! Duncan gives you
the option of either sending all the
spice you have or a small portion of
it. It's usually better to send about
three quarters, so you can use the
extra as a buffer to begin your next
spice stockpile.

The Emperor will be very dis-
pleased with you anyway and you
only have the one chance to mess
production up before he gives up and
sends a deadly squad of his Terror
Troops to kill you. Whatever you do,
never refuse to send him any spice
when he demands it, or your mission
ends abruptly in painful death!
Remember, spice is the reason
you're on Dune.

When you're finally ready to send
off a shipment, instruct Duncan to
come with you to the communication
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ceiling with guns. Thurfir is
impressed with the armoury
and immediately places a
guard on the door.
Thurfir now wishes to talk to
you alone in the armoury. He
says the time has come to
make a stand against the
Harkonens and use the
Fremen as your warriors.
Obviously mining for spice is
vital but unless something is
done about the Harkonens, who
currently control most of the
planet, the Atreides’ efforts will
be sabotaged.
Thurfir believes the

~ 2
D i, s -\
room.
Once you step into the room, the

MESSIVE AT TACK
FIGHT FOR A MHOLE OAY
Fei i ®
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shipment's automatically sent. Talk
to Duncan and he gives you a clue
whether to expect a satisfied reply
from the Emperor or not.

A TIME TO REBEL

time has come to make

the Fremen fight for you, but to
do this you must find a strong
Fremen leader. Harah has
heard of such a leader, but she
can not remember his name.
Leave Thurfir in the armoury and exit
the palace.

Take Harah in an Orni to Tuono-
Harg to talk to the Fremen chief. He
gives you the name of the man you
seek — Stilgar. Apparently he is well
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Turn to Jessica and ask her
to come with you to find
Gurney. Go into the long corri-
dor before the Green room,
where she detects a door. Go
through it, to the left, and
you walk into an empty
room where Gurney is
lying half conscious and
dazed on the floor. Gurney is in
a daze after an attack.

Tell Jessica to stay with him,
while you go to find your Father.
The Duke is outraged Gurney
has obviously been the victim of
a booby trap in the palace, and
blames the Harkonnens. He
says you must go and find Thufir
Hawat in the communications room,
as he is an expert in

Go to the throne room now. Jessica
is delighted you've had your first
vision. It's the start of many visions.
At present your ability to contact
people from remote places is weak
and has a limited range but in time it
will improve. Go to the Dune map
and locate a mining troop, if they are
in range you can keep check on
them now without travelling to

their Seitch and

respected in the community. Talk to
Harah, as she now remembers
where Stilgar was born and can take

of Tuono-Harg is a Seitch called
Sihanya-Clam. Stilgar will be near
there.

The Seitch is abandoned but
Harah instructs you to fly North West,
after a while you come across
Stilgars dwelling place, Ergsun-
Timmin. Stilgar has heard of you and
already holds a certain respect and
interest for you due to your dealings

wasting time.

The Duke requests
everyone to gather on the balcony.
Leto confirms that thanks to his sons
diplomatic actions with the Fremen,

traps.

Thufir is a military strategist among
other things, and he is a valuable ally
in a fight.

you there. Look at the map. Far West

with the Fremen.

He agrees to come with you say-
ing, ‘By joining our forces, we'll be
able to make these Harkonnen
invaders step back. We shall call
you Maud'Dib, the name of the
mouse shadow on the second moon
of Dune.’

Talk to the other Fremen chief
beside Stilgar and, after rallying him,
select army training from the issuing
orders menu. They are now
ready to become warriors
under Stilgar's lead. Select
modify equipment from the
menu, to supply the troops
with kry knives for improved
fighting ability.

Now talk to Stigar who tells
you of four more Seitches in
the area (Ergsun-Clam,

Ergsun-Tabr, Ergsun-Tsymyn, and
Ergsun-Tuek). Rally these troops and
send them off to find equipment. Now
convince the Fremen leader in
Habbanya-Timmin, who previously
would not join you, to undertake mili-
tary training. He will agree as long as
Stigar is by your side. :

they can stay on Dune. Harah says,
‘Fremen prophecy states that there
is only one man who could bring
happiness. That man must be Paul.’
It is suddenly apparent to Leto that
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Bring Thufir to the room where you
left Gurney and Jessica and he dis-
ables the booby trap. The trap was
guarding another secret room, which
is in fact an armoury stacked to the
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At all times keep interrupting play to
check your mining troops progress,
they lose motivation if you cut all con-
tact with them. Also some of them
supply you with information as to the
whereabouts of more Seitches.
Always keep your prospectors busy
with new locations and ensure all
equipment on site is being used to its
full potential.

Ps B

The next step in the sequence of
moves is to return to the palace.
Jessica believes your powers are
growing. Your eyes are turning blue
like the Fremen, a sign of Spice being
absorbed into your blood. Your range
of contact with the Fremen is expand-
ing too and now you can project your
thoughts a greater distance.

Talk to Thufir, he suggests you
train the Fremen to fight. Although
Thufir is an expert in military strategy,
Gurney is the ideal teacher of fighting
technique so go and talk to him. Take
Gurney to a Seitch where troops are
gathering and tell him to stay there.
He is eager to train up the troops. To
save time flying Gurney from troop to

troop muster all the fighting troops in
one Seitch, where Gurney can be
training them all together.

On your next visit to the palace
Thufir indicates the Harkonnen weak
spot is near the Seitchs which Stilgar
inhabits, so concentrate the military
training around there.

You now have a vision from Leto.
He says something terrible has hap-
pened and you must return to the
palace. Check the communications
room and view the message. It is
from the evil Harkonnen leader,
Baron Vladimir. He scorns you and
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tells you he has destroyed a Seitch
to show you what can happen if you
don't stop your actions. Dune is his
planet he claims and another mes-
sage from his twisted son Feyd reiter-
ates this point.

Talk to Leto, who tells you he is
gathering together a Punitive
Expedition to take on the
Harkonnens. He says, with unshake-
able conviction, ‘This crime cannot go
unpunished!’ Thufir thinks Leto is
being too impatient and it is too early
to launch a winning attack.
Unfortunately there is nothing
you can do to stop him leaving,
his mind is made up.

Duncan is concerned about
finding more equipment to har-
vest the spice. He knows that
somewhere on Dune are vil-
lages where immigrants thrive.
Smugglers in these villages

usually have useful items to trade,

from Harvesters to Omithopters.

Harah has heard of a tale that
mentions a ‘village in the fish’s
mouth’. Look on the Dune map and
find the outline of a fish in a darker
colouration of sand. Stilgar mentions
seeing this fish shape when flying in
the Ornithopter.

Head in this direction to find the vil-
lage of Oxtyn-Pyons and a smuggler
with useful goods to sell. Never be
afraid to barter with the smuggler.
Compromise can always be found
and, since he wants to trade spice for
goods, it's worth saving as much as
you possibly can.

Harah now wishes to go home. Take
her back to Tuono-Timin and tell her
to stay there. She appreciates you
listening to her request. After leaving
Harah talk to Stilgar. He wants you to
meet someone, now Harah is out of
the way. Fly to Oxtyn-Tabre to meet
another Fremen woman. She's very
attractive and her name is Chani.
Stilgar has designs for you both and
makes you notice how she is gazing

She says the Seitch makes her feel
sad and how the desert looks beauti-
ful at night. Tell Stilgar to stay in the
Seitch and take her into the desert
and stay there for a night. She falls in
love with you and you embrace.
Whereas before she would not leave
her home, she is now ready to follow
you anywhere and stay with you for-
ever (the perfect woman!).

perhaps you should try this. Head out
into the desert a little way, not too far
and call a worm. After mastering this,
Chani suggests you talk to Thurfir.
Thufir wants some kind of other
weapon to use against the
Harkonnens. Maybe something locat-
ed in the palace?’

THE REBIRTH
OF DUNE

Jessica suggests there still may be
something hidden in the palace. Ask
her to come with you. Leave Stilgar
but take Chani. Go to the room
where you found Gurney. Jessica
discovers a room to the right. It's a
greenhouse. Enter the room

Stilgar thinks you will make a great
Fremen leader with a Fremen female
by your side. Chani knows the where-
abouts of many Seitchs where you
should go to enlist and equip troops.
Send them to Gurney’s Seitch to train
harder as soon as you find them.

Again, while this is all happening,
don’t forget about the spice produc-
tion. Keep moving mining troops, if
they are not being productive, to fresh

untapped Seitches. By doing this you
can exploit the land to its maximum <
potential and harvest a rich supply of
valuable spice.

The next section of the game
begins with a vision from Jessica.
Return to the palace and Jessica will
greet you in the Stillsuit room, telling
you the Duke has been killed. In the
Communications room, Thufir tells
you the Duke’s Ornithopter was shot
down and you must find
some other means
of transportation.

Quickly go to talk 3
to Stilgar. Stilgar N
says the Fremen use ’
worms to travel and
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and talk to Chani. She tells you
of her father Liet Kynes. Chani
suggests you go to Oxtyn-Tabr
and take Stilgar along.

Once at Oxtyn-Tabr, talk to
Chani and she will say her
father’s Seitch is to the West.
Go West and find Sihaya-
Tuek. Liet Kynes is here. Talk
to him. This will be the first

time you have seen water in a
Seitch. This is a privilege indeed, as
you are the first non-Fremen (who
has not been born on Dune) to see
this sight.

The water is special, as it is known
as the Water of Life. This is spice
tinted water, used by the Reverend
mothers who have extraordinary
powers, but it cannot be drunk by just
anyone as it kills the unworthy.
Nevertheless, Stilgar asks you if you
wish to drink the water. Only attempt
this if you have over 50 Charisma
points (find your Charisma tally on
the Dune Globe under the See
Results heading). It will kill you if you
don’t have the required score.

Talk to Stilgar. He says the bulbs
destroy spice. As spice is the only
thing the Harkonnens are interested
in, why not use the bulbs as a cun-
ning weapon against them to destroy
their spice production. Talk to Kynes
in the greenhouse. He
needs some help from
troops but he knows
of Seitches nearby.

Go to these
Seitches and special-
ize the troop in
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Ecology. Send them to Sihaya-Tuek
to help Kynes. Don't forget to keep
tabs on the rest of the troops and
see how they are all getting on.
Neglecting any aspect of the game
will destroy your chances of surviv-
ing to the bitter end.

Soon you receive a vision that a
Seitch has fallen foul of a terrible dis-
ease. Go there and talk to Chani.
She will stay and cure the disease
quickly and will inform you of her
success with a vision if you’re not
there at the time.

Soon you will be told by a Fremen
that Chani has gone missing. You
will receive a message from Feyd
that he has kidnapped her.

Talk to Thufir and he suggests it's
time to use espionage. Locate all the
enemy fortresses in the area and
focus on the weakest ones for your
initial attack. Attack the fortresses
and you eventually reclaim Chani,
who is held captive at one of them.
You will not know which Fortress she
is imprisoned in, until you have won
the fight against it and explored its
inner chambers.

At this point, remember where
Jessica, Gurney, Thurfir, Stilgar and
Chani are located. It will be neces-
sary to unite them when the final
conflict begins.

WAR ON DUNE

The strategy for fighting is fairly
clear-cut. Before attempting to fight,
make sure you have at least four
troops trained to expert level and
armed, ideally with Kry knives, laser
rifles and Wierlding Modules. When
you overcome the tougher fortresses
near the Harkonen palace, you will
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get hold of the atomic weapons which
are lethal.

Make sure you move troops in to
attack as one army, who all arrive at
the fortress at the same time. If a
troop arrives much earlier than the
others it's vulnerable to defeat. Keep
in contact with the troops as they fight
and they will inform you as to how
many losses they've sustained and
how many Harkonnens they have
slaughtered in battle.

Even before you find out the exact
numbers of the dead, you're given
strong clues as to how the battle has
developed. For example, if your troop
says ‘The Harkonens are confused, it
will be easy to rout them’, you will
shortly win, and most probably not
lose a single man in the battle.
However, the message, ‘The
Harkonen forces are impressive, they
have terrible weapons!, indicates it's
a good idea to retreat.

Sometimes the battles will be
closely fought but as long as you time
the attack perfectly and arm your
troops appropriately, you should win
quite easily every time. It is at this
stage you realise the value of keeping
in contact with the troops progress in
the earlier stages of the game. By
doing this you create a crack fighting
force, confident of victory.

Also use espionage to discover
how tough a particular enemy force
is. If your spies send the message
‘These are the toughest Harkonens
we have seen’, wait until you have
atomic weapons before attempting a
siege situation.

When a fortress is conquered
move Gurney to the fortress to keep

training the troopswfur-
ther in the use of

H
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weapons. Also enlist

any prisoners the Harkonens
had kept in their prisons to
fight for your army.

You may find an angry
Harkonnen captain at some
battle sites, simply call help to over-
power him. He now gives you infor-
mation in return for sparing his life.
This tells you the location of any
other forts in the area and
whether you are ready to con-
quer them.

It's important to ensure
your troops are in top condi-
tion before attacking another
enemy camp. Don’t be impa-
tient after your battle is won.
Give your troops a well
deserved rest and let them
convert the ugly fort into a
Seitch to raise morale.

Start your attack around
Stilgar's Seitches and you
will, in time, curl around to the
right, past the Harkonnen
palace, and wipe out all the
lesser fortresses systemati-
cally. It's a long process and
it's best to save the game
after every fortress is beaten. If you
have enough troops trained up, split
the attack into two groups of four and
cover the area twice as quickly.

THE'FINAL
COUNTDOWN

Soon you will have beaten all the
fortresses. Stilgar will tell you when
there are no more to conguer. Now
go to the Atreides’ palace and find
Thufir, who says, ‘We are almost
ready for the final attack.” Tell
Thufir to come with you to a
Seitch close to the enemy
palace. Let Thufir stay there, as
he requests.

_Before too long he will ask
you to bring Chani, Jessica,

he is occupying. Thuﬂr mstructs you
to bring together ten thousand men,
split into three Seitches around the
palace, all equipped with atomics. Do
this as quickly as possible.

When all your men are in place,
Thufir tells you to get Stilgar to give
the order to attack. Talk to Stigar and
accept the attack order. The troops
surround the palace and, after a

short period of/battle, you receive a
vision that the ‘shield is down and'the
Harkonnen forces have surrendered.

Go into the palace and claim the
title Emperor Paul Atreides with
Empress Chani lovingly by your side.
You have liberated the Fremen, and
made them grasp their dreams. May
you reign well over Dune, as the
planet prospers and returns to its for-
mer glory. Your Father would have
been proud.

It would seem, the sleeper has
awoken...

!
!
Stilgar and Gurney to the Seitch 1

Cartridge supplied by: i
VIRGIN, l
Tel: (081) 960 2255 ‘




mumomammoa&umm§

ISSUE 1 £3.50

Essential 164-page launch issue of
SEGA XS featuring massive solutions
for Ecco (MD), Batiletoads (MD),
Master of Darkness (MS), Rolling
Thunder 2 (MD), Another World (MD),
Flashback (MD), T2 (MS), World of
lilusion (MD), Fatal Fury (MD),
Sherlock Holmes (CD), Hook (CD),
Batman Retums (MD) ...

h{,: WW“CMHIHWG

Jiren 6 vine an WARAER SAIITIAME & £OME DHCT |

ISSUE 6 £3.50

An outstanding exclusive issue, con-
centrating on the mega-hit Sonic 3
(MD). The magazine produced an
exclusive 41 page, fully mapped solu-
tion to Sega’s stunning platformer.
This definitive guide was supported by
massive solutions to Castlevania
(MD), Gods (MD) and Dinobasher
(MS & GG)...

AR A INS = EXAARER SALIIANS S A

ISSUE 2 £3.50

Superb second issue crammed top titles
and exclusive cheats. Fully mapped
solutions for the following titles can be
found inside: Jungle Strike (MD),
Bubble Bobble (MS), X-Men (MD),
Chakan (GG), Sunset Riders (MD),
Batman Retums (MD), Alien 3 (GG),
Tiny Toon Adventures (MD), The
Flintstones (MD)...

S
THE EXCLUSHY
P i ine Gt

ITS R TIPS @8 MAPPED SOILITIONS @b GAMF RISTER

ISSUE 7 £3.50

A monster issue, with plenty of bite!
This issue included exclusive solutions
to a host of top releases, including
Jurassic Park (CD), The Lost Vikings
(MD), Ren & Stimpy (MD), Eternal
Champions (MD), Micro Machines (MS
& GG) and Castlevania (MD). As well
as Slammin’ Solutions to all the latest
Basketball sims...

HINTS & TIPS o'm»gn SOLUTIONS @ GAME RUSTERS |
ISSUE 3 £3.50
Masslve 164-page maaaz‘ine featur-

Star Wars (GG), Final Fight (CD),
Mortal Kombat (MD), 53%)"9 Force

Shark (CD), Hauntmg (MD), Shinobl
11l (MD), Micro Machines (MD), Cool
Spot (MD), Night Trap (CD), Tiny
Toon Adventures (MD)...

EXCLUSIVE
STREETS OF

RAGE
SOLUTION
Wi OFFICIAL

HOACS OF GAMES

GOING UNDERGROUND!

T SUBTERRANI

THE COMPLETE SOLUTIO!

INYS & TIPS @ SOLUTIONS @ REVIEWS @ RUSTEI

ISSUE 8 £3.50

Blast into orbit with this stunning issue,
as we bring you the complete solution
to Sega’s awesome space explorer,
Subterranial We also produced com-
plete solution<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>