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super kick
flashba

Flashback puts the ‘MEA' into Mega Drive. 66 Just awesome!... best Mega Drive game
I've ever seen or played! 99 (Mega Drive)
MEGATECH

There's hardly an Earthling left who hasn't been
addicted by the mesmerizing gameplay, scorching
graphics and stunning animation... so if you've

not added Flashback to your collection yet, join

the human race and experience the megamm.

Just remember: it didn't hit the Gallup Charts'

No. 1 spot by being tame!

Flashback: Creation and development: Delphine Software International. © 1993 Delphine Software International. © 1993 U.S. Gold Ltd. All rights reserved. Super Kick Off: 1991, 1992 ANCO GAMES. All rights reserved.
'SEGA', 'MEGA DRIVE', '"MASTER SYSTEM' and 'GAME GEAR’ are trademarks of Sega Enterprises Ltd.
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they took the top spot by force

they'll take you by storm

MANCHESTER |
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PN ] ne ; it's the Console Game which QK] the others into
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\ ; 5 ; & A touch to top the Gallup Charts' premier league!
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Hand pick your own team and kit, plan your set
pieces - then push your skills to the limit with high
performance ball control. Action replays...big cup
[ DEFERCE | £ ! sl . competitions...penalty Sllﬂ outs...all wrapped up

in a frenzied pace that'll leave you gaspin'!

U.S. GOLD LIMITED. UNITS 2/3 HOLFORD WAY, HOLFORD. BIRMINGHAM B6 7AX.



ISSU SILPHEED

REVIEWED!
This awesome new outer
space shoot ‘em up
makes buying a Mega-
CD worthwile! We tell
you why.

52 CHUCK ROCK 11

BASH! Meet the baby-faced Son of Chuck in
the sequel to Core’s caveman .
platformer. .

MEGADRIVE 62 BLASTER MASTER
SHOOT! It's imported arcade
36 GUNSTAR HEROES adventure time, folks!

ZAP! Sega’s brilliant new two-player 64 AERO BIZ
shoot ‘em! FLY! Airline management
42 JURASSIC PARK ‘fun’. Don't
DINOMANIA! Play a human or a raptor Io'ugh,.'I:om
in the game-of-the-film-of-the-book! thinks it's really
good!
SHINOBI 3
HIII-YA! Joe Musashi’s back in the 66 GOLDEN
latest instalment of the AXE 3
ninjascopic saga. SLICE! Extra
characters and
50 WIMBLEDON ; new moves in the
OUT! Simultaneous four-player tennis latesF Goldahike
action from Sega. saga.

14 EA SOCCER
SCORE! Electronic Arts’ footie game
looks great — flip the pages and see
for yourself!

N LETHAL ENFORCERS
FREEZE! Konami’s Mega-CD
. shooting gallery-style

bankrobber-shooting game
gets the preview treatment.

20 JAMES POND 3:
OPERATION STARFISH

CARP! Guess what? It's the latest
fishy capers of Special Agent James
Pond.

22 NHL "94
SLAPSHOT! EA's superb ice-hockey

game gets an update and Four-Way
Play compatibility.

Y




70 SUPER BASEBALL 2020
STRIKE! Futuristic baseball game from EA

72 POPULOUS 2
AMEN! The grand-daddy of all

God-sims gets a sequel.

76 MORTAL KOMBAT
GORE! Acclaim’s blood-splattered beat ‘em up!
Plus! the secret ‘Death Moves’ cheat!

80 PUGGSY
BLOB! Excellent platform puzzle game from

Psygnosis.

=
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84 HAUNTING
SPOOK! Gruesome possess ‘em
up from EAI

88 TOYS
Arcade adventure very
loosely based on the film
of the same name.

e

ECCO CD
DOLPH! Sega's classic
underwater puzzler gets
the Mega-CD treatment

63 SHERLOCK

\, HOLMES I1I
ELEMENTARY! The follow-
up to the original

detective game on two
CD’s.

22 BLADES OF VENGEANCE
SORCERY! It's by EA and it’s sort of
a cross between Risky Woods and
Golden Axe.

23 ASTERIX
THE GAUL! French comic hero runs
amok in Core’s newie.

24 Fis50

FLY! Microprose’s flight sim
investigated.

26 LANDSTALKER
INSCRUTABLE! It's a superb and
massive Japanese adventure, and
no mistake!

i

ROBOCOP VS
TERMINATOR

CLANK! Two of the silver
screen’s most efficient
killing machines meet
head-on.

FERTURES

OUT TO LUNCH
SCOFF! We take
Dominik Diamond
out to lunch to ask
him why he’s
leaving
Gamesmaster
and what he
thinks of the

games industry.
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6 MEGAWORLD

SCOOP! The MegaTech International
Network gathers all the latest
Megadrive and Mega-CD news from
around the globe. AND the chance
to win Megadrive control centres,
carry cases and a Sonic jacket.

30 TOM’S ISLAND

NUDIST! MegaTech’s exotically-
located staff writer answers your
letters in his own inimitable style.

TECHNIQUE ZONE

TIPS! Cheats, codes and all
that stuff, including
everything you need to

know about Jungle Strike.

98 VERSUS MODE

VROOM! We compare and contrast
some of the top car racing games on
the Megadrive and Mega-CD and
come out with a winner.

104 MEGATECH GAMES INDEX
GOOD STUFF! Our mega buyers’
guide, with cheats and tips thrown in.
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‘ T2 BIT NEWS MEAN BEAN MACHINE

. SONIC CO CASTLEVANIA

‘ MULTIPLE COLUMNS ROLLING THUNDER 3

. BARI-ARM SENGOKU

. RY101 SILPHEED

' DUNE ON COD COSMIC SPACEHERD

‘ MORE SEGA CENTRES CHARTS

REVOLUTION IS
ABOUT TO BEGIN!

I’s true, the 32-bit ball is about to start rolling. Ever since
MegaTech exclusively uncovered news of Sega’s 32-bit console
way back in June, rumours have been awash about the machine,
known as the Saturn. Well, now we can reveal the full story,
starting with the fact that the machine is not called the Saturn at
all!

The true name of the console as yet remains a mystery, but specifications have already been
leaked out.

The console runs on a 32-bit NEC main processor, which, rumour has it, was co-built by
Hitachi. Of course, being able to process 32-bits of information isn't very impressive if can’t
be done very quickly. But that's not a problem with this CPU, because it's a RISC (Reduced
Instruction Set Computing) processor. What this means, is that unlike many CPUs which
have to perform a lot of tasks, the RISC processor is a relatively simple number-cruncher. All
the hard work is done by separate custom chips, leaving the main processor free to churn
all the information onto the screen at a devastatingly high speed. At present the only other
console lined up to use a RISC processor is the upcoming 3DO machine. ;
So what custom chips has Sega’s 32-bit machine got? Well, for starters there’s the 24-bit ® Check the difference between 32-bit Virtua Racing (this is the arcade version but it's the same...
graphics processor. Able to display over 16.7 million colours, this chip also has a special
graphics mode known as the ‘Alpha Channel’ which allows it to produce translucent layers
of colour and texture mapping, a technique that can place different textures onto a surface,
like bricks on a road for example. It is also able to perform a number of other colour palette
modifications which have yet to be revealed!

However, most impressive of all is the incorporation of a special polygon generator, a chip
can display of 16,000 moving polygons on screen at any one time. This means that it could
generate the kinds of backdrops seen in Silpheed, but ‘on the fly’, as it were.

So, what sort of games can we hope to see on this awesome machine? Well, first on this list
is Virtua Racing. Not a conversion of the game, but THE arcade game itself. It seems that
Sega’s awesome racing coin-op is actually a prototype game for their 32-bit machine.
What you see, when you look at the coin-op, is in fact Sega’s 32-bit machine up and
running.

Now here’s the bad news. The machine is not going to be backwards compatible with the
Megadrive or Mega-CD. Even though it is CD-Rom based, it won't be able to play Mega-
CDs and there isn't even going to be a cartridge slot.

Of course, a machine like this isn’t going to come cheap. Current speculation puts the price
at upwards of £350, but you've got plenty of time to save your money because it doesn’t
look like we'll even see the machine until some time around Christmas 1994, when it's
released in Japan, and if past experience is anything to go by, it could take up to a year @ ...And the 16 bit Megadrive version. Hmmm.
more for us fo see it officially released over here. Naturally we'll keep you |nformed on this

red-hot subject.




Sonic the Hedgehog, eh? He’s always taking the credit for his
games, but where would he be without his arch-foe, the evil Dr
Ivo Robotnik? Nowhere, we can tell you. Well now Robotnik’s
finally going to get a taste of all that fame and fortune in his very
own game, Robotnik’s Mean Bean Machine.

A puzzle game similar to Columns, Mean Bean Machine consists
of pairs of strange coloured blobs which drop down the screen.
The aim of the game is simply to stop the pile of blobs from
reaching the top of the screen. This is done by joining up four
blobs of the same colour, which then vanish. Sounds all very
simple and familiar, but as with all puzzle games there’s a lot
more to it than meets the eye. When in two-player mode, various
lines of blobs can be made sending horrible transparent blobs
onto your opponents screen with certain combinations causing an
absolute mountain of beans to appear.

Actually, Mean Bean Machine has been around in Japan since
November of last year, living under the name of Puyo Puyo, and
has been at the top of their Megadrive charts since January.
Strangely enough, we haven’t been able to get hold of an import
copy of the game as yet, but recently Tom happened upon a Sega
Puyo Puyo coin-op at the Sega Metropolis in Hamley’s and after
much playtesting decided that it would be a great game if he
knew how to play it. Typical!

Set for a pre-Christmas release, this 8-meg game looks like it
could be one of the best console puzzle games around and of
course we’ll give it the full treatment as soon as we get hold of it.

MULTIPLE COLUMNS

With Robotnik’s Mean Bean
Machine on the way you might
think that there’s no room in the
world for Sega'’s previous flagship

puzzle-game, Columns. Nevertheless, they're

bringing out another instalment in their fine

jewel-dropping, Tetris-clone series. Columns IIl

is the name of the 4-meg game (although
there was never a Columns 2 on the
Megadrive) and yet again the aim is to drop
coloured jewels down the screen and make

rows of three or more for points. Nothing new

there, but wait, there’s more. For a start
there’s Columns World, a land inhabited by
chickens where different games of Columns
can be played. For example, there’s a game
where fruit falls down the screen instead of
jewels. What's more, there’s a number new
handicap options like turning the jewels

transparent and even making them fall UP the

screen!
But the fun
doesn’t stop
there,
whereas the
original

Columns only

had a two-

player

option,
Columns Il actually allows up to five players

to join in a game through the use of the Sega-

Tap. There's also the option to a play a
special two-against-one game and even a

two-againsttwo game where two players take

part in a rock-paper-scissors match using
hammers and pans as weapons.
It all looks like a real laugh, but how will it

compare fo Robotnik’s Mean Bean Machine?

Well, with a Japanese release set for
October, we'll let you know pretty soon.

SONIC
CD:
N ,41
MONTH!

Yes, Sonic CD is
finally ready for
public consumption
the good news is, it
ISN'T Sonic 2. An
all-new game with
all-new levels,
Sonic CD is similar
to its predecessors,
taking the side-on
scrolling platform
game approach. As
usual, Robotnik is
back, only this time
he’s constructed a
dreaded Sonic
robot that is even
more powerful
than Sonic and
almost as fast!
Using this robot
he’s kidnapped
Sonic’s new-found
love, a pink
hedgehog called
Rosy, and taken
her to the Miracle
Planet.
There are over forty-nine different levels of action
split into seven major zones with names like Palm
Tree Panic Zone, Tidal Tempest Zone and Wacky
Workbench Zone. What’s more, each level has
three different time periods, a past, present and
future each in different technologically advanced
states This is more than just a novelty though,
because whatever you do in the past can affect the
future. For instance, save some little creatures from
Robotnik in the past zone and there they’ll be
there in the present to help you. There’s even a
special ‘Time Attack’ option, where you can return
to previously completed zones and improve your
times.
As with all the other Sonic games, Sonic CD has a
bonus level. This time it takes the form of a 3D
race track which Sonic has to race around as
quickly as possible. Using Mega-CD hardware
trickery, the landscape scrolls around using the
same techniques used in Batman Returns and
Thunderhawk. The whole effect is very reminiscent
of Super Mario Kart on the SNES.
However, most impressive of all is the range of
superb dance tracks that accompany the game.
Recorded by a Japanese band called Miki, they
seem to have been influenced by just about every
rave and dance anthem around.
The official release date is set for October and it
looks like this is easily the fastest Sonic game
around. But is it the best? Find out in next month’s
definitive MegaTech review.




LAP OF
HUNDER!

The third instalment of of Namcot’s Rolling
Thunder series is about to blaze its way onto the
Megadrive. The 16-meg Rolling Thunder 3
follows in the same vein as its predecessor with
more platform, shoot ‘em up action, battling
against the evil crime organisation that is Geldra.
However, agents Albatross and Leila are no
longer in the game and neither is the two-player
option. Battling against the terrorist forces on his
own is Agent Jay. Armed only with his hand-gun,
Jay can make use of various weapons that he
finds, such as flame-throwers, machine-guns and
grenade launchers and there are even vehicles
like jetskis and motorcycles to add to the pace of
the game.

As yet, there’s no firm release date for Rolling
Thunder 3, but you can rest assured that we’ll
give the game the full MegaTech treatment soon.

DEVASTATOR
RETURNS?

After the disappointment that was Devastator on Mega-CD last
month, an all-new flying robot shoot ‘em up has surfaced on the
Mega-CD in Japan and it looks identical to Devastator. Going under
the name of Bari-arm, this game by Human actually stars a red and
white robot that, for all intents and purposes, could be Devastator
with the exception that it turns into a space-ship on some levels.
The big difference is, that Bari-arm looks like it could be pretty
good. There are seven levels of horizontally-scrolling action, from
the surface of planet Ganymede, to the inside of the giant Gravity Pagoda and even against the giant Zeus invasion fleet.
What’s more, some of the enemy bosses are huge! Massive, full-screen robots, giant battle-ships and wall-crawling
mechanical spiders are just some of the guardians Bari-arm has to face. It certainly looks impressive.
But looks can be deceiving and we’ll reserve judgement until we’ve reviewed the final article which will, of course,

appear in an upcoming issue of MegaTech.

Coming soon to the Mega-CD is a conversion
of Sengoku, the popular Neo Geo scrolling
beat ‘em up. An evil warlord who was
destroyed over four hundred years ago has
returned to conquer the world. With his
Demon Castle hovering above Washington DC
only two samurai can hope to save the
world. However, these aren’t your ordinary,
everyday samurai. One wears a smart red
jacket and bright yellow slacks and the other
sports a nifty pink cowboy hat and pink-
trimmed flares. Well whatever they’re into,
it’s up to them to save the world.

Similar in style to Final Fight, either one or
two players can join in the fight to destroy
the evil shogun. Travelling from Washington
through portals to other dimensions, before
finally entering the Demon Castle itself, our
heroes can use their swords or change shape
into a more powerful samurai, a ninja or
even a ninja dog. .

At present the game is only fifty percent
complete, but since it’s scheduled for a
November release in Japan we’ll keep our
ears to the ground for more info on this one.
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full-motion video display taking centre-screen. Flying
through futuristic cities, asteroid belts and underground
caverns it all looks very impressive, but exactly how
playable it is remains to be seen. Let’s hope it’s not another
Road Avenger-style interactive-movie game. As soon as we

know more, so will you.

There’s a new
joypad coming
out for the
Megadrive.
The Logipad
from
SpectraVideo sports the new six-button
configuration for use with games like
Streetfighter 2, although the layout of the
buttons is similar to those of a SNES joypad
The novelty of this controller however, is
that it’s the first joypad to sport
microswitches. So if you like that clicky
controller feel this could be the one for you,
retailing at £17.99.

Another
microswitched
controller is the
i spookily named
%& Phantom.
Shaped like a
joypad, this one actually has an arcade type
control stick instead of a directional pad and
also features six-buttons, although these ones
are layed out in a far more practical
configuration for Streetfighter 2. However,
it’s a tad more expensive at £24.99. Both
controllers will be available in October.

10 MEGFITEEH

Another new Mega-
CD game coming

soon is a shoot ‘em
up called AX101.
Programmed by
Micronet (the people
behind Black Hole
Assault) the game
takes a first-person
perspective and
looks very similar to
Sewer Shark with a

JUNE IN
CTOBER

Science fiction fans will need no introduction to
Dune, the series of fat Frank Herbert novels which
formed the basis for the rather incomprehensible
David Lynch movie, and now, yes you guessed it,
the Mega-CD game. For non-science fiction fans
who DO need an introduction to Dune, we’ll give
you one.

The player is cast as Paul Atreides, a bloke of
noble birth who has been sent with his family to
the planet Arrakis by the Emperor of Caladen.
Here, he and his family have to set about
organising mining operations for a valuable mind-
expanding spice called Melange. Unfortunately
they somehow have to wrest control of the mining
operation away from the corrupt Harkonnen
family, who are also sworn enemies of the
Atreides family. To make things even more
complicated, the spice is actually manufactured, or
rather excreted, by giant carnivorous worms
which live in the planet’s sandy landscape. The
only way to do it is to win the military support of
the native race of Fremen, by somehow proving
that Paul is actually the great leader of the
Fremen prophecies. Phew! Problems, problems!
The player has to solve those problems and keep
the spice flowing. It’s all down to a bit of strategy,
a bit of politics, a bit of ducking and diving. Mind
you, for a strategy game, this one is certainly a
bit flash. The Mega-CD version is packed with
ever so smart graphics, synchronised speech
recorded from live actors, fab music, 3D
ornithopter flying sequences with fully ray-traced
3D graphics, and even full-motion video
sequences from the movie.

Dune is out in October, but Virgin haven’t decided
on a price as we go to press. For the full SP read
the review in the next issue of MegaTech.

Attention shoppers! Attention! If you're
considering buying the v lovely Silpheed
(reviewed on page 58) on import you
may be interested to know that after we'd
finished reviewing the game on the office
Jap Megadrive/CD combo we later tried
it on an official setup with a CDX
cartridge. Although it works with the
CDX, the difference in processor
frequencies (the Jap equipment runs at 60
Hz, the UK stuff at 50 Hz) means things
get slightly out of sync, so the soundtrack
tends to jump a bit, and the game seems
to slow down, almost imperceptibly, but
enough to make it easier to play.

So, the message is clear. If you have
official equipment and want o
experience Silpheed at its very best, we

recommend you wait for the official version which is due out in October.




' WOULD YOU LIKE TO
' WIN... THIS?

The trouble with Megadrives is that all those wires

and cariridges and top-quality games mags really
can get under your feet or into the nozzle of the
vacuum cleaner if you’re an untidy git. So what
you need is one of THESE THINGS, an Arcade
Video Game Control Centre to keep all your

gubbins stashed safely and discreetly in comfort
and harmony. Made from moulded plastic you just

have to jam the pieces together and Bob’s your
uncle, hey presto, there it is! Simply spectacular!

' You need never lose track of those joypads again.

@ And all for only £24.99 from LMP Gamester who are
available for questioning on (0992) 503133.

But WAIT! There’s MORE!

Always taking your Megadrive with you wherever you go? Well, how did you ever

manage it without an LMP Gamester Action Case?! For only £19.99 you can cart

your expensive Megadrive, a bunch of cartridges and all the necessary gubbins

around to your mate’s house with hardly any danger of it being destroyed in a

freak accident.

Now instead of paying good money for these wonderful objects, we, your

MegaTech friends have negotiated for 20 of our excellent readers to get a fab

Arcade Video Game Control Cenire and Action Case, ABSOLUTELY FREE! All you

have to do is send us the answer to this question by August 20th and if we pull

your postcard out of the bag, you win.

The question is: What is the name of the famous plastic building kit which

originated in Denmark? Is it...

(a) Wood?

(b) Lego?

(c) Pre-stressed mild steel

L e o e i
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After the success of their Hamleys Metropolis arcade, Sega are opening up more and
more of their family entertainment centres all over the UK. A massive site was opened
in Bournemouth in July, and next up in September is the Yaohan SegaDome which is
set to open later this year in Colindale in north London. As in the other centres, the
attractions will include the latest coin-ops from Sega and other manufacturers, such as
Virtua Racing and R360s. There are also ten-pin bowling alleys and a brand new
simulator ride, something like the old SuperX simulators but apparently much more
realistic! Even better, there are no gambling machines inside the SegaDome so there
are no age restrictions to entry.

To celebrate the opening of the SegaDome, those crazy Sega guys have decided to
give away a smart Sonic baseball jacket (exclusive, not available in the shops, efc) to
the sender of the first envelope out of the magic MegaTech mailbag on September
20th with the correct answer to this question on it.

Q. What is the name of the Japanese dish which consists of little parcels of raw fish
served with rice and sea weed? s it...

(a) Mushi?

(b) Sushi?

(c) Yukki2

Answer please, along with name and address to: THE ONE AND ONLY SONIC
JACKET COMPO, MEGATECH, PRIORY COURT, 30-32 FARRINGDON LANE,
LONDON, EC1R 3AU.

—————————_—————_——_————————————————J
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Next on US Gold’s list of Things To Do On The Megadrive is Gunship,
a shoot ‘em up in a helicopter styley which is very loosely based on
the old Microprose flight simulator. As you can see from the pics, this
is much more your horizontally scrolling shoot “em up, in which you
have to pilot your Apache through four hostile locales (the Middle
East, South America, Nasty Asian Warlord territory and the Arctic)
armed only (‘only’! Hah!) with rockets, homing missiles, cannons,
sidewinders, hellfires and cluster bombs. There are a few bits of
flight sim-style action in the game, but even these are all 3D shoot
‘em up action rather than realistic Engage-The-Rotor-Clutch stuff.
Gunship will be headed your way on an 8 M-bit cart in sunny
November. Reviews in this space, soon.

After making their mark in the world of motor racing and international football
championships, Sega’s Philanthropy* Department are now dipping their finger in new
pies. Having just put some sponsorship into the boy scout movement, they've now
actually got the life-saving stars of Baywatch (and of course Sega’s ecological
swimming hero, Ecco) involved in a joint project with the Royal Life Saving Society UK
for teaching primary school kids to swim. Isn’t that great? Well, here’s a picture of
Nicole Eggert straddling a surfboard anyway.

*Look it up.
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RATHER A LOT OF OUR MEGRDRIVE 25 ARE MISSING!

The scene: sunny Southampton at the end of July. There they were. Thousands of
brand new Megadrive 2s, just unloaded off the boat from Japan and sitting in the
Sega Lorry on the dock. Then what should happen but some no-good thieving...
thief drove them away! Quite unbelievable! Naturally Sega are keen to get their
new, and as yet unreleased, consoles back and there is a reward going for info
that leads to convictions so if you see anybody flogging Megadrive 2s at unlikely
places and at unlikely prices (such as at car boot sales) let either Lawrence Brown
at Sega know on 071 2442699 or the Shirley Police (who are investigating the
matter) on 0703 581111, extension 5154. Remember everybody - crime doesn’t

pay!
12 MEGHTE.GH
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THE OFFICIAL SEGA RELEASE SCHEDULE

Here’s the latest release schedule for Megadrive and Mega-CD. This
information comes direct from Sega Europe, and was correct at the
time of going to press. Release dates may be subject to alteration,
so you might have to wait a bit longer for that ‘gotta-have-it’
game.

SEPTEMBER

MEGA-CD

Terminator: Enhanced version of the cartridge game.

Wonderdog: Space dog platform game. MT12: 82%.

Thunderhawk: Hot helicopter action and state-of-the-art Mega-CD effects promised
in Core’s newie. Review next month.

Sherlock Holmes 2: Se review on page 63.

Make My Video: INXS, Kriss Kross, C&C Music Factory: Three new Make My
Video titles.

Batman Returns: See ‘MegaTech Recommends’.

Sewer Shark: Full-Motion Video sewer-exploring ratshoot. MT 16: 87%.

MEGADRIVE

Jurassic Park: See review on page 42.

Ultimate Socer: Mediocre footie game. Sega Tap compatible. MT20: 70%
Shinobi 3: See review on page 46.

Wimbledon: See review on page 50.

Ranger X: See ‘MegaTech Recommends'.

Gunstar Heroes: See review on page 36.

Haunting: See review on page 84.

James Pond 3: See preview on page 20.

Chuck II: See review on page 52.

OCTOBER

MEGA-CD

Ecco: See review on page 56.

Sonic CD: CD update of classic blue-hedgehog speed 'n’ bounce fest. Review next
month.

Heimdall: Viking capers from Core.

Dracula: Dire movie licence.

Chuck 2: CD version of the game reviewed on page 52.

MEGADRIVE

Asterix: French cartoon hero in Core Design game shock!
Landstalker: Massive and involved Japanese adventure.

Instruments of Chaos: New Indiana Jones game from Sega.
Ottifant: Licence based on a German cartoon character (12)

Rugby: The first rugby union game for the Megadrive. MT19: 75%.
F15 Il: See preview on page 24.

F1 World Championship: See ‘MegaTech Recommends’.

Davis Cup Tennis: Excellent tennis game from Sega. MT 19: 90%.
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MEGATECH RECOMMENDS

You want the best? Well this is the place to look - the essential buyers’
guide to our top-rated games of the last few months.

JUNGLE STRIKE

EA’s massive 16 Mbit sequel to Desert
Strike is @ mega anti-drug baron shoot
‘em up, where you take control of
helicopters, hovercraft, stealth bombers,
motorbikes and jeeps.

MT RATING: 95%

F1 WORLD CHAMPIONSHIP

Domark’s official Formula One licence
allows you to race on all this season’s F1
circuits. It's the fastest four-wheel racing
game for the Megadrive by miles - the
turbo mode is virtually uncontrollable at
full throttle.

MT RATING: 94%

BATMAN RETURNS

The CD version of the dodgy platform
game adds fo the original with some
amazing 3D driving/shoot ‘em up
sections. Still one of the best games on
the CD at the moment.

MT RATING: 94%

RANGER X

Original gameplay and amazing
graphics are the star components of this
Sega shooter. Excellent special effects
and blasting action give your eyes a
thrill, but you'll have to engage your
brain too!

MT RATING: 94%

J LEAGUE PRO STRIKER

The best-looking and most playable
soccer game available for the
Megadrive, although only available on
import at the moment and full of Jap text.
Fantastic fun, especially with four players
using the Sega Tap multi-player adaptor.
MT RATING: 92%

ROCKET KNIGHT ADVENTURES
Konami’s rocket-powered oppossum
blows just about every other cartoon
platform hero into the weeds! Brilliant
characters and bosses, imaginative game
design and supreme playability make this
game a must.

MT RATING: 92%




eah, and about time too. After years of trying to indoctrinate us
brave Tommies into the ways of their strange American sports,
EA have finally seen sense and decided to turn their talent for
first-rate sports simulations to our own national game. But has it
all come too late?

A few months ago, all we had in the way of football games were the less-
than:super World Cup Italia ‘90 and European Club Soccer, but now, well,
there’s Super Kick Off, Sega’s Ultimate Soccer and of course, the non-stop
extravaganza of football that makes MegaTech’s lunchtimes go with such a
swing, J-League Pro Striker. So what chance does EA’s effort stand? Well,
after:seeing it in action we’ve got to say that EA SPORTS SOCCER looks
like it’s going to be hot, hot, HOT!

EA Sports Soccer is actually being programmed by a team of Canadian
coders, but before you say, “What do Canadians know about football?”, just
shut your row. All the play-testing and stuff is being done by the real experts
over at EA’s headquarters in sunny Langley, Berkshire, where they’re
keeping a firm grip on quality and are dedicated to making sure that this
doesn’t turn out to be some loose, foreigner’s interpretation of our fine sport.

MIGHTY REAL!

The first thing you’ll notice from looking at these pictures is that, unlike all the other Megadrive
football games, EA Sports Soccer is viewed in what experts would call a ‘30° Isometric Perspective
View’, which means what you get is a realistic, grandstand 3D, side-on, scrolling view of the action.
Well, whatever, it looks pretty good in action.

Like J-League, one of this game’s big strengths is the detailed and smartly animated player
sprites. Over 2,000 frames of animation have gone into the little blokes on the pitch, so they can
perform stunning bicycle kicks, sliding tackles, chest traps, diving headers and diving saves. Of
course, the J-League sprites can do that as well, but the ace animation of Sports Soccer combined
with the 3D view really does make everything look more realistic.

Further realism is added by changing weather conditions and even crowd noises. The
supporters boo when your striker misses a sitter and go wild when he scores, and of course when
they think the lads need some inspiration they start up some unintelligible song.

A FINE TEAM PLAYER

There are 40 international teams programmed into the game, which apparently have all the stats,
players and playing styles of their real-life counterparts. EA haven’t included any famous
tournaments, though, and instead the teams take part in a sort of ‘round robin’ competition in which
everybody has to play everybody else. Of course, like all of EA’s upcoming sports releases (NHL
‘94, Bill Walsh College Football etc), EA Sports Soccer will be compatible with their 4-Way Play
adaptor, so if you can find three mates with joypads you can all have a go at a two-on-two match
which, if our J-League experience is anything to go by, will add to the fun enormously.

THE BOYS’VE DONE WELL

Like we say, EA Sports Soccer looks like it’s going to be one of the top footie games on the
Megadrive. When we saw a pre-production copy it was just going into the first stage of play testing
and even though the player-switching routine was a bit ropey at the time, it was well impressive.
Full review coming atcha ASAP!

ELECTRONIC ARTS
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VIDEO, GAME IN THE

WHEN YOU BUY ANY SOFTWARE TITLE AT THE GAMES ARENA. YOU CAN WIN AN AMAZING TRIP TO ELECTRONIC AR
WORLDWIDE HEADQUARTERS IN SAN FRANCISCO AND BECOME A STAR IN A FORTHCOMING COMPUTER GAME.

RUNNERS UP PRIZES
OF JUNGLE STRIKE

THE STUNNING NEW 16 MEG SEQUEL TO THE BEST SELLING DESERT STRIKE.

1ONE JOYSTICK CONVERTOR PER PERSON PER WEEK WHILE STOCKS LAST ASK IN-STORE FOR DETAILS. § VOUCHERS VALID UNTIL 30TH SEPTEMBER, 1993. ® CERT 15, SUIT.
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guns and major-league
nthetic violence got
onami’s Lethal Enforcers
arcade game voted Best
Coin-op of the Show at the prestigious
AMOA ‘92 arcade show held in the
USA; It’s since collected heaps of cash
in Ja;'pan, America and Europe, and
now jts creators are bringing it to the
Megédrive and Mega-CD... just for
you.

THIS HERE’S A 357
MAGNUM...

If you’vfe been into an arcade of late you’re bound to have
seen ong of these massive laser disc games, with two gaily-

" painted 5.357 Magnum light guns attached by metal cables to
the cabipet. The scenario is Mad Dog McCree-meets-
Operation Thunderbolt stuff. You and a partner join the
Lethal Enforcers Division of the local police department,
and, weapons unholstered, you have to enforce lead-powered
justice c§n the streets of a crime-ridden city, depicted in
digitised graphical realism on the big screen in front of you.
Well-dressed bank robbers, terrorists in trucks with bazookas,
they’re ;111 here, trying to ventilate your head unless you can
do the same to them first.

Gettmg in the way as usual are the innocent bystanders
who haye been caught in the hail of gunfire and are trying to
escape By running across the screen with their coats over
their he:ads. Unfortunately for them, their coats aren’t
bulletprbof so if you don’t shoot straight you could end up
pluggin'g one of them, which would be bad, not least because
you los¢ points.

Kdénami have tried to make the conversion as faithful as
possible: and have gone as far as porting across the digitised
graphic$ as well as the digitised gunshots, shouts and
explosicéns. All the weapons are in there too, and as in the
coin-op; you can’t just keep blasting. These service revolvers
are strictly six-shooters, and when those six shots are gone
you havZe to stop and hit the reload button.

THe programming on the Mega-CD version of Lethal
Enforcers is nearing completion and this version will be the
first relt:ased in November. The cartridge version, which,
according to Konami, will be more or less the same apart
from the lack of the super-real PCM sound effects and CD
soundtracks, will appear shortly afterwards.
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Best get a bit of target practice in on the range first. These criminals and their fancy spo
80% accuracy, eh? That’'s not too bad. be so fancy with a couple of bullets in
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Ooh! Look! A gun! Shoot the glowing Magnum and take ‘Chemical Waste Service’? More lil:
delivery of six rounds of high-power bullets! Police Officers With a Bazooka Servi



The scene is set for the bank siege. Let’s bhe

careful out there.

UNGH! This is it... The walls are closing in... Say
goodbye to my mother for me... Tell her... URRRK!
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e
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s cars. They won’t
their tyres, though.

Look at that! Now that really IS dangerous! What he
wants is a Lead Justice Injection, right between the eyes.
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1’Man Shooting At
(! Shoot the shells!

I
|

86% Accuracy, eh? Well, that’s good enough to get you

promoted from Patrolman to Detective.

Test your shooting skills on the target range. This bit's easy.

- OOOH! GUNS! GUNS! GUNS!

But of course, that’s only if you’re using a joypad. To take the arcade authenticity even
further Konami have engineered a Megadrive version of the coin-op’s pistol which
they will be including with the CD and cartridge. As well as having the normal light
gun features, it also has a mercury switch inside it so that instead of just pressing a

°** butfon o €16ad you haveé t6 point the gun towards the floor, just as you do in the coin-
op. .
The addition of the gun will bump upéthe price of the game above the norm (exactly
how much Konami haven’t worked out yet), but seeing as aiming down the barrel is
miles better than steering a little gunsight around with the pad, it’ll probably be worth
the extra cash. .
The guns will also be available sepa.rétely so two players can participate on equal
terms, and the guns will be compatiblg with any future Konami releases of Lethal
Enforcers’ ilk.
In case you’re wondering, Lethal Enforcers doesn’t work with Sega’s Menacer gun.
Unfortunately you can’t use two Menacers at the same time because they would send
conflicting infra-red signals to the recgaiver boxes and everything would, to use the

technical term, ‘go screwy’. .
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fter months of having rancid cheese mailed
o us with lots of mystifying fish ‘gags’ all
as finally been revealed. It’s all to do with
EA’s new James Pond game, Operation

StarfiSh.
Whén last you saw him, Jim was having lots of fun
(although the punters weren’t) with Aquatic Games,
thaté‘comedy’ sports game in which the FISH super
agent was keeping in trim after defeating Dr Maybe in
his l:lobocod mission. But while Pond was having fun ;
and:games with his cuddly animal friends, bouncing . S

on si)onge trampolines and that sort of thing, Maybe Using the moonscape map is not unlike using the map in Rolo to the Rescue.
had:actually escaped justice!

OPERATION ST

The vile doctor is currently embarking on a new scheme to conquer the world... > > > >

esoe

by moriopolising the dairy products market. How is he doing this? Isn’t it
obviou§? He’s actually set up a base on the Moon where he is mining the
yoghurt, ice cream and cheese which makes up the Moon’s very substance.

Of couise, as soon as FISH got wind of the scheme, they sent up some of their
best agbnts, only to have them mysteriously vanish shortly after landing on the
lunar sérface. Only their best fish will be able to put a stop to Maybe’s nefarious
cheese yranny and it’s up to you to help El Pondo on his mission to rescue the
missiné agents and close Maybe’s Cheese Mines for good.

HE’S NO MILKSOP

What tEnis is all leading up to is a big 16 M-bits of platform action, with Jim
running and hopping (as only a fish can) around the vast number of craterscape
levels, dodging unearthly lifeforms and braving Maybe’s unpleasant traps.

As befi':ts a spacey sort of secret agent game, Operation Starfi5h is replete with
specialispace gizmos for Pond to pick up and use along the way — suction boots
which éllow him to walk on any surface, and the Fruit Suit, a sort of wearable
weapoq for example — as well as funky little vehicles like lunar buggies, rockets
and drilling machines.

Also hélping out is trainee FISH agent, Finnius Frog, though when the game
begins he has already been captured by Maybe forces and you have to hunt
aroundsto rescue him. As in Rolo to the Rescue (which was Pond programmers,
Vectorflean’s last game), once Finnius and the rest of the agents have been
recovesed they join James on his mission so he can call on them at any time and
make u:se of their particular capabilities to get him out of tricky situations.
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A Hurrah! It’s the imprisoned Finnias, guarded by a mechanical duck homber! ‘
:
1
1
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_ Boo! It’s evil Dr Robotnik! What a git!

e 1% . - . 1 & ¥ 1"l i i " » i » ' i's
B gl g b b ¥ SO e e B o P s e,
A W O . e s‘-&-\'-‘w'- \‘s'bivv'~’-'t-"a
- .’ o ey
"hl ‘-.) #® & ¥ -
« -
. T
B o
iV
- ; ; o L]
» L
F
biod oy
s P e
What’s this? Upside down pictures? Why no, it’s just Jim using his lunar suction boots!

DRIIE
\RFI5SH

_ Boo! And he’s in league with giant rats!

ses0s0scs0scsecssssssssssey

LACTOSE
LAFFS

It’s all most exciting we can teli you.
We’ve had a go of a pre-produétion
version of James Pond 3 and wé can
reveal that it’s all looking rathe} good,
certainly better than Aquatic Gémes,

and those hardcore Pond fans (ieah,
__ Hooray! Here’s James to save us from

you know who you are, joining:the Maybe’s strenglehold on our dairy produce!

James Pond Fin Club or whatever it

was) will definitely notbe ~ * Pona
disappointed. We’Il be looking at the ;
game in full next month, but urr:til then

H
you can feast your eyes on tl
attractive screenshots.
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__ Giant bananas. Fish with umbrella. Now
there’s a sight you don’t see very often.

unstoppable amphibian agent, Finnias Frog.

- - I -
- PR a A L o
R I T s e o ) “ .s _ The only picture on our files of the

A Moon rats! Crates of TNT! I’s just danger, danger, danger all the way!
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Price; cas.00
developers: sm-souse
release date: seer 1993

hat’s this? Not Electronic Arts knocking out slightly enhanced
versions of their old games again? Oh, hush our mouths then
wash them out with carbolic soap! NHL ‘94 is HARDLY
ANYTHING like their previous EA Hockey and NHLPA titles.

No actually, let’s just stop being silly for a minute. Just because it’s the end of the issue doesn’t mean we
can just lose control. NHL and its forerunners are actually quite similar really, and the untrained eye
would be hard-pushed to spot the differences. But they are there.

For a start-off, NHL is compatible with EA’s new 4-Way Play adaptor, allowing, appropriately, ; : =% SiP0 2)
four people to play in two-against:two team matches. Apart from that there are ‘more than a dozen’ e B CRIDC
gameplayer features, such as a shoot-out option in which a player from one team goes on a solo goal-
scoring run against an opponent in a time limit, full manual goalie control, penalty shot or separate

Hontreal
Canadiens

| Exia
3 | Bessardins

penalty shoot out options, and new crowd animations. Also, the teams in this game have been revised g -
with all the latest stats and strips and stuff, all of which is apparently very important to all those ice B! s Yoy,

hockey fans out there.
Anyway, it all sounds most thrilling, and we’ll be on the hunt to ‘Spot The Difference’ in the next
issue. Don’t miss it, sports fans!

\ Check the stats! : \ Compare the players!

PriCe; c35.99
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Blades of Vengeance are obviously no

strangers to that fact. In this platform/beat ‘em up set
in caves, forests and fortresses you have to combat The

. Evil Shadow Lord and his armies of vampires, dragons,
zombies and more! Completely original, eh? You see
the ingénuity it requires to be a game designer?

Anyway, §here is a ‘twist’ to this game, in that it can be played by one or
two playegs simultaneously, as a wizard, a barbarian or (yawn) a huntress
all of wham have different fighting and magic abilities. To this end, there
are loads évf different magic amulets and weapons you can pick up to
improve your chances and if things get tiring you can even take a ride on a
friendly turtle, spider or centaur. It’s all rather like a cross between Golden
Axe and I:(isky Woods, which doesn’t bode too badly. If you want to find
out more tead the review next issue.

hen you’re coming up with a new game
it’s always good to start out with a
strong, original plot, and the designers of

®000000000000000000000000000000000000000000000¢
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The delectable huntress shows no mercy to terrifying flame dwarfs. The Barbarian - hard as Old Wizard - good with
nails, but no magic power. magic, no muscles, though.

22 MIEEERTECH @



sterix the Gaul. He’s the greatest
cartoon character in the World.
Well, in France anyway. At least,
that’s what the French say. Mind
you, he does have his own Parisian theme
park and it’s more popular than
EuroDisney too. Well, that’s what the
French say. Still, all credit to him, he did
stoprthe Roman invasion of France in S0BC.
According to the French, that is. All we
know for sure is that he’s a big-nosed
midget with a large yellow moustache and
he’s.coming to the Megadrive.

Based:on the popular comic-book series, this platform game puts you
in the fole of either Asterix or his inseperable buddy, Obelix, on a
quest to rescue the druid Getafix and Obelix’s pet hound, Dogmatix,
from the clutches of the wicked Romans. Getafix is the guy who
makes the magic potion that gives the Gauls their super-human
strength and without his knowledge they are defenceless against the
Romans. Dogmatix is just a dog and Obelix loves him.

On their rescue mission our heroes travel from Gaul through
Belgium and Germany before their final stop-off at Rome, battling
against dogs, boars and of course, Romans. So far, the game looks
extremely faithful to the comic books, with loads of beautifully
coloured backdrops and large, cartoony sprites. Asterix even flaps his
feet when he drinks the magic potion. In fact, Asterix’s creator,
Uderzo, has expressed his personal approval at the look of the game.

But of course the big question is, how well does it play? Well, at
present the answer to that is as secret as the recipe to Getafix’s magic
potions But rest assured, we’ll let you know in the upcoming
Megatech review.

1 geev ze baddies le knockout!

rary price; <29.95
¢ developers: cor=

. release date: avrumn o3
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, eh? It’s like London buses, that’s

e. You wait three years for a decent
ght simulator then what happens?
ag at once, and as if to prove this
ridiculous contenti es, hot on the afterburners of
, in MT 17 and also due out in
September), M ike Eagle II!

— (e
s il L AL iB) .
A FWISSSSH! There goes a Maverick, on its way to the Dong
Hoi radar installation.

d the original F-15 Strike Eagle, a simple
p with see-through vector graphics, was one @
Atari 800 and Commodore 64 back in the early

g appeared. th was Vi

prog
realistic-feeling game without all that ‘landing tolerances’ business and
all that other technical jiggery-pokery getting in the way of the Heat-
Seeking Demolition.

> NEEEEEEEYOWWW!
KABOOOOOOOOM!!

There are hundreds of randomly-generated missions in F-15, set in your
choice of six war zones and played at any of four skill levels. In case you
hadn’t already guessed, your joypad gives you control of a McDonnell-
Douglas F-15 Eagle which can strike against air or ground targets with its
30mm cannon and Sidewinder and Maverick missile arm.
targets in this game include things like missile boats, tank f:
installations and, of course, lots and lots of enemy aircraft, nam
(of varying vintage) and F1 Mirages.

2 FLYING FIGHTER
BOMBERS THE EASY
WAY: THE CONTROLS

As any aeronautics expert could tell you, these modern aeroplanes have
loads of dials and controls for the pilot to keep track of, but, as befits the
nature of this game and the nature of the three button joypad with which
you’re meant to control it, the controls in this game have been simplified.
So, for example, things like landing gear operation are automatic, so all
you have to worry about is following the big yellow arrow to the target,
selecting the right weapon and firing it.

Certain simulation controls have been left in, such as the obligatory
3D viewpoint switches, so that you can look left, right, back and watch
the action from outside the plane if you fancy it. There are also features
like Time Warp, which speeds up the action if all you’re doing is flying
directly to a distant target. Unlike MiG 29, which lets you peruse control
menus while you’re flying, F-15’s are accessed from a set of menus
which appear when the game is paused.

~ Yoy

A Even while being flown upside down by an
imbecile the F-15 can destroy maravding F-1s.
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A KWOAR! Lookit that ti

naiilh

tle pic! It's enough to get you all excited!

A The F-15 swoops over its home
carrier. Remember kids, don't let YOUR
targeting system lock on to friendly
forces or it could end in disaster!

Es > F-15 vs MiG!

What will it play like? Well, the unfinished version
we had a go at was pretty good. The 3D vector
graphics weren’t superfast, but they were fast
enough even on the highest of the three graphic
detail levels and there were certainly plenty of
things for you to shoot at and to shoot at you.
Is it going to be better than MiG 297 Difficult
N : : o to say really. There are loads more missions than in
RAirbas ; R S : MiG 29, but they’re much less involved, consisting
: Missile Boat at Al Bayda y = : g of finding and destroying two targets and getting
SECONDRRY : Camp at Al Bauda s extra points for anything else you run into while
FPRESS START TO CONTINUE < NEXT EVENT EXIT DEBRIEFING escaping. MiG had the emphasis a bit more on
; “' briefi AR “ ; "- ' SRS s The debriefi m r i simulation, while F-15 looks like it will be more
e e sl o e A e ety Al e sivar sl wions o AhIW, - OT8 Bl
We’ll have a better chance to compare the
two in the full F-15 review, coming to you in time
for next month’s issue.

A Look at that lovely bridge. It's hard
to imagine a better resting place for a
radar-guided missile. Eheeheeeheee. A What a lovely picture. And it's all thanks to external views.
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hatever happened to Megadrive role-playing

games, eh? Time was when you could leave your

front door open, go down your corner softwige -

store and get a new RPG every other week, if tig
was your idea of a good time. And what have RPG fans had ové
the last six months? Shining Force.... and that’s about it. Even
Mega-CD owners who were expecting conversions of some of
these nice Japanese RPG’s haven’t had much to celebrate.
What’s the world coming to?

. Well, now you adventure fans have finally got something to

be-happy about, because Sega are finally getting English versions
of Landstalker, possibly the best Megadrive adventure ever,
ready for an October release date.

+ As you may be able to tell from the style of the graphics,
Landstalker is the third part of the series of RPG’s which bega
with Shining in the Darkness and continued with Shining Forg
Unlike those two, which had a strong strategy element to the
gameplay, Landstalker has as much sword-swinging, jumping-
around, platform action as it has adventure.

<2 THE PLOT THICKENS

The' game centres around Nigel, an unambitiously-named treasure hunter in the Indiana
Jones mode who, as the game begins, rescues plucky fairy, Friday, from a gang of
enemy treasure hunters. Friday reveals that she knows that the lost treasures of King
Nole are hidden somewhere nearby and the pair agree to join forces and find it.

Unfortunately, the expedition begins badly when Nigel has a bit of an accident,
tumbling down a waterfall and landing on his head. Rescued and nursed back to health
by the friendly Gumi creatures, he ends up putting his treasure-hunting plans on hold
until he helps patch up the rift that has formed between the Gumi and the creatures
froth a neighbouring village.

* Of course, that’s just the start of this massive 16 M-bit adventure, and as Nigel
and Friday progress they find themsélvestravelling through strange cities;labytinths of
caves, shrines and dungeons, all the while solving problems, fighting cyclops, ogres
and worse, and picking up clues to the exact location of King Nole’s treasures.

| []I'ice: £49.99
developers: seon saran
release dafe: ocr 1995

BY: SEGA
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A Nigel intrudes on a potentially A Don't wander off the magic floating
grisly sacrificial ceremony! platform or Nige'll get a puncture.

O S

)STALKER

> PUZZLES!

Likewise, if Nigel is confronted by a locked door which can
only be unlocked by solving a puzzle, he can pick up those
crates which are lying around and build a staircase over
the deadly spiked balls to hit the switch which moves the
two statues away from the exit in that room downstairs, if
that’s what’s required.

A Evading rolling rocks is a big problem.

A Not just rolling rocks, but SPIKY rocks too! Man!

2 WE CAN’T WAIT!

Considering the Japanese version of Landstalker
(which we could hardly even understand because of
all the Japanese text) had us gripped into the wee
small hours, we’re sure that the English version is
going to be one of the best Megadrive games this
year. Got to be. It’s a cert. Find out if we’re #ight
next month.

(4 |
wwf MEGATECH
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RosDCop
(ERYIAATNE
release dafe; wov 1993

t was comic author Frank Miller who came

up with the idea of bringing together the two

toughest cyborgs known to science fiction

and then letting battle commence in his
Robocop vs Terminator stories, which became one
of Dark Horse Comics’ most successful series.

= BIG ROBOTS!

Now Virgin Games are again throwing the two ‘titanium titans* together
to allow you, a mere human, to step into the Kevlar trousers of Mr
Robocop himself and take on the massed forces of homicidal Terminators
who have crossed the dimensionways from an alternate future and are
now causing mayhem in Delta City.

What follows is twelve levels of platform-based, blast-’em-to-piles-
of-scrap action in which Robo has to stride the streets cutting down
crazed street thugs, hostile ED-series enforcement droids (which the
Terminators are controlling) and, of course, the Terminators themselves.

As Robo progresses, he finds himself marching/climbing/swinging
through Detroit’s construction yards, toxic farms, the offices of Omni
Consumer Products and a UN complex before finally following the

28 MEGATELCH (v
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A Ever feel like you’re being watched?

Terminators back to their home point in the space-time
continuum. Here he has to take on a whole army of
Skynet-manufactured Terminators: Terminator Spiders,
Terminator Dogs, the super-tough, red Terminator
Leaders (didn’t the Daleks paint their leaders red?) and
roaming Hunter Killer aircraft.

2 BIG GUNS!

Now the Beretta Auto-9 that Robo packs in his thigh is
okay for disposing of human foes, but for these case-
hardened horrors he has to use whatever weapons he
can find. Rocket and grenade-launchers and smart
bullet rifles are available if you can find them, and
even the good ole phased plasma rifle in the 40 watt
range makes an appearance in the later levels.

Any fans of the Robocop and Terminator films will
appreciate little touches like that, as well as scenery
details such as the sculptures in the background in the
OCP offices and the burning TV’s in the Terminator
future levels. Even Robocop 2 makes a cameo
appearance at the end of one of the levels, as a
Terminator-controlled boss.

ROBOC
TEK
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Drop your weapons or... they quit firing! Drop your... oops, sensitive trigger! Drop your weapo... blast, done it again.
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Drop your weapons or there will be... trouble. There, I’ve said it. Now
what? Hmm, oh heck, eat lead, you rusty tinpot. He. He. He.

0015590

1
"5
E

s
Okay robo-health-freaks. Now push, 1-2-3.

(I R — #.03 0014140 - ~ A Don’t move, C3PO, you’re under arrest.
EEBR IS ji : - = BIG FUN!

It’s a fairly simple blasting game,
reminiscent in many ways of Data
East’s Robocop arcade game. We
weren’t taken at first, but there’s
plenty of major league gun action
and the graphics are excellent.
We’ll give it the full review *
treatment next month, so, till then,
stay out of trouble.

Incredible! It’s Elvis doing his shopping. He is alive!
*Quality Alliteration by Thomas Guise

& AMEBETEER




H ‘FQ”’?B | Tom here, or perhaps
you'd prefer to cal Me the #gh
“Prince Of Atlantis. Let ye explan.
‘The other day T was relaxing on My
| island, Making just the largest

| sandcastie (ith MoaT) youe ever Celebrate the blood-
seen, When a huge wave crashed splattered occasion, a
onto the shore, \WIping it out. select panel of the finest
folever My disay) scon turned o
amMazenent when, looking up, T saw
o beauttul wonen With sduemy

MORTA

Welcome Glasshopperl Tt's
Mortal Koubat donth and +o

warriors froy around the
World have gathered at the

shining dresses and a smart pair of Tou's Tsland dojo o tell us
conicatshelled chest plates. Would about the Mortal Moues'.
vou believe they Were enlowys frol flear i straight from the

the God of the Seas, who
requested My iMMediate presence
in The throne-rooM? Well not wishing
to disappoint the ruler of the AT g =t i
wanes I clivbed aboard their sea- ’El""vf :_H:_:[J
chamo—ra incredble Uehicles Made {zi T
8l wyster shells a f;d edcC 5‘ L—_H

L Dear TOM,
| by four golden sea- Forget about Global Gladiators and
5 ’BQ‘?OFQ Bl H‘]Q\)\J i, We were Cool Spot, why not have a Megadrive
thousands of fathous under The s2d,  game about a public enemy? You could
and vet T was stil able to breathe. hogé ot;idewiys—scrollll(ihg \gew Wfi}:h the

g ob in the centre, walking down the

ﬁiﬁ}?iw g;&lgf LS_SI_\A]GRL% g Kigh street. Old Iodie.s ar?d mothers with

IR N NASSNR Ciiuy CarNed o prams could attack him and you'd have

The sea-bed. And Neptune hivself to shoot them before he got pissed off
Was ﬁdﬂ’]g out on his ‘U\%h_j—kﬁ sea- and beat the shit out of some toddler.

stalion to grect Me. At a ban%j@'j' iy~ Then the view could change to
his SIOW coral casHe hQ revedied overhead as he runs through the inner

city avoiding the police. The usual car
The fruth, that I au his lon 3 los s0n. chase level and fight on a train could

I explained how that Y)CISTv) be put in and the Menacer could be
MQSCI-TQC’h crew had exiled ve and used for the first level.

he MMQduGJrQM CEPETCRSH SRR VVhot do you think?

of '\25“1\ Fish +o eat them, Alas, I had Stephen Worthy, Esher, Surrey.

T FQ‘i‘OFn TO Mka I&|Ond To 'ﬂnbh _H"]Q @.—DM appaled. Gunning down

experts’ Mouths right here,
on ToM's Mortal Tsland!

f; DFoeS

Nail, but good old daddyy sent a teaw completely hefpless, nnocent
C)'? er-uen +o th-P ue \)Jl‘"h —j—hg PeoPle lke old ladies, Mothers
\urthS chores. You know the and chitiren, Thark s gpor B of unt
| address. TOM'S TSLAND, MegdTech, 1, S be kboronsed

B Y . .. . ~c
London, EOR 3A0 and don'+ forget, WO MIAND3S, MO
every) leter writer gets a ’F'L .—EJ__L_ 39 3 _E | ‘IE|
Megdlech T-shirtPrince of the it 4

Oceans, hQ\D? & GMOWS \ondered | am going to be completely original
tha T had fins on the bCle of lQSS and ask you some questions.

and 8;‘”5 on MYy TUNMU). 7 A I(’ |" l 1. After seeing the Mega-LD feature |
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am in two minds whether or not to buy
a Mega-CD. What are the differences?
2. How much will the Mega-LD cost
and when is it being released?

3. Will it be compatible with the Mega-
CD and the Megadrive?

4. Why don't you send me a copy of
Jungle Strike, or are you chicken? You
are, aren’t you?

Thanks a lot and | expect that copy of
Jungle Strike soon.

Your questioningly,

Matthew Fitchett, Thetford.

IMJ’WU(,‘ My, v“ﬂﬁﬂ“ﬁ‘m 510
Mt 1 T oy it
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Dear TOM,

King of Sega, Ruler of the Universe.

Please could you answer my questions.
1. Why does Streetfighter 2 keep on

‘Tﬁ’f_ VMOLICE OF T3
PORLLC

Clint Eastuwood

Bong Thang Punks. |1 don’t know about all this
video games
nonsense. in
my day the
way to put
some scum-
bag out was
with a high-
powered lump
of lead
straight
through the
head. Aah, the
way their eyes
would roll back in their skulls and they'd
gurgle, just before performing a final
shuddering death-crap in their pants. Great
stuff, and it gave me the chance to come out
with some immortal line like “Ho ho, you've
pooed your pants.” Now that's the a mortal
move for you. All this ninja rubbish. No
thanks.

getting delayed?

2. Where abouts is the film studio
where they made the Mega-CD game,
Night Trap

3. When will the Megadrive and
Mega-CD 2 be released?

4. How much will they coste

5. Would you lend me the money?

6. Is Sega making a Streetfighter 32
7. Any nice birds in the office?

8. Kelli from Night Trap (aka Kimberly
from Different Strokes). Any chance of
finding out her address for me please.
Pretty please. Grovel.

PS. A big hand for the lads and lasses
at MegaTech. Long live Sega.

The Greenster, Hastings.

e Groosth
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Dear TOM,
Sega, being the zealous bunch that

TQMMU) oteele
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GEmE, '3 @ B rough
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atways come prer and gl my e wigh
i my Baum. & wedisy, | dhak dhey calies it
yway, 1 really s # oy § coigl nawve
dmme @ faval mewe ke Baidizy's. dut
iy my Singers angl Stazam? el
MEasis WOLlS Bavz SHOMD UE, Yaining Bram
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Goro

Hello luvvies. You know, | absolutely abhore
this nasty Mortal Kombat
stuff. | much prefer a nice
bit a cake and a glass of
squash any day of the
week. Oh yes. Anyway, |
can’t complain, if Shang
Tsung hadn’t plucked me
from obscurity I'd still be
mrking n that supermarket as a cashier.
But sometimes | get so worried that | might
be type-cast. Why can’t they put me in a nice
puzzle game or something? ‘Goro’s Crackers’
it could be called, and you’d have to make
lines of crackers to score points. | could
wear orange dungarees and nail-polish and

they are, had the ingenious idea to
make all Mega-CD machines only work
with each of its territorial Megadrives —
a well thought out idea or just naive
thinking?

Well, shortly after its release along
came those masters of devices, Datel,
with their CDX Pro. For only £49.99
you could now interchange machines
and play any software from any
country. Was it too much to ask in the
first place, especially if you had just
paid £269.99 for a brand spanking
new machine — Sega obviously thought
it was.

So the total cost of your (proper) Mega-
CD is now £319.98. But is there a
deadly secret hidden here? Ask
yourself why Sega attempted to stop
you playing imported games on your
new machine. Was it so they could get
together with a well known ‘Cheat’
cartridge company and sneakily

it could all be brightly-coloured and have
cheerful tunes playing throughout. Yes, and
everytime someone lost the game | could rip
their arse out with my teeth. See you later,
sugar. :

The ProcClaihers
Practinimes 1. S5 Morkel Koma dhen.
Pesisitmer 2. Mo,

e - Pescisiimer 1. B

Pesome, o't

Weocisiimer 2. §

SUPPCSE.
Posdisiimer 1.
sy, remamiber
nammn—-mu

At wias something, hey?
Pesciisiimer 2. Ma ks, yos. Ves i was.

" Pescisiimer 1. Wigie mee aniu], ane we?

Pescitsiimar 2. Mg, me weise mo.
FPepcinimer 1. Wiy gion's girls tanoy wus?
Prndizimer £ I o't hnow. Stue ugp.

Errol Fluynn

Ah, my friends. mc nll you, | like Mortal
Mombat. I like it, 1 like it, | like it. Especially
that fair maiden,
Sonya. Ho yes. I like a
woman with balls and
she’s a feisty one,
make no mistake. That
move, where she grabs
you with her thighs and
throws you over the
top of her? Hummada,
hummada. You can thigh-grapple me any
day, babe. And that killer kiss? Woohoo,
what a way to go! Hey Sonya, if you can hear
me? You and me, darling. let’s take a naked
trip through the love zoo together. Woof!
FORWARD x 2, BACKWARDS x 2 + BLOCK

release a device allowing you to fully

use your machine, thus getting a
healthy bonus from that company
depending on its sales? Maybe not, but
Sega obviously don’t think much of its
customers, who dfter all have spent at

least £400 on their

TRERE'S MORE
NEXTPAGE,
FOLKSI




certain software.

STOP THIS OPPRESSION NOW. WE
PAY YOUR EXTRAVAGANT WAGES.
LET US PLAY WHAT WE PAID OUR
MONEY FOR!

Joe Public.

@—Bhu\@g, +his subject has
certainiy got uour goat,
hasn'+ 2 Tl adyt i, the
Mega-(D is Very expensie and i
does seen unfair that we can'+ play
iMPort games Without a convertor,
but anuoene who bought a Mega-(D
knew This Was the case froy the
start Besides, a lot of iyport games
don't work ’Pr‘o’Perg on official
nachines because of the diferent
speeds The respectie Machines run
at and even the (DX can'+
coMpensate tor that.

Also, s Uery) unlikely) that Sega
Wwould secrethy collaborate with a
Cheat cartridge coMpanu, because
each of the various duisions of dega
around the World work seperately
To gain profit. For instance, Sega UK
Wouldn'+ Make any Money) from the
sdles of ifport games.inBrirain, in
fact theu'd Make a loss. \hich & Tthe
redson Whu) they are akays Truing
50 desperdtely) to stop the spread
of grey igports. T'y not Truing To
defend what Sega do, but T +hink i#'s
iNportant o understand their
MotTNaTion.

Ll T T— ST
#O0wW B LZARREL

Dear TOM,

| am an owner of a Mega-CD and
would like to know if, on Golden Axe,
there is a two-player option, if so could
you please fell me how to get it since |
have tried almost everything possible.
Brian Cotter, Torryburn, Fife.

You're not going o belieue
This, but Golden Axe on Mega-

@ is onlyy d ONE Plaver gave.

\e could hardiy believe i+ ourseles
untl We checked, but it's true. For
reasons best knowln To thedseles
Sega have remdoved the Hwo-player
oPtion from the Version on the Sega
Classics disc.\What+ a load of rubbish,
eh? Al that (D MeMory space,
greatest yachine onEarth and all
That buph Pah, that's what T sau,
Pahl

~ S aTeE
DONT CopYl
Dear TOM,
To start off with, what a superb idea
you had about not printing letters
which start off with ‘what a great
magazine’, when | read a lefters page
| want to see a letter with some
interesting questions and answers. |
mean if we didn't like it we wouldn't

32 NMEEERTECER @

write.

Enough of that. What | am writing for
is for you to give me some information
on the Megadrive copying machines.
For a while | was thinking of buying
one (although | wouldn’t know where).
If someone told you that you could
have any Megadrive game available
for the price of a disk, you'd jump at
the chance. But after carefully thinking
about it | decided against the idea as it
is not fair on the other Megadrive
owners, as they and | shall have to pay
more for a game. But there is one thing
that bugs me and many other people |
reckon. How do they work? | know
there is a disk drive involved, but what
else? | hope you could answer these for
me. Please!

Oh yes, One more thing and that is
Sega know a good marketing
technique when they see one and it is
about Street Fighter 2. If you want to
play with a friend head to head

“without keeping on pausing it, you are

going to have to buy two new joypads.
More expense for us players.
REMEMBER DON'T BUY THE COPIER!
You never know, they might even put
the prices down on games.

PS. I think it would be a good idea if
you got some readers opinions on the
Sega adverts. | think they're quite
funny.

See ya.

No name, Colchester, Essex.

% T see. Youre just curious

,,ﬁ about how these cheat

- Nachines works, right? Tt+'s

not that vou're interested in buuying
one at all. 4a, no, of course not.\art
a minute Whie T wash by fihy)
Nouth out.
Okauy, ket Me reveal the dark secret
of the dreaded copying Machines.
Basically the Magic-drive (@s the
Negadrie version 5 cdliedy s not
Nuch More than a floppy disc
driveThe games cartridge plugs in
the top of The Machine which in turn
slots into the Megadrive cartridge
Port. Al the gane infornation on the
cartridge is then downbaded onto
floppy discs. ANy Tive vou need +o
Play the game vou just slot the disc
o Tthe Magic-drive and hey presto,
il load The game into your
Megadrie. See, siviple.
There are problens though. For
instance, on the SNES, Super FX
games like StarFox can't be copied,
because the Magicom (@s The SNED
copier 5 known> can't duplicate all
the functions the custon
accelerator chip Would norialy
handie. Also, because ganes are being
loaded off a floppy disC there are
Pavses in the action when More

informdation is being accessed and of
course, the larger the gane the
nMore disCs Wwould be needed. S0 a 16-
Meg gane ke Streets O0f Rage 2
Might need up o ten disCs to store
i, Meaning that vou'd haue to keep
SWapping discs throughout plav. But
That's the price uou pay) for using
the copier.

Anyway, so you Think the Sega ads
are funnu, eh? I+ seens that not
eleryone shares vour sentiients..

MO MORE FAT

‘E, ll__ll_:l |-" E|
Dear TOM,
| really didn’t want to be the one to
speak out, but about those Sega
adverts. | think that Sega have got their
advertising campaign completely
wrong. For instance, that fat bloke who
goes about putting ‘a ton of semolina
in a vacuum bag’, what exactly does
this specify? The feeling I got from the
advert was that Sega must rely on the
hardware and software to get the
sales. Take the Mega-CD ad for
another example. What the hell is it on
about? All | see is very little hardware
and a lot of prattling on about the
afore-mentioned ‘Fat Bloke'. | think
once again that Nintendo have out-
smarted Sega by producing adverts
that look space-aged and tell the
customer about the product.
That's my point of view anyway, 1'd be
interested to know yours.
Many thanks and May the Force be
with you, young Jedi.
Martin Hughes (aka Luke Skywalker),
Eastleigh.

Tue got to confess, T don'+
@ Think Much of Those Sega ads

efther. They're just oo weird
and not Nery funnu With . T
Wasn't so bad in the old days With
That bloke and his ninja-sidekick, but
recent ones, ke the Pirate ™V ads,
have just been rubbish. Mind uou, T
Prefer they to the Nintendo ads.
Talk about dull.

TOM
GLBEWISTER OF
MEGATECH

- REVEALTED!

Dear TOM,

Don't panic! Even as you read this, |
am planning a rescue operation to
save you. All | ask in return is for you
to answer these questions, then come
to live with me on my own island!

1. Will Elite ever be converted to the
Megadrive?

2. Do you think the press will make a
fuss about Mortal Kombat, like they did
about Night Trap?

3. Do you think the hype surrounding
Jurassic Park is really worth it2

4. Will the Activator controller catch on
or will it die out like the Menacer?

5. How old are you?

6. Have you got a girlfriend?

7. Will you print a lifesize poster of
Mark Holmes?

8. What do you think of the
Highlander films?

Oh well, that's all | can think of at the
moment. I'd better go back and crack
some more coconuts over my head
before anyone notices I've escaped
and made contact with the outside
world.

PS. Have you noticed the Micro
Machines advert — apparently your
name is Tom Glennister!

Kerry ‘Kez' Sharp, deepest darkest
Blackwell.

Ses T did notice. Ton
Glennister indeed. \dhat
Cheekl You el +he world how
great a gamde & and how do they
repay) vou? By crediting all uour
Words of ‘praise to the editor of
Sonic the Comic, that's what. Bah! T
don'+ want to tak about it

1. Not Ikely, but just betuween uou and
Ne Blffe 2 iight be on the wav). Shhh.
27Probably, but i's undeserved.
Mortal Konbat isn't that nasty at al.
3. T do, T do, T do.-Jurassic Park is
the best fiM ever vade. BEuer. T loue
it

4. \ho knowls? T don't+ reckon il be
Much cop, but wie'll see.

5. 'y unsure. TUe been brought up
by jungle eles sihce T was a babu.
G©. Shan't +ell.

7. L think notDid you know +that
Mark has the lower half of a horse?
That's right, Mark flolhes is a centaurl
®. What?The first one s good, but as
for the sequelPrrrp.

e RETLT Ve
i MAK WHO
LAy T ~
HAUNTED
T ] "
#tIMSELF
Dear TOM,
| was reading your Island letters in
Issue 19 and | saw my name at the end
of a letter and | went mad. How do |
know that it's not another Steven
Denholm from Haddington? Because
Haddington is tiny. All that | am saying
is that when | get my hands on the fool
who was too scared to write their own
name | will put his head through a

window and then get my good friend
M Bison to kill him. Ok wimp,

&



wherever you are?
The REAL Steven Denholm,
Haddington.

An ifposter uol sag?
@ SomMebody) dared o write +o

My sland pretending o be
ou? That's disgraceful But Steuen,
Why didn't you tell e all this when T
AW You vesterday ar the
Gentlenan's Qub? \Wha..that wasn'+
Vou? Screau|

PP T W

BAT SERIOGSLY...
Dear TOM,

This is my first time writing to your
rather cool Megadrive magazine and |
have a few questions | would like you
to answer without being stupid!

1. Why do you think it's funny to take
the piss out of other writers2 For
instance, Sean Lemon (issue 20).

2. I know an inquiry went into Sega'’s
and Nintendo's prices. When will
Sega do something about their prices?
3. Do you know how many M-bit's
Sonic Spinball will be?

4. Now don't think | am funny when |
ask you this but, what does M-bit stand
fore Because if it stands for Mega Bit
that means 1 million bits, which is
mathematically impossible on a 16-bit
machine.

Thank you for answering my questions
(that's if you print it, lick, lick)

From Simon

(I had better not say my last name. I'm
ashamed of it and anyway you might
take the piss).

Take The *piss'? Me? Oh Sibon,
@ T’y MorFfied. fow can wvou

8ay) such a cruel thing. Tl
Prove T'N A nice guy) by answering
wour questions and T sclemniy)
provize T won't be stupid. Tee hee.
1. dean Lenon? Ahahahal Stoppit,
stoppit, ha ha hal
2. Probablyy never.
3. Not yore than eight and no less
+han four.
4. Don't you Worry), there's no
chance of Me Thinking uou're funnu).
M Bt does stand for Mega-bit and
one Mega-bif is equavient o 123 Kio-
butes. A byte equaling eight bits. The
Thing is, When We F+alk about
cartridges, @ Mega-brts is the avount
of Menory) The game Takes up. \With
the actual console, 1G-bits is how
nMuch data the Machines processor
can handie at any) one tive. A game
can be any size you ke For
ihstance, a Mega-(D gane could
Theoreticaly be 500 Mega-buites in
size. flowever, the Megadrile would
still only be able +o process 16-bits of
Code at any one tide. Don't read all
that oo fast, or vou Might
accidenthy wWet gourseﬁ‘.

#OW)

FASCINATINGI
Dear TOM,

I was a proud owner of a Megadrive
until 2 months ago. Then | purchased a
Super Nintendo, the biggest mistake of
my life. Now | intend to sell my Super
Nintendo. | have already ordered a
Megadrive 2 from the catalogue along

JOHN MADDEN TALKS BACK!

He's a servitor from the planet Nox and he's
", .+ here to judge whether mankind is worthy of
" survival. Yes, Master of Life and Bringer of
Death, John Madden, is here with his usual
brand of cheap aftershave and light chit
chat. This month’s gripping topic - skincare.

Howdy Sportsfans. We’re well into summer and
I'm mighty sure you lot are all enjoying the
delights of the sun, but don’t forget to look after
your skin. After all , it's what keeps all your bones
and organs and burgers in. So show it some

respect, goddam it.

If like me, you happen to be a bit, well, sweat-friendly, remember
to keep that skin cleansed. And it ain’t no good just mopping up with
an old snot-rag cither, you need to keep your skin fresh. Don’t make
the mistake | made, of wearing the same pair of under-dacks for a
week. Those black-heads on my arse were a real pain in the butt.

Oh. Ha ha.

And try getting rid of those dead skin flakes too. I’'m always find-
ing clots of the red and flakey stuff under my armpits, in my belly-
button, even wedged in the folds of my neck. Horrible. But by using a
good exfoliation liquid you can prevent this problem. Why, it just
sloughs that dead flesh off in sheets. In fact, it's ! Ah-ha-ha.

Finally, make yourself feel like a million dollars with a good lip
balm. Used morning and night it can make you lips as soft and udder-
suckingly kissable as mine.

Right, well I'm off to hang around that infant school playground
now. See ya in thirty!

with Sonic 2, Golden Axe, Streets Of
Rage, Revenge Of Shinobi, Golden Axe
Il and the fabulous Flashback.

Mark Broome, North Shields.

Realy Mark? Gosh, that’s so-co
@ ifreresting. T dont know Wwhy

PecPle Wwon't hang around \With
vou, L Mean you're such a fun guy.
fonest. And you don't siell of Wwee at
al. Angway, don't let Then get +o you,
becauvse i's far More en jouable locked
away, in The folet by voursel’ Please
write again soon With another gripping |
instaluent of wour Ife.

GOOD GRTEF!
Dear TOM,

| read your mag every month. It is the
best thing on the shelves.

I have Sonic II, it's great, but | have a
problem with it. | am stuck on Aquatic
Ruin. | just can’t get past it because |
keep running out of air and | can’t find a
solution fo it. Please, please could you
help me.

PS. Please don’t say I'm crap at games.
Ta.

John McCabe, Ballinteer, Ireland.

Don't wou fret,John. Ty not
@ going 1o sau gou’nz crap at
ganes, it goes far deeper than
That. Angwau, onto your probley.
What woue got o do is look out for
those Iittle streaus of bubbles coMing
out of the floor. Buery so often a big
bubble appedars and Sonic has o
swalow these regularhy to stay) alle.
“Probleiy soled. Unless what wou Mean
i5 wou run out of ar whist Playing the
gane. In Wwhich case, you want o
renesber to ke breathing Wwhilst
Thinking, okaw? And akdaws haue a
grown-up in The rool, fusT in Case.

TMDESPERATE
Dear TOM,

Please, please, please could you send
me a copy of the X-Men poster from issue
17, because my brother completely
wrecked the other onel Please, I'm
desperate.

I also have some questions.

1. When will WWF Royal Rumble be
oute

2. When will Polterguy be out?

3. How do you feel after your beating.
Keep up the good work.

A Fordham, Langley, Berks.

Sorryy A, T'y afraid there are

@ no posters left. In fact there

aren't any copies of issue 17
left efther. All gone Boo hoo.
1. doMetive I autudn.
2. After he's had his tea. fa, no just
kidding. Sepresber.
3. Enlightened. T+ is the MegdTech
Waw.

wIMEGATECH
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We’ve sweated blood

this month to bring you
a massive haul of 17 -
count ‘em - 17 games
reviews. And seven of
them are Hyper games,
scoring over 90% on the
MegaTechometer. Are

we good to you or what? &

THE RATINGS
PANELS

Here's the rundown —

how the scores are put
together and the lucky,
lucky people who rate
the games.

THE TECHOSCOPE
It's a weird, circular thing divided up
into four quarters, but what does it all
mean? Well, this is our strange little way
of demonstrating which particular skills
you'll need to be strong on to be able to
play the game well. Each quarter of the
circle represents a gaming skill —
Reflexes, Strategy, Challenge and
Thought — and each of these has a
rating, shown by the distance that the
coloured area within each quarter sticks
out from the centre towards the outside
of the circle. Got that?

PRESENTATION

Presentation covers the standard of the intro,
intermediate and options screens, and whether
the game has been put together thoughtfully
and playtested seriously, or just thrown
together carelessly.

RADION AUTOMATIC
My childhood hero was Johnny Rotten, the
lead singer from punk band the Sex Pistols.
| remember my sister taking me to see the
band when | was two years old - she took me
in my special punk pram, which was really
hard to push because of all the bondage
straps around the wheels. Even at that age,
| had green spiky hair and | spent the whole
gig stage-di

ng, even though | couldn’t walk.

® |
ROCK 1I

' SILPHEED

~=® SOUND

9 STP

into.

PAUL DAVIES
1 remember being really impressed by the
carthorse which the local milkman used to
pull his float when | was a young lad. Such
a noble animal, | couldn’t help but admire

the beast. But I’'ve grown up a lot since then

- these days my hero is much more, well,
heroic. You know, a real role models that
has an effect on real life - Sparkster the
oppossum from Rocket Knight Adventures.

AN AN AYY
REVIEWS

836 GUNSTAR HEROES ©
JURASSIC PARK ® ¥ 46 SHINOBI 3
50 WIMBLEDON ©

ECCOCD O 8
52 BLASTER MASTER
® 63 SHERLOCK HOLMES II
® 64 AERO BIZ ©
AXE Il ® 7

. CHUCK

GOLDEN
SUPER BASEBALL

> POPULOUS Il @ &
MORTAL KOMBAT ® Z 30 PUGSY

84 HAUNTING ©

~=5 GRAPHICS
The standard of the visuals — backgrounds, sprites and animation
- is covered by the Graphics category

The Sound department gives you a percentage rating for
sound effects and soundtrack.

The Short Term Play rating tells you whether the game
under review is instantly playable or takes a while to get

LTP
If you want to know if the cart will probably stay in
your Megadrive for months to come or if it's destined
to gather dust on a shelf in your bedroom after a few
plays, check out the Long Term Play score.

» OVERALL
The final Oerall score is not arrived at
by averaging out the scores in all the
categories above — it is not an average
mark, it is only achieved after heated
debates between the members of the
MegaTech Ratings Panel — many a
voice is raised, tables are pounded by
fists, and blood is often spilt as the
panel make their considered
judgements on the game in question.

ANGUS SWAN
My hero is well-known Yorkshireman and

champion of the workers, Arthur Scargill. The

way he stood up to the capitalist lackeys of
the pig-dog right-wing government during

it comes, it'll be him - he’s got such a great
oratorial style, you'd follow him to the ends
of the earth. Great hairstyle too.

the miners’ strike filled me with admiration.
If anyone’s going to lead the revolution when

TOYS

PAUL GLANCEY
My role model is
Captain Jumes Kirk,
because of his great
leadership skills. And
he was the only member
of the Star Trek crew to snog a
woman in every episode. I've
always said it's a shame that Will-
ioam Shatner was William Shatner
and not Captain Kirk, especially
when he opened his mouth to sing
- have you heard his rendition of
‘Mr Tambourine Man’ ? Awful

MARK HOLMES
"_ My childhood role
model was Baloo the
. bear from The Jungle
- Book. It was his
carefree attitude to life that
attracted me to him as a charac-
ter. | still believe in his
philosophy of “the bare
necessities of life will come to
you,” and | can relate to his love
of music and dressing up in exotic
fruits and palm leaves.

TOM GUISE
My childhood hero
was Batman, and my
affection for the
Caped Crusader has
carried through to the present
day. The Adam West Batman from
the "60s TV series is stiil my
favourite - the way his nipples
stuck out of his costume and his
fat belly bulged over his utility
belt made o deep impression on
me as a child. But the main reason
why he became my hero was
because he was always raelly
good at getting out of the trickiest
situations, a bit like me when one
of my reviews is overdue.




He is a gladiatorial champion from a
distant planet, beamed to Earth by
' Sentinel 1 to protect humankind
from other-world invasions. He is

et

TOM GUISE and he talks complete
nonsense. Today’s subject - Sega’s new
platform shoot ‘em up, Gunstar Heroes.

ear me, Earth scum. This is the voice of

..................................................................................................... GUNSTAR

me before. I’'ve invaded loads of

planets in my time. Loads. And I've ! HEROES AND

malc'le them Tlllbbov; l:;‘e:ore m(le too. Still not familiar? tey, 1 THE CASE OF
well, you will be, buddy. Real soon! Even as we speak, my

invasion force is passing your moon. Soon my mighty THE FLYING
legions will march across this wretched lump of rock you BATTLESHIP

call... Earth. Bah, resistance is useless. Come, kneel before
me, puny Terrans. Surrender your daughters to General

Our Gunstar Hero has just

i arrived on the scene as

Red! Mwah-ha-ha!” e, Captain Orange escapes in
$ 2 his Flying Battleship with the

precious stones in tow. Hurry

Gunstar, before it's too latel

Yipes, it's that time of the month again. You know, World invasion by evil super-
villain time. Happens as regular as clockwork. Bow, yield, kneel and all that stuff.
Sure, sure, and as usual, we're completely powerless to act. But what doom-laden
invasion plan threatens the galaxy this time?2 Read on, Earthling...

General. By the great moons of Neptune! What

; shall become of us2 Who can save mankind from
. NHHI 5 WUH GHME W]” WLE SFHEE NUHM? e imminent desiruction? The Gunstar Heroes, that's
. whol The Protectors of the Free. The Guardians of

Seeing as you're soon to perish in my devilish death-trap anyway, | may as well the Galaxy.
reveal the whole ingenious plot to you. Just to let you know how pathetically futile :

your attempts at resistance really are. ! =
It's all the work of a villainous character known as General Red. For aeons his ‘ HT I"HST WE MEET E”NSTHH HEHHESI

ik soldiers have scoured the galaxy in search of four precious stones. Combined, the
& SKILL - power of these jewels can summon the awesome might of the Creator, a
i SEITINGS 4 giant robot demigod from a bygone era. With the Creator at his

b 4

o : bidding, conquering the universe will be a simple affair for the ninjas. None can withstand the wholesome,
it

nutritious goodness of these guys. With their

They're gun-toting, kung-fu chopping, super space

i

"

incredible athletic prowess, their awesome array of

death-dealing weaponry and their deadly martial
arts moves, these intergalactic avengers can make
mincemeat of even the ugliest space beasties. Do
your worst, alien schmuck!

Yup, Gunstar Heroes is a platform shoot ‘em
up in which the fearless space warriors in question
have to recover the precious stones from the
cluiches of the vile General. These jewels
are each held by one of Red’s foul
cronies at the end of each level. The
aim of the game is simply to reach

the end of each level while

blasting the seven shades of

Shinola out of everything on the
screen. An easy enough task, except
that everything has a tendency to shoot

back in a big way. Great Zog!




The rocket-ship is leaving
the launch-pad! Quick, climb
the struts and get onboard!

Holy Toledo! The mid-level
hoss. Get above it and then
shoot away at your leisure.

No matter, your tongue will loosen soon
enough. Time and a careful twist of the
thumb-screws will prove that. In the
meantime, let me tell you more...

There's a choice of four different
levels on which our heroes can start. It
doesn't really matter which one you
choose, because you have to do them all
in the end anyway, but it gives you a
chance to get to grips with each one

First up, there’s the Ancient Ruins, a
straight forward left-to-right blasting level.
A planet populated by sweet, harmless
little pea-like creatures has been invaded
and the it’s up to the Gunstar Heroes to
put wrong to right. Our kung-fu
kommandos have to battle against enemy
troops, flying gun-pods, mutant plants

P P

There he is, the dreaded Capt.
Orange! I’'m coming for you, you
muscle-bound lunk-head!

You cannot stand the might of
my homing laser! Collect the heart
icons for extra energy.

Red Alert! Final Boss time and it’s none other than

Captain Orange. At last we meet!

and even wasps whilst racing through alien
jungles, pea-creature villages and even up a giant
Aztec pyramid, before sliding down the other side
at sole-burningly high speed.

As with all good platformers, Gunstar Heroes

e e |

Aboard, just in time, as the
ship takes to the air. Aieeee!
Flying monkey-hoy attack!

What? The evil General Red,
and he’s escaping! You’re going
nowhere, you twisted fiend.

Banzai! It’s the Battleship’s generators.
Destroy them all to reveal a whole
jamboree of power-ups.

Ha! Take that, scumbag! Eh?
The plane is plummeting back
toward the Battleship. Watch out!

Hand over those stones or I’ll be
forced to... yikes! The legendary
Rotor Press in action!

has a minecart level. Think you’ve seen it all
before? Think again! It's a super-fast rail chase
from start to finish and the mine-carts are
magnetic — yes, magnetic. Flip your carty high :
enough into the air and it'll cling to the ceiling and
a good thing too, because sometimes that's the
only place that's safe to ride, what with enemy
minecarts, bomb-trains and even huge
locomotives careering through the tunnel. At times
the tunnel even switches to a straight vertical drop
with the mine-carts racing down the sheer walls. If
nothing else, Gunstar Heroes wins the ‘Best
Minecart Level of the Year’ award.

Then there’s the flying battleship level. Chas-
ing the huge rocket-ship as it takes off, our heroes
have to reach the top of the launch struts and
board the craft before it picks up speed. Then it's
hair-raising battle atop the sky-ship before leaping
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VALVALION

onto a plane for a one-on-one battle on it’s wings.

Together with the Dice Palace board-game
level, these make up the first four stages of the
game, but don't think that it all ends there. The
worst comes later.

C I ISPENSE WITH THE PLERSANTRIES! |

Gunstar Heroes is an almighty blastathon of
mega-proportions from beginning to end. The
sheer variety of action from level to level keeps you
on your toes, and it all plays at a blinding speed.
Racing down the pyramid, cannon-balling through
the mine-cart tunnel. The pace of the game is
breath-taking.

And it's not just fast and furious fighting fun. | spinning pile drivers. It's manic! And they’re just
Well, yes it is, but what good fighting fun it is. . mid-level bosses, from the SAME levell
There’s just so much going on. Baddies leaping Enter the end of level bosses and let the
out of every corner, guns blazing, bombs flying, . scream-fest begin. Some of them are mind-
explosions erupting every second. The blasting . blowing. I kid you not, when you come up against
action is so intense! . the Seven Force for the first time you'll plop in

. your pants (and it’ll be runny too). Each robot is
' HLAATU BARADA Nle GOAT! " so huge, fast and completely lethal. In fact, you
could easily except that any one of them is the
final boss by itself, not just one of seven. Gibber.

And then there are the bosses. Bosses like you
wouldn’t believe. And there are so many of them!
It's almost like the whole game is one long boss-
fest. What's more, each boss is so completely
original and, in some cases, totally bizarre. Take
the crazy Papaya Dance, a huge cactus that
releases spores and giant centipedes. Or Bravoo
Man, a giant humanoid made out of packing
crates. He even performs Dragon Punches and

‘5 MELON-BREAD
| Not as tasty as it
| sounds, this huge,
i leering face floats
< around the screen
|
!

4 attempting to munch
you with its pointy
fangs. Aim for the

CURRY AND RICE TIMERON {

Eve
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When playing a blast-a-minute game like
Gunstar Heroes, you need blast-a-minute
weapons to keep up with the pace. Fortunately,
Gunstar provides the goods in the form of four
death-dealing weapons. Powerful as they are,
these weapons can be made even more potent
by combining pairs of them. Here’s a rundown
of the best combos in the game.

DOUBLE-BARRELLED GUNSTAR FUN!

As the old saying goes, two Gunstar Heroes are
better than one. Just as well then, that the game
features a rather nifty two-player option, so a
friend can join you in your mega-death-dealing
mercy mission.

Identical in every way, except that one is red
and the other one is blue, the two heroes can
battle together onscreen, even throwing each other
around. It's more fun too. For instance, the board
game level takes on a whole new dimension with
the dynamic duo battling for control of the dice
roll, so that they can move ahead on the board.

However, don’t go thinking that double the
players makes the game doubly easy. Not a
chance. In fact, if one player dies, in order to
rejoin the game they have to steal half of the
other player’s vitality making the game extremely
frustrating if your partner happens to be a
complete gamesplaying baboon.

A Leave my train alone,
you fiends, and join me
in a lambada.

Photon balls
that can be
fired with
pin-point
accuracy.

CHASER
Green arrows
of death that
home in on
their intended

LIGHTNING
A blue laser
bolt that can
cut swathes
through the

FIRE

The most
powerful
weapon, but
with the
shortest range.

A What's that, folks? He’s behind me?

EAT EARTH FIST, 0°"MEHON! :

It's super-fast, it's action-packed and it's packed
with herds of monstrous bosses. So, it’s pretty
good then? Yes, of course it is. It's better then
good, it's brilliant! Gunstar Heroes is so damned
playable you wouldn't believe it. The way the main
sprites leap and flip around, they respond so
perfectly to the controls. It's spot-on. The mixture of
beat ‘em up and shoot ‘em up action is balanced
just right. Together with the sheer pace and variety
of the action, it all makes for an incredibly
addictive game.

And it's challenging too. On ‘Normal’ it

4
VORTEX BASE
A nuclear reactor gone mad!

Aim for the core, but wa

for the deadly

HAPPY ITEM ROOM

The Community Chest square of the Dice Palace. Land on a Happy ltem square

and you get fr

run of all

the power-ups inside.

FORCE AND CHASER

Combining the awesome power of the Force
with the homing power of the Chaser, this
weapon is excellent for mopping up hordes
of baddies.

LIGHTNING AND FORCE

The power and accuracy of the Force
together with the speed of the Lightning
produces this lethal spray laser. No need to
aim, just wave the gun!

LIGHTNING
AND CHASER
Homing laser
beams of doom.
An excellent
weapon for
disposing of the
bosses, aiming
directly for their
weak spofs.

provides a fairly decent challenge, but if you
think you're pretty hot, try ‘Expert’. li’ll blow your
socks off. There are so many baddies every-
where, you can‘hardly méve. Finally, a game
that proves to be a real réck-hard challenge!

| must mention the two-player game foo.
This is one of the best two-player blasters I've
ever played , ever. Trying to get through the
game with another player is excellent fun, unless
your side-kick is particularly rubbish and keeps
stealing your energy.

U7 Y YOUR PUNY EARTH HERPDNS! |

But what about the graphics? | mean, | like top-
notch playability, but | want my games to look
good too. Well, fear not, because Gunstar
Heroes looks incredible, 'wifh amazing full-colour
backdrops and brilliant-looking sprites. There's
just so much attention to detail it's unreal. Take
the Minion Soldier — his face must be only about
four pixels in size; but even he sports a pair of
little eyes. In fact it’s difficult to believe that all
these colours and this ultra-fine resolution is
coming out of a Megadrive.

The animation is just jaw-dropping foo. The
main characters are fantastic. Some of the most
impressive sprites |'ve ever seen in action. Their
movement is so fluid, they're like littlle puppets.
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‘SEVEN G0 0N A HILLING SPREE!

Huge, terrifying bosses are the name of the
game in Gunstar Heroes. However, there is one
group of gargantuan guardians that puts other
so-called ‘awesome bosses’ to shame. Meet the
Seven Force, a septet of deadly mechanoids that
appear at the end of the hectic mine-cart chase.
How many of these'monstrous metal maniacs
our heroes have to face depends on what
difficulty level the game is set to. For instance,
play on Normal and you have to face five of the
randomly selected opponents. Here’s a look at
this magnificent seven in detail.

TAILS FORCE
No, not Sonic’s foxy young
chum. This giant, metal

sperm swims around the TIGER FORCE

tunnel spewing lethal bingo Here boy, fetch! This animal automaton races down
balls at our heroes and the tunnel wagging its tail behind it. And watch that
swiping its huge tail about, tail, because it conceals a self-targeting laser and
Hence the name Tails Force. photon cannon.

< TERNATVA

e

= — — _.:;"J iﬁ.,ﬁ

SOLDIER FORCE
The Windsor Davies of the game, Soldier Force charges after our heroes throwing
parts of its body at them, firing out it's extendable arm and stomping over them in

its size 80 boots. @ ALISIA DRAGOON

R ¥l 1S by SEGA

e o === - PRICE: £19.99
L AN ) T, K More platform shoot

LA samn . T TYF ; ‘em up fun, this time

Lt . ., r ‘ with a magical
e . - madam and her four
i dragons. Highly
T f_‘-? recommended,
§ g k i x a
‘vt- — f =N * .
il R 7y ‘ A Man, my back feels really heavy. I'm
fasm. e tellin’ you fellas, | need a holiday.
I ot

¥
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1
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ATOMIC RUNNER
by SEGA
PRICE: £39.99

Alien invasion time
again, but this time
the Atomic Runner is
on hand to save the

day. Good, challen- r ¥
ging, blasting fun. A How embarrassing, | can't believe we all

came to this party wearing the same blue
capes. And we all forgot our starfish, too!

fTha b ; : ; ; ||ke a real arcade game. If | saw Thls game in an
e bisgersprics ar us os mpressve. (@l |TTRTRSTRIME TN crcocic vty rover oo o

The huge bosses, running, jumping, throwing, Without a doubt, Gunstar Heroes is my
spinning. The giant gun-boss on the mine-cart Often the most neglected part of any game is the favourite Megadrive game this month, perhaps
{ sound. Not so here. Racy techno tunes add to the ever. | can’t remember a Megadrive game that has
4 whole pace of the action. And the spot-effects are scored so highly in every category before. Gor-
Even with so much happening onscreen and so so powerful — clanking metal, laser sounds, geous graphics, superb sound, awesome anima-
: explosions. Is this really the Megadrive sound chip tion, great gameplay, plenty of fast-paced action
at work? The whole atmosphere of Gunstar Heroes  and high in the originality stakes, Gunstar Heroes
slowdown, although sometimes it does show up is increased ten-fold by the game’s sounds. really is a breath of fresh air. It laughs in the face

; : : of the Super Nintendo, it laughs in the face of the
on ﬂ:\e Expert sefting, but that can forgiven ‘ o ”N”L ]'HE NEX'I' 'I'lME 'I'EHHHNS! Mega-CD.-This-is what-the-Megadrive-is-all- about
becguse the screen is so chock-full of sprites. : 2 Mega-blasting arcade action, short and sweet. If

I'm dmazed the machine can handle it at all. Gunstar Heroes is just brilliant. It has to be the first  there’s one game YOU.bUY all year, make it this
: game I've played in a long time that actually feels one. The best Megadrive shoot ‘em up around.

CRAB FORCE
[t'll take more than an ointment from the doctor to get rid of this chappy.
Scuttling backwards along the screen, this mechanical crustacean fires photon
globes and bits of its claws.

level even kicks back when it fires. Just brilliant.

many sprites, there’s still next to no flicker or
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- EAGLE FORCE
J Watch the birdy! This deadly
bird of prey clanks it's way up
the screen in a series of rigid
poses. The trick is to slide
through an opening before
getting chewed up by its hard,
spiny body.
' =2k
' v‘b_,, ﬁ
H 2 URCHIN FORCE
_— ; : e B wheel of doom
i 2 bounces it's way up
T 1 p e ; 7 the walls of the
| e - T g g | tunnel, spinning like a
gt t TN o b ey ﬂ circular saw in an
“ _"" i W g e o i attempt to churn our
A M R T S mine-carting buddies
PR O AT e it BLASTER FORCE
> Lo . i The largest hand-gun in the world and boy, does it kick back! Stay out the
sv s way of its barrel as it spins around to cock itself and keep blasting as it

reloads its magazine. You feelin’ lucky, punk?

Mark Holmes

RATINGS

REFLEXES

A Hello, little boys. Fancy a ride in my train? I can see
you like the clench of my fist, laddy. Step inside.

PRESENTATION
Smart title screen
and infro, good .
options and select
s:reens

(v RAPHICS

Great animation,
superb backdrops,
mind-blowing
sprites.

DOING THE GUNSTRR!

Those trigger-happy, ninjascopic space crusaders
are some of the finest animated sprites ever seen in
a video game. In fact, they do everything except go
to the toilet. Not convinced? Take a look below at

some of the hottest moves seen since Breakdance s : Ploint et (o T |

2: Electric Boogaloo. :
A Mind the gap, S:‘!‘?'EIJVERM PLAY

mind the gap. playable,
Stand clear of ; instantly fun.
the doors,
please. And quit
shooting, you LONG TERM PLAY

little bastards! A tough game in
4 NORMAL. A rock-

hard game in
EXPERT.

SOUND
Tunes and spot
effects from aural
; heaven.

They can run... jump...

L Deflmiely the
best arcade
game on the
Megadrive.
Get it or
regret it.

OVERAL

s
.—;‘;,“:"‘_1

«..and somersault

throw each other... punch...
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You must excuse TOM
GUISE’s ravings, but ever
since he saw the new
Spielberg movie he’s
become an intolerable dino-
groupie. Will Sega’s game of the film
live up to his massive expectations?

BY: SEGA

SEEA urassic Park! What a
W great movie. The
Y © W gredtest show on Edirth,
that's what it is. | mean,

take those dinosaurs, they
look so real. In fact, | bet they are real.
Yeh, that's right, real dinosaurs. It's
easier than using special effects
anyway. They’ve probably lived for
millions of years, hidden away on a
tropical island that can only be found
via a subterranean cavern. And that
Steven Spielberg, he just happened

simply to escape from the
island alive.

Fortunately, Grant isn’t
powerless. Using his mastery of
the ancient art of Kung-Fu, his
psychokinetic shape-changing
powers and his lethal eye-

-beam.energy.rays,-he.is.mMoOre. .

. than a maich for his arch-foe-
Flex Mentallo, Man Of Muscle
Mystery. Just kidding, he can't
really do any of that stuff at all,

. he's just a normal, boring old
bone-merchant.

Using his mastery of the

. ancient art of running and

A The map of Jurassic Park. Look closely
and you can see the large brachiosaurs

PLATFORM grazing at the bottom! Ha, just kidding,

upon it whilst searching for the Lost Eye
of Thundera or something. Him and his

cute sidekick extra-terrestrial, on their

wheels. It doesn’t even have a Tunnel Of Love.
But it does have one thing that even Disney

. jumping, Grant has to
| negotiate his way to the end of
each dinosaur-infested level.

. Starting in the tropical jungle

- terrain of the park itself, the
game moves on to spooky

i caves, the Jurassic Park power

- station, dinghy rides on the

. raging rapids, the pump station

. and even the inside of a

. volcano before the final

. showdown in the Visitor’s

. Centre. And naturally, those

. pesky dinosaurs are

. everywhere just waiting to

‘* WHAT HAVE THEY GOT IN HEREP HING HONG? ottt

World hasn’t got — genetically-engineered
dinosaurs, extinct creatures recreated through
the miracle of science, to live again. However,

. these creatures, the rulers of Earth for over 120
million years, are not going to allow themselves
to be imprisoned by over-evolved apes. During
a tropical storm they escape from their holding-
pens and start eating the humans. That's the
plot of the film (the one by Steven Spielberg that
features real dinosaur actors) and it's the plot of
the game too. So there you go.

pet shark, Bruce. Ahem, anyway, like |
said, it's the greatest show on Earth
and now Sega have turned it into a
Megadrive game.

Tyranno-riffic!

B HELCOME TO JuRRssIc Pant B

But what is Jurassic Park? If that's the question
running through your head at the moment, you
must have been buried in peat bog for the last
couple of months. Turn on your TV, go into any
shop or restaurant, look at people’s t-shirts — the
whole world has gone dinosaur crazy and all
because of this Jurassic Park thing.

Jurassic Park is a theme-park, but not an
ordinary one. It has no roller-coasters or ferris

[ s
RELEASE DATE

Run, run!

C 8 000 FEED THE DNOS! 3

Things sure are looking grim
for everyone's favourite fossil
expert, but it’s not as hopeless
as it seems. Luckily enough,
those sloppy Jurassic Park
work-people have left things
scattered around the
landscape. Not everyday things
like soft drink cans, fish and
chip wrappers or cigarette
butts. We're talking high-
powered tranquilliser darts,

Jurassic Park is a platform game. Well, what do
you expect? It is a film licence, after all. Taking
the role of superhero paleontologist Alan Grant
(played by Sam Neill in the film), the aim is

Deep in the power station.
Look out, Grant, above you!

Raptor! One taser bolt to

Now, along this rope. Eek,
the tonsils should sort him.

watch out for that crackly bit.
o i R |

P

|
|
|
|
!
|
I
4
|
:
i
|

|
1
|
|
|
,
i
|
{
|
1

Ha, I've avoided all the
electricity. Wha...nyamumum!

Easy peasy, this level was a cinch. Hang on,
what’s that hot stench of rotting flesh? Scream!

Phew, that was close. Now up this
electrified net. Watch out for the current.
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stun grenades, incendiary bombs, and even
rockets. With these weapons in tow, Dr Bones
can bring even the most deadly Tyrannosaurus
Rex out in a cold sweat by drawing a bead right
between their eyes. Bam! Turn ‘em into fossils,
Grant. Bwa-ha-hal

-© IIBITER -

And speaking of the deadly
velociraptors, where are they?
This game is just full of
pathetically wimpy ones who
collapse after taking the puniest
shot from a dart gun. It kind of
takes the edge off the whole
game, considering they're
supposed fo be the most lethal
killing machines in existence.
Then there’s the mighty
Tyrannosaurus Rex. Yeh, him
and all his T-Rex pals who pop
up around the game, and what
mischievous blighters they are.
Sticking their heads through
little holes in the wall,
popping their
heads through
flood drains,
or even just

the whole game a

i

S 1 THANH JOHN FOR A LOVELY WEEHEND! @

So, the game has dinosaurs (and they're real
dinosaurs too, don’t forget), death-dealing
weaponry, terminator paleontologists and it's
called Jurassic Park. Well, it must be great then.
Right? Well, no.

For starters, it doesn’t capture any of the feel
of the film. The film was fast, a real white knuckle
ride of thrills and spills. The action in the game,
on the other hand, is paced so slowly. It's very
similar to X-Men, gameplay-wise. Just a case of
running around, picking things up and shooting
at the dinosaurs when they happen along. Where
are the thrilling jeep chases with T-Rex hot on
your heels? Or the bit where you're trapped in

all the fiendishly
constructed
levels or

the kitchen with two velociraptors, knowing that if shoving
they so much as see you, you're dead meat on a e haads
stick? There’s nothing like that. It’s all run, shoot, through
jump, run and run again. Pah! Windows.

A Ooh, ooh, ow! Stop with the gun, mate. I’'m not gonna
hurt you. I’'m stuck in this pipe. Help us out. Just climb in
my mouth. (Snigger!)

live

A If you follow me this way, everyone, you'll see a |
raptor. Everyone? Where are they? Raptor? Scream!

A Hey, you
can’t fly you
dumb ape!

They look like those people who put their faces
through-holes-in-cardboard-pictures-at-Blackpoot:-overcome:in-fact;-thetevels-are~
You know, the pictures that make people look like
fat women or gorillas.

Bizarrely enough, the deadliest creatures in

re those tiny green ‘Compys’

who nibble at your ear-lobe. Now that looks really
painful. Ow, gerroff!

““ YOU DION'T SAY THE MAGIC WORD! &

However, just because the dinosaurs are such
wimps it doesn’t mean this game is easy. It isn't.
But that's not because of

tricky situations you have to

really quite predictable and the
puzzle element requires you to
do little more than push a box
under a high ledge and other
such peanut-rewarding tasks.
Nope, it's all down to the
game’s fiddly control system.
l.spent.most of one.day just.._...
trying to get through the river
boat level. Why? Because the
stupid dinghy kept dropping off
the edge of the waterfalls. You
have to get the moves precision
perfect and with these controls

that can be quite a task.
Take the pump station
level on the raptor

game. There are

these little

platforms

sticking out of
the water

s B L o e L
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HAVE THT OR THE TOUR?

Now here’s something you don’t usually get in other games,

the option of playing either the hero or the villain.

Super fossil-

master, Alan Grant, or the Velociraptor, the choice is yours.

® MAN

Play Alan Grant and all you have to do is
escape the island alive. Easier said than done
with vicious packs of Velociraptors after you
and of course, the dreaded T-Rex to face.
Gulp! Here's what the fossil finder can do.

KICK DOORS OPEN
A million years of
evolution behind him and
Alan Grant still insists on
using his feet to open
doors. Pathetic.

PRI -

83
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SEEK FIRST AID
Ow, that hurts. Luckily
help is on hand in the
form of this handy box
of band-aids and
cotton wool. There,
there. All better now.

SHOOT WEAPONS
Ah, the creation of
tools, man’s greatest
achievement. Grant
can use man-made
weaponry throughout
the game.

and you have to jump from one to the other, but
the jumping is so erratic that you tend slip and
miss, over and over again. And — wouldn’t you
believe it2 — the game always sends you back to
the beginning of the level. Aargh!

The annoying thing is that it's obvious what
you're supposed to do and how you’re supposed
to do it, but it’s just so damned fiddly to do. At this
rate, it could take 65 million years to finish the
game. It's tortuous!

O HERES THE GORT?

However, fiddly controls aside, the game isn't all
that bad. Okay, so the levels are all pretty samey
and don’t capture the feel of the film at all, but the!
game is still quite enjoyable in its own right. Its |
appeal comes from the challenge of trying to beat |
each level. You know you can do it and, damn !
that control system, you will. It can get quite tense
when you’re almost at the end of the level and
your energy is low. All you can think is, “I’'m not
going to die. | not going to do it again. Those
bloody dinosaurs had better not get me.” It's a
kind of fun, | suppose.

And of course, it's the dinosaurs that make
the game. If it wasn’t for them, this would be a
very ordinary platformer. Maybe it's just the hype |
surrounding dinosaurs at the moment, but they do |
make the game fun. When you first confront T-Rex |
as he comes blasting through the wall it's quite
exciting and funny too. When he lunges forward
and eats you, now that does make you jump.

.' 00 ANYONE HERR THAT?

And talking of the dinosaurs, they look pretty
darned good too, especially the T-Rex and the
velociraptors, which seem to have been digitised
from the actual models used in the film. They
move quite realistically (not quite as realistically as
their film counterparts though), lunging, running,
looking around. The animation is impressive.
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® RAPTOR
Escaping from captivity, you, as the

raptor, must catch Alan Grant before he
escapes the island and warns mankind
of the dinosaur threat. Watch out for
taser-wielding soldiers and other

electrical appliances.

JUMP UP HIGH

USE DOOR HANDLES

Where Grant uses his feet, a dumb old
dinosaur can open doors with his hands.
Who's the walnut brain now?

LADDERS
Harking back
to those jungle
days before
man strode the
great savan-
nahs, Grant is
an adept
climber - of
ladders.

Raptors can’t use ladders,
but they can jump. In fact,

they can jump even
higher than a ladder.
That's because ladders
can’t jump. Heh.

A Teddy? My sweet pet triceratops, where

are you? Scream!

A Broom, broom... screech! Parp! Hey,
move the wreck, buddy! Vroom!

In fact, on the whole the
graphics are quite top-notch.
There’s some lovely attention to
detail. If you look carefully, you
can sometimes see baby
dinosaurs hatching out of their
eggs in hidden pipes and
crevices. Little touches like that.
However, there’s also a fair
amount of sloppy graphic work.
Some of the jungle back-drops
look distinctly patched together
and the animation on Grant
when he jumps makes him look
like Penelope Pitstop.

The same double stan-
dards apply for the sound. The

tunes are quite bland, and in places inappropriate,
but some of the dinosaur sounds are excellent, with |

their screeching bird calls and deep, booming
roars. Special mention must go to T-Rex who

appears with the Sega logo at the beginning of the |

game and roars “Say-Ga.” | like it.

.‘ WHEN Y0U GOTTA GO, YOU GOTTA GO!

Well, in the final analysis, | have to say | do like
Jurassic Park. It doesn’t instantly grab you, but
given time it does prove itself as quite a playable
platform game. Even the dodgy controls become
bearable with time. The simple concept of getting
through dinosaur-infested levels produces quite an
addictive formula and you will come back until

DISEMBOWEL

Put away your puny human
weapons. Razor-sharp
claws and teeth serve the

Taptérs plrpose Wwith

gruesome effect.

EAT CHICKEN

In the film, the raptors
nourish themselves on the
still-living flesh of humans,
here the delights of fried
chicken serve their purpose.

A Goddam these pathetic little arms of mine. | can never

you've finished the game — both
games. The idea of playing a
velociraptor is neat too, it's fun
playing the bad guy for a
change and getting to munch the
humans is great.

Not a great game, just a
fairly good one. If you're looking
for another platform game you
could do far worse than this, and
if you're a Jurassic Park fan the
dinosaurs should satisfy your
fever, but don't expect it to live
up to the movie. It's not that
good. But come on, that was
some movie. Those dinosaurs —
real, | tell you. Real.
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A What? Your nuts are trapped? I’ll get help!

B R B T S S T BT B T Nl B T M I R B O T

WHEN DINOSAURS RULED THE EARTH!

You'd never believe it, but Jurassic Park is full
dinosaurs — real dinosaurs too, none of that ‘special
effects’ rubbish. Anyway, if you're the kind of person
who can't tell their Triceratops from their spinning tops,
here’s the full lowdown on all the attractions to be
found at Jurassic Park.

TRICERATOPS
Translated as ‘three-
horned face’, so-called
because it has three
horns on its, er, face,
the Triceratops is a
peaceful herbivore.
However, disturb its
grazing and you'll feel
the brunt of its multi-
pronged attack.

TYRANNOSAURUS
REX

King of the Terrible
Lizards, the mighty T-
Rex was the largest
carnivore that ever
lived. In the game he’s
completely
invulnerable, but the
flash of an explosion
should blind him long
enough for you to
pass. But run!

PAUL GLANCEY

by SEGA

PRICE: £39.99
Similar to Jurassic
Park in looks and
gameplay, but with
a two-player
option and a tad
more in the fun
department.

BRACHIOSAURUS DILOPHOSAURUS
One of the largest types of The deadly ‘spitter’
dinosaurs ever to walk the Earth, dinosaur. The
these huge sauropods are just dilophosaurus fires gob
gentle giants. Use them as into the eyes of its prey,
stepping stones to reach high blinding and paralysing
ledges, or scare them off with them, so that it can feast
grenades. at its leisure. In the game
however, this spit just
steals your energy.

PROCOMPSOGNATHUS
Ahh! They look such harmless
creatures, but don’t be fooled.
These nasty little scavengers can
leap up and savage you
severely. In the book they
actually ate the faces of human
babies! When they rear up on
their hind legs, watch out!

VELOCIRAPTOR

Able to run at cheetah speed and jump
to incredible heights, the raptor kills its
prey by disembowelling it with the
razor-sharp middle claws on its hind
legs. As intelligent as chimpanzees,
they can even open doors.

65 MILLION YERRS IN THE MAHING!

® Out in October is the Mega-CD version of Jurassic Park. The
first Mega-CD game to be developed at Sega’s Multimedia
Studio in California, it features fully-digitised first person
graphics and Sega’s revolutionary Q-Sound system as used in
Ecco CD (reviewed this issue).

® The dinosaurs in the game have been animated using the
same stop-motion and soft-imaging techniques used to bring
the film’s creatures to life and the sounds have been sampled
from live reptiles at the Okefenokee Swamp.

® Add to this the live-motion Tru Video Dinosaur Film Guide,
featuring a paleontologist dissecting a chicken, and the whole
package looks like it could be THE Mega-CD game of the year.
We'll keep you informed, until then keep your eyes on the trees.

FLASHBACK

by US GOLD

PRICE: £44.99
Vaguely similar to
JP, but much better.
More exciting,
more variety, more
challenging and
mind-blowing
graphics. Get.

%) RATINGS

REFLEXES I

 PRESENTATION

A decent options

Attractive intros, I

and T-Rex at the
beginning.

GRAPHICS
Digitised
dinosaurs,but I

; poor animation

in places.

SOUND
Bland tunes,
okay spot- l

- effects. Good

dinosaur sounds.

SHORT TERM PLAY
First impressions
are okay and

; it’'s fairly

playable.

LONG TERM PLAY

Samey, but fun
levels. Two types I

; of game. But no

lasting appeal

OVERALL * you need a :

dinosavur fix,
this should I
suffice,
otherwise

it’s quite
uninspired.

. :



MEGADRlVE

s REVIEW

Since an early age, TOM GUISE
i | was brought up by monks in
4 the Himalayas, so he seemed
like the ideal person to review
Shinobi 3. Oh no, that wasn’t
Tom - he was brought up apes in the
amazon. Oh well...

¢

o INOB|

1452077

he time has come once

again for the Shinobi to
return fo the land of men
and in this, Joe Musashi’s
third outing on the Megadrive, it’'s the
age-old formula of platform and beat ,
P d B3 ‘emaction that we all know and... krrk... |

whirr... whoa - déja vu! You know, those | -'
words, they seem so familiar, it’s almost |
as if 1’ve written them before. In fact, |

have - way back in February, when we
reviewed Shinobi 3: Return Of The Ninja
Master. But that’s the name of this

game? What's going on?

EGADRIVE REVIEW

BEAT 'EM UP

A Razor-edged boomerangs? Pah! Machine guns? Phooey!
Nothing stops Joe Musashi, master of the art of ninjitsu!

" up their unwashed kimono  dread designs, it’s this
sleeves this time? Ill tell man. Trained in the ancient
. you. Nothing short of total ~ Ways of ninjitsu, he is the
. world domination, that’s Shinobi, master
what. Okay, so that was swordsman, athlete

C % THE RETURN OF THE NINJA MASTER — RGN

So, why am | reviewing Shinobi 3 again? Well, I'm not, sort of. Yes,
this is Shinobi 3, but it isn’t the same Shinobi 3 we saw way back in
February. That game doesn't exist any more and, as far as the

gamesplaying public are concerned, it never has done. After the first  the Plk?nf last Zeall"und the ::,::?nc’er,:’tl:rcl;,‘:ft:sd all-
batch of lukewarm reviews the game received, Sega took the latest | Y&ar ke ore, but deY/ you round super-fly guy.
episode in their top ninja saga back to their secret workshop hide- CEVT knep o good moster- 1

Go, Joe, go!

 plan down and besides,
| this time things are going
_to be different. Ho yes, this. . THE WAY OF THE NINJA
. time the Zeed c':‘re going to
. inherit the Earth. They are
‘ THE EVIL MASTER-PLAN! s v There are seven levels of Zeed-
infested mayhem for our plucky

unstoppable!
However, there is

Here’s the plot, ninja lovers. Zeed are back. Yes, that foul hope! Enter Joe Musashi. If  ninja hero to negotiate. Starting
league of villainous super-ninjas are up to their old tricks  anyone can halt the in his forest homeland, our hero
once more. And what fiendish master-plan have they got  accursed Zeed in their has to fend off evil ninjas and
basket-headed blow-dart
merchants, before heading
for the outside world
through a secret

away deep in the snow-capped mountains of Tibet and reworked the
whole game. The result is this all-new, revamped, ninjascopically
superior Shinobi 3. The Ninja Master truly has returned!

Tra-la-la... what a lovely Why, it's some vile Zeed weapon Sharp knives alone cannot
day for surfing... but what’s  equipped with ninja-seeking rockets! combat this metallic behemoth,
this skimming the waves in Leap! Leap or die in an explosion of  but nothing withstands the
the background?! sweat, snot and gore, Mr Musashi! power of Kariv magic!

T -

Except this thing. See, it even
has the cheek to point its laser
cannon in Joe’s face. It could
have his eye out with that!

46 MEGﬂTEGH

Yooch! Lucky he was wearing
his laser-absorbent ninja garb!
But one more hit on his primary
shin-pad and he’s done for!
Surf, Joe, surf for all you’re
worth!

Got him! Ha ha ha ha!
But... URK! As it sinks
beneath the waves it looses
one final shot which strikes
that weakened shin-pad.
It's all over for Joe!




underground pass filled with
~bottomless-pits,-katana-wielding
samurai and yet more ninjas.

Later levels include an evil
genetics factory, where Joe is
attacked by mutant experiments
like winged brains and giant
earwigs. Euch! There's a giant
robot factory, filled with gun-
toting commandos and even a
battle atop a giant space-craft.

One of the most difficult
levels in Revenge Of Shinobi
was the final maze level. Well,
that has been reproduced here
too, only this time it's even
tougher — there are all manner
of deadly traps like hammers,
spikes and hidden dart guns
lining the way.

However, it's not all
platforms. Level two actually
puts Joe on horseback, leaping
hurdles and attacking running
ninjas, whereas level four sees
him on a powered surf-board,
flipping off ramps and battling
hover-bikers. He can even use
his board as a ram, bashing it
down on the heads of those

evil baddies.

@ EEIIZIER

It's platform time again, folks.
The Shinobi series of games
have always been some of
Sega’s most popular and,
realising this, the programmers
have kept the formula of Shinobi
3 very close to that of its
legendary predecessor, Revenge
Of Shinobi.

As before, Joe can perform
all his usual stunts — somersaults,
throwing stars, ninja magic, low

kicks — they’re all there.

However, Joe can now perform a

whole range of all-new moves.
Most notable of these is the fact
that he can run — something that,
bizarrely enough, he couldn’t do
before. What's more, Joe can
now follow up his ninja sprint
with a highly effective sliding
sword attack. Other moves
include the ability to swing

across the ceiling, rebound off

walls and even perform a

devastating diving

kick.

A Readers! Can you “Spot The Ninja’ and win a
million pounds? Not in this mag, that's for sure!

Look on in awe as Joe braves vertigo!

4
y S

ARk A (L 1L ; ¥
Witness the power of his ninja magic!

Gasp as he hunts the robot slaves of Zeed on horse-
back, then chops them into their component parts!

© T

Then there are the end-of-level
bosses. Unlike Revenge Of
Shinobi, which featured such
celebrity villians as Spiderman,
the Terminator and Godzilla,
the bosses in
Shinobi 3
are relatively
unknown. But
that doesn’t make
them any easier to defeat.
There’s a new mutated
version of Blue Lobster (the
samurai boss from Revenge Of
Shinobi), who now sports four

33840475

arms, a giant skinless genetic
freak that reaches out to crush
Joe with its huge hand, a
massive robot that screams,
shaking chunks of masonry from
the ceiling, and even a strange
mechanical orb that has the
ability to reverse Joe's
movement making it very tricky
to avoid its laser blasts.

Meanwhile, waiting behind
the scenes at Zeed HQ is the
dreaded Neo Zeed, the long-
haired demon master who
kidnapped Joe's bride, the
beautiful Naoko, in Revenge
Of Shinobi (although where she
is in this game is a mystery).
Once more, he uses his lethal
locks as a weapon, flicking
poisonous hair-pins at Joe (yes,
honestly!)

However, is Neo Zeed
really the master-brain behind
the plot this time2 Or is he just
the puppet of some even more
powerful demong Hmmm.

© I

So, it’s got platforms, it's
got ninjas, it's got smart
bosses and it’s a Shinobi
game. It must be great
then? Well yes, yes it is!

s 1

See him perform
surfboard aerobatics!

Watch him sustain
third degree burns in

terrifying watersports
accidents!

When | saw the
original version of this
game back in February, |

{ must confess to being
. disappointed. Having been

a huge fan of Revenge Of
Shinobi (it was one of my
first Megadrive games,

. sigh), | was expecting grea
. things and | didn’t get

them. It was dull, samey
and lacked that addictive

" Shinobi edge. Well, I can

honestly say those

' problems have been ironed

out. With the exception of
some of the bosses,
everything about this game
has been changed and the
result is a complete success
Shinobi 3 is brill.

For one thing, the
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levels are brilliantly put

together. At first they all i Y : o T o -
it it wriy Pe =D Lrre s F=75 &i=]  31640~e7s
| later on, the action really | R, L T P T, P 0 P t, 10" o X e e ‘.

S

. hots up. One level requires

. our hero to keep jumping
on falling rocks in order to

i stay on the screen. All this

¢ and he has to fight winged

' ninjas too.

| Then there’s the maze |
level, this ingenious section REVENGE OF

really keeps you on your SHINOBI
by SEGA
toes as you try to reach the | PRICE: £19.99

. correct door, which is

CIWOYS the hardest to get One of the first and
| too. As for the last level, | best Megadrive
. with electric walls and i platform games.
moving plutforms Fun u'nd challenging,
. everywhere, it redlly is a Z;?:ozi"; Uyg(:r"ve
. hardened reflex test. ;

Another thing that

. made Revenge Of Shinobi el ey ;
(e, o seftings in this game is the
| of toviaible power-ups that number of lives you start with.
" were hidden throughout On Easy, because you start with
' the game. At first | thought | seven lives, it's very easy fo o .
. this feature had been . keep using Mijin magic on the 2gl = iF &
. ommited from this sequel. | bossgs, a power that wipes out i : =
' However, after playing it one life but causes extreme
] Vi ¥ 257
- through the second time | damage. So, in effect, e

round, | noticed a vertical | cheating. To be honest, I'm not
tunnel at the top of the | so sure | could complete this
- scremn which led o o . game on Normal or Hard. That

 hidden room. The game is | would take some practice.

- packed with them. In fact, | ‘
v ;:nf::;::‘e:"{it:‘ugcf:::‘l‘z;s'eo \,. TOTALLY NINJASCOPIC!

-~ right across the screen and | Overall though, Shinobi 3 is a
completing the level, or i brilliant game. | may have

clambering up the screen to | finished it on Easy, but | sl

find loads of power-ups. want to go back and play it on Ty ”
i thgdhcrder s}?ﬁings. It's i(L:JISf so 733 =h ez o :

, L addictive. This revampe 5w r e M- Bl i

‘ ORIENTAL FLAVOUR Shinobi 3 really has produced v g S5 ) Ve L i REFLEXES .
| the goods. It's excellent looking, : g . r .

Of course, onother thing thf qcﬁon.pqcked, Fu|| of secret ] 1 ‘

made Revenge OFf Shinobi so | rooms, has great bosses and is
i highly atmospheric. It may not

| be as hard as Revenge Of
cfmosphere the game exuded. § Shinobi, but it's deFlnlfely more
St i fun. Fans of Revenge Of

Well, Shinobi 3 has much the * Shinobi will love this, and for

same feeling. Although there i those of you that have yet fo try
* out the Shinobi saga, this is Breaking glass! Flying

. your chance. Shinobi 3 is one brains! Who could ask for

Tokyo or Chinatown levels in this | of the Megadrive's best anything more?

got to have this too.

Grooh! Zeed's peons take on all sorts of nasty, spectacular forms in this game!

Joe gets in a quick
prayer before embarking
on the laboratory level.

Formation Robot Dancing in action. Here we have
the ceremonial Zeed ‘Sword and Shield’ Polka.

satisfying was the powerful ninja

\ y
PRESENTATION
Smart intermissions,
the usual options.
Excellent overall.

aren't things like the downtown

game, it still captures that strong platform games. »"o'“A gy

oriental flavour thanks to the 1% vy Great sprites, neat
a1 : ; e S0P ¢ ! animation, lovely

brilliant graphics. | R ey ; backdrops. Some

smart eftects too.
Likewise, the sound is great

PAUL GLANCEY

too. Composed by Yuzo Koshiro SOUND
Excellent oriental
tunes and decent

y spot-effects.

i Run Joe! Avoid the
(the man behind the fantastic | A poo-beast's laser

] ti | it’n
Streets Of Rage and Revenge Of s, Vg o

be the worst for you!
Shinobi tunes) the music really is

SHORT TERM PLAY
Very playable,

. i . { very addictive.
sounding instruments and wood- | 3 y Excellent fun.

block noises play throughout. It's | s, R L

superb. Plenty of strange oriental-

E

like an episode of Monkey or | _ L&?fulﬁﬂ!‘.f}”

il | e I iy

© BRI . ST '
o S R Brilliant. One

Great action, fastpaced, briliant of the best
graphics, but is it challenging? : s platform
Well, in truth | did finish the LY ¢ games on the
game after in a couple of ] el d Py . | Megadrive.
sessions. However, that was on £ ~ Ry y An essential
the Easy setting and the only 4 . i 4o
difference between the difficulty ’ . ‘s
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NOW YOU CAN PLAY

IMPORT CD GAMES ON YOUR |
EUROPEAN MEGA-CD™ 1!

1

17 PLAYU.S. AND JAPANESE COGAMES 297 ANYCD GAME ANY MEGA-CD™-

A ONANY MEGA-CD™. ,4, ANY MEGADRIVE T
A7 SINPLE PLUGN CARTRIDGE g ALUOST ANYCONBINATION__FHAIE cnﬁl’
AN MODIFICATIONS NEEDED. /1, ALLOWED! >

/- ALSO ALLOWS EUROPEAN MEGA-CD™ TO WORK
74 WITH IMPORT MEGADRIVE™.

um VEREAL

DeS|gned and Manufactur«.d by DATEL ELECTRONICS

NOW YOU CAN PLAY
IMPORT GENESIS™ GAMES
ON YOUR MEGADRIVE™

" PLAY U.S. AND JAPANESE GAMES |~ NO MODIFICATIONS NEEDED.
ON YOUR MEGA-DRIVE™ .,

" EASY TO USE-SWITCH BETWEEN
SIMPLE PLUG-IN CARTRIDGE . U.S.A. OR JAPANESE CARTRIDGES.

* IMPORTANT

THESE PRODUCTS ARE NOT DESIGNED,

"SEGA',"MEGADRIVE"|, "MEGA-CD" & "GENESIS" MANUFACTURED, DISTRIBUTED OR
ARE TRADEMARKS OF SEGA ENTERPRISES LTD. ENDORSED BY

SEGA ENTERPRISES LTD.

ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO

DATEL ELECTRONICS [= oo;*ggn HOTLINE

STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 - EDERS NOEMALL
SWiTCH.

TECHNICAL/CUSTOMER SERVICE 0782 744324 DISPATCHED WITHIN 28 Hrs.
oRCALL AT OUR LONDON SHOP 222, TOTTENHAM COURT RD, LONDON, W1. TEL:071 580 6460
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BY: SEGA

RELEASE DATE

MARK HOLMES, no stranger to
the world of shorts, sweaty
training shoes and a terminal

"M% addiction to Robinson’s Barley
Water, takes a smash at the
latest Megadrive tennis game.

nd the tennis games for the

Megadrive just keep on coming!

In the July issve we reviewed

ftwo - the imported David
Crane’s Amazing Tennis and the smart and soon-to-
be-officially-released Davis Cup Tennis. André
Agassi has just recently reared his head to put his
name to another lacklustre tennis sim, and here’s
Sega’s own-brand effort, licensed by the All
England Tennis and Croquet Club themselves, no
less. By the time it comes out in September, it will
have missed the fever of the real Wimbledon
fortnight by a good three months - a case of bad
timing for sure, but how does the game compare to
the rest of the tennis pack?

® COURT OFF-SCAEEN -~

The first thing that you notice when you start up a tennis game is, of
course, the viewpoint. This game opts for the top-down approach,

very similar to André Agassi Tennis, which gives you the kind of view
you'd probably get if you'd climbed up onto the roof at one end of

the Centre Court. This isn't necessarily a bad thing, but there’s
definitely a  problem with the view of the bottom end of the court.

The screen has been cropped so that the baseline nearest to you is .
just visible at the bottom of the screen, although at the top end the ;
view reaches right up to the line judges sitting up against the famous
green Wimbledon backdrop. The players swop en&qs after each

game, although the view stays the same. This means that if you're at
the bottom end of the court, it's almost impossible to play a baseline
game due to the fact that your player keeps on disappearing off the

" screen when trying to return a smash or long lob, because the screen

scrolls down too slowly.

* The speed at which the game runs is another immediately noticeable |

- shoes filled with concrete and their laces tied together.

@ MINE'S A DOUBLE :

- Okay, that's enough downers for now, what about the uppers — it

WINBLE

A The “overhead smash to the goolies’ in full effect.

@ DOUBLE FAULT

thing — it's pretty darned slow. The ball seems to float through the air |
like a small yellow balloon, unless you're doing an overhead smash |
(and even that doesn’t look fast enough to stir up much chalk dust).

i The players aren't very fast on their feet either, so the whole game

trickles along at a sluggish pace, generating very little in the way of
excitement. The most ridiculous thing about the game is the way the |
players move about — they waddle around the court, waving their |
arms in the air, like arthritic grandparents who've had their tennis

must have some, surely?2 Well, yes it does. The best one is that the
?ame is compatible with the Sega Tap four-way adaptor, allowing
our-player fun and games when playing doubles. Having said that, |
though, | firmly believe that any sports game is more fun when four |
players get involved, and there’s nothing in Wimbledon fo raise it

. above any of the other four-way sports games I've played. Every
| other combination of up to two human players and two computer

players in singles, or up to four human players and four computer

. players in doubles, is available (yes, that's right — you can even
. watch the computer playing itself, wow).

All your usual bunch of tennis game options are here, too: the
choice between a one-off exhibition match of one to five sets or a
tournament (Wimbledon, of course, but you have to win three

. qualifying games to get into the contest); a choice of players with

‘ , BOUNDING BALLS |

varying skills and strengths (there were 12 to choose from in the
version | saw) and the option to play on clay, hard or lawn courts
(the Wimbledon tournament is grass only though, of course).

Wimbledon also gives you some ‘helpful” options to assist you in
your quest for perfect timing and ball control. There’s Colour Signal,
which turns the ball from yellow to pink when you should be making
your shot and actually works; Locus Display, which gives you that



S s e A The scoreboard appears after each
QUARTERLY FINAL. game is over.

HINBLERON COMPETITION
¥ A A doubles rally in full flow.

Press button,

g:]— ; 7 ‘ REFLEXES I

Barsubra W 1 3F6ABOS-291

A The Wimbledon qualifying draw.

‘stop motion’ effect on the path of the ball and just confuses your y - ‘

eyes; Timing Chime, which seems to be a noise to help you time s LK &
your shot, but fails dismally; and there’s the strangely-named Bound @p:} ESENTATION
- retty basic.

Pointer, which indicates where the ball will bounce as it comes over Could do with

the net. In fact, | found that using the Colour Signal and the Bound more options.
Pointer was a big help when [ first started playing the game, as it's ‘

very difficult to get your timing right when you're first getting used to W

the controls. Over-cropped
screen. Sprites I

have mobility

‘ UMNHEE UEEIEH]N A An overhead smash beats the Ministry of Silly Walks. raklenis:
o HITRI R B R

I found it pretty difficult to get a good game of tennis out of SEW‘::? 2..,5;,‘
Wimbledon. Despite the various ‘special effects’ designed to help ¢ DA Dalek-like I
your ballplay, it's hard to get your timing right as the collision digitised speech.
detection seems a bit err?]ﬁc — sometimes you make confact, PAUL GLANCEY

sometimes you don't — which makes it frustrating to play. The game

lacks the playability of Davis Cup Tennis and wouldphc}\//e done > : Sﬁﬁ,?fuffff,“}_,f}m
better if it took a leaf out of that game’s book by keeping the human ; . | shots timed I
player in the foreground, making the judging ogsho’rs less of a hit- right.

and-miss affair.

Playi?g against the computer is by no means easy, espeFic]|y - LONG TERM PLAY
when you're trying to qualify for the Wimbledon tournament itself Difficulty & four-
because your players’ skill ratings go down due to the fact that Ebepacaption I
you're playing against seasoned professionals. it

One of my biggest complaints about the game is the fact that
the screen is cropped in too much at the bottom end of the court,
giving a cramped, confined feeling and giving a definite advantage OVERALL Lacklustre
to the player at the top end. The way the players move around like a tennis game
bunch of lobotomy cases, the poor graphics in general and the way with the
the umpire calls the scores in awful, Daleklike digitised speech all """’"“"’99 of
bring the game down too. The fact that this is the only four-player :‘O:Il;r-player
tennis game to be programmed so far is a definite advantage, but if :
you can live without that, you'd be much better off going for Davis
Cup's superior gameplay.

O MEEETECH 51



\MEGADRIVE

’ 0T Chuck Rock? RADION
Pt HEVIEW AUTOMATIC is more likely to
e samsien « %, chuck up, especially after a
» few shandies. But despite
e e his lack of prowess in the
boulder-throwing department,
ARER = s we let him review Core’s stone-age

BY: CORE DESIGN sequel, Son of Chuck.

oor old Chuck Rock, eh? His penchant for

stone-age-type puns and the like make him

something of a target for cavemen with a

more highly-developed sense of humour.
One such purveyor of advanced joke-mongering is the
evil, insidious Gary Gritter, who made a laughing-stock of
our Chuck by kidnapping his bride-to-be, Ophelia, in the
original Chuck Rock adventure. In this sequel, the
animosity between the Rock and Gritter families continues
to grow, with Chuck Junior entering the fray to continuve the
feud into the next generation.

MEGADRIVE REVIEW

and promptly kidnapped. allows him to destroy enemies,

‘ ANCESTRAL HOSTILITY But those thugs set off helpful traps (more on
reckoned without Chuck’s those later) and bash away
In Chuck Il, Gary Gritter’s evil half-twin, Brick heroic baby son, Chuck parts of the background to reach

on his travels, he simply needs

journey. These dinosaurs can

now runs a successful car company, having obviously his beloved parent’s can also climb on top of his club
Corporation. He also has good taste in jokes. club and made for the floor. There are also points
& SKILL ' couldn’t refuse (ie: “Nice family you’ve got there, be a allowing him to see in dark
K SETTINGS 3 pity if somefing... ‘appened to ‘em. Oops, ‘ BABY ROCH STAR .. caverns and the like.
h 4 e
unfortunately the last year-and-a-half behind a desk to the plot than that, and it's all
last game, he was eaily overpowered by the two blokes game has also changed - gone ridfing alkilitias — shwuld he
are Jnr's cutesy face, nappies
referred to henceforth simply as
or something like that), is legalty swevers and they ron
club-swinging skills, allowing

Jagger, is the protagonist. The story goes that Chuck (oh, ho-ho). On hearing of  new parts of the level. Chuck
time-warped to the late 1800s when they’d invented disappearance, Chuck Jnr to avoid indestructible hazards,
cars, while Brick is the MD of the rival Datstone swiftly grabbed his trusty such as flames shooting across
e sl Jagger doesn't like rivals on his patch, so he sent a Jagger’s hideout. What a in the game where Chuck can
couple of his heavies over to make Chuck an offer he little star! set the end of his club alight,
butterfingers.”) Being the caveman hero he is, Chuck
. 1 ' naturdlly told them where to jolly well get off, but Actually, there’s a bit more ' DRIVIN' AND SWINGIN® &
RE had done nothing for his fighting skills, and despite the explained in a rather natty new
fact he slaughtered an army of huge dinosaurs in the animated intro sequence. The Chuck has uncanny natural
are Chuck’s ugly features, rock- ] :
throwing and belly-butting. In stumble across a friendly dino
and a whacking great club. ]
Little Chuck (who will be to jump aboard for a free
Chuck, whereas his father shall
be renamed Chuck Snr, or Pops  take up to five hits before their
capable of a new cavalcade of
moves. For staters, there are his  away, so they give our baby-
Rim. to-aftack swhilsk on the faced chum valuable protection
ol 5 SR el Bk ¢ ground or jumping. His club for a while. He's also quite

3
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Venus Flytraps turn Chuck into a caveman cannonball. The sinking lava tree - hop, Chuck!
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An evil caveman eats splinters.

good at swinging on ropes —
which is pretty handy, as there
are loads of them about — and
as the game progresses, Chuck
needs his wits about him to
swing from vine to vine without

geting horribly killed.

© I

The main action of the
game is nothing particularly
new, sticking to tried-and-trusted
platform territory. However, the
way it's all handled is pretty
nifty. For instance, there's the

cave stage, where Chuck
wanders through a pasage
illuminated only by the feeble
light of his torch, so there's a
small circle of light around him,
but everything outside that is
pitch black. There’s also the
tree-climbing level, with quite a
nice display of rotation if ever
there was one. In fact there’s
plenty of variety in the locations,
from standard platform levels to
rafting zones and cliff-

climbing sections.

‘ ANIMAL BATTERING

Loads of traps lie in wait,
ready fo trigger, which raises

Chucky gurgles through the waterfall section.

- RN

the puzzle element of the game
a few notches. Traps are
triggered simply by hitting them.
However, unless you

play the game in

Easy mode, you

have to work out

where the traps

are yourself. It's

made a bit

easier by the

fact that the

traps aren't

tripwires or anything

like that, but actually

helpful dinosaurs. For

instance, if there's a large gap

~ stretching both horizontally and
+ vertically, try hitting a coiled-up

snake, which might just unravel
into a useful set of steps. Need
to cross a firey waste? Smack an
elephant and watch as it spurts

. water over the flames. Need to

cross a big chasm? Sneak up to
a sleeping tiger and thump it.
However, there are those
creatures that would hinder you,
and there is a different method

. of disposal for each of these.

Feed bananas to errant

. monkeys, or smash a bees’ nest

to scare off bears. This sort of

| problem-solving isn't too taxing,

but it does provide a break from
the runny-jumpy action.

sections spread throughout the
game also help to bring in
an element of variety.
The first is a relatively
easy case of
knocking as many
apples out of a tree
as possible within a
given time limit, with
a frampolinosaur
helping Chuck reach
the higher fruits.

Next is a horizontally-
scrolling river race where
pad-bashing skills are
required to beat
Chuck’s two
opponents fo the
finish. Button-
smacking is
again the order
o?the day in the
statue-carving
bonus level,
where Chuck
hits a big block
of stone until it

Rock man catapults Chuck into the air.

where Chuck hits a big block of
~storre-untit-it resembles-o-fine——
figure of his doting father.

The final bonus stage is —
wait for it —'a mine cart level.
Yes, that ubiquitous stage you
find in every thouroughly
modern platformer, although
this time there’s a dinosaur
pulling the cart and Chuck
simply has to defend himself
until the end of the rails.

2 [ B Bl ) | e

- -
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. : A ROCH AND A HARD PLACE

How you'll get on with Chuck Rock 2
depends entirely upon how you feel
about platform games. If, for instance,
you’re heartily sick of them and think
you’ve just about had enough of the
stinking sight of them, then there’s not
much in Chuck Rock II that’ll change your
mind. If you think
platformers are great
or you haven’t got
(m)any games of
the type you'll
probably like
it a lot.

Chuck Rock
Il has an awful
lot going for it.

The graphics are

great - very

polished and very

detailed, with loads of smart touches. The
torch and tree-climbing sequences are
particularly impressive. The sprites all
have the distinctive style set by the first
Chuck Rock game, and there’s been more
use made of the bash ‘n’ go dinosaurs.
There’s a lot more depth to the gameplay
too, what with the rideable dinos, the
dual-level play levels which let Chuck
hide behind certain fences and so on,
which makes Chuck Il altogether a more
rounded game than the original,
although it is lent a more sombre tone by
the colour scheme, which is generally
quite dark.

The only trouble lies with the lack of
any real invention. Just about

everything’s been done
before, so if you're
bored of the whole
platform scene,
you won't
exactly be
refreshed by the
: proceedings. If,
5 however, you're
- on the lookout for
a challenging, long-
lasting and enjoyable
platform title, Chuck Rock Il could indeed
be the answer to your prayers.

Carve the stone with Chuck’s club for extra points.

M EGATEEE v )

MARK HOLMES

Dippy the Dinosaur rears
his ugly head, while Chuck
beats a blubberman.

) RATINGS

REFLEXES

/

)

PRESENTATION
Incredible intro
sequence, Well

resented
hroughout.

GRAPHICS

A bit gloomy at
times, but very
detailed an

well-animated.

SOUND
Pretty damn
good, actually.

SHORT TERM PLAY
Dead easy to
q_et into. Fam-
iliar platform
gameplay.

LONG TERM PLAY
oAy

nce ¢locked it
oses Its
ac n

OVERALL A piatform

title which
doesn’t break
much new
ground but

is still dead
good.




“A MUST FOR ALL TENNIS FANS”

Jane Adams, Today

“THIS 1S THE BEST TENNIS GAME WE'VE SEEN SO
FAR ON THE MEGADRIVE”

Mark Hill, Sega Pro

“IF YOU ARE AFTER A GOOD TENNIS GAME, THIS
IS DEFINITELY THE BEST”

John Davidson, Mega Drive Advance Gaming

“TENNIS FANS CAN'T GO WRONG WITH THIS”

Adrian Pitt, Sega Force Mega

ISSvoOv

“IT’S THE LATEST AND GREATEST IN SCREEN TENNIS ...

A DAZZLING SOFTWARE PACKAGE...”
Alex & Adrian Lisle, Daily Star

“YES ... TECMAGIK HAVE AGAIN COME UP WITH THE
GOODS. A TOP NOTCH GAME THAT WILL BE AS GOOD
NEXT YEAR AS IT IS TODAY”

Derek Dela Fuente, Power Zone

COMING SOON ON:
SEGA GAME GEAR, SUPER NINTENDO AND GAMEBOY

This game is produced under license from Andre Agassi. Sega, Mega Drive, & Master System are
trademarks of Sega Enterprises Ltd. © 1993 Lance Investments. TecMagik is a trademark of Lance
Investments Lid. All rights reserved.



MEGA-CD

REVIEW Just seven months after the triumphant
release of Ecco, the eco-friendly dolphin
: - game, comes the CD version, with a
-
e treasure trove of extra features.
~ MegaTech selected GUS SWAN, the only
| e | reviewer with flippers and a mask in his
=4 wardrobe, to dive in.

BY: SEGA

ore than any game last year,
Ecco the Dolphin struck me as
a piece of entertainment you
couldn’t get anywhere else
except a console. The beauty of the game
was the balance between the environment and
plot surrounding the dolphins, and the level of skill
demanded to make any progress beyond the first
few levels. Ecco CD is not a sequel to the original,
it merely adds to the design with seven new levels
and a new soundtrack. However, a game this
good shouldn’t be overlooked by any Megadrive
owners, so join me as | once more submerge
myself in the world of Ecco.

& IN DEEP WATER

The first few levels of Ecco are set in some pretty, but uneventful

A Beware these puffer fish which inhabit the new
sunken galleon levels.

caverns. This is a smart way of letting you get used to the way the
dolphin responds, which- est teatures of the game
ause B S
ic in, iful rolls and
‘summersaults appare! : ng the Undercaves and
finding the initial glyphs is merely paddling in the shallows. Soon
Ecco has broken out of the reefs and heads for icy water.

4 SETITINGS : From there the plot takes leaps and bounds: Ecco
v fraternising with giant whales that span four screens; Ecco
. chatting with a strange life-form called the ‘Asterite helix’;
RELEASE DATE Ecco exploring a mysterious Atlantean city for time-travel

devices; and then an ‘Ecco goes Jurassic Park’ bit. E—
; Once you've beaten a level, a password means : A Ecco, with flippersome buddy in tow, guide
s you don't need to go back again. But this  :  him/her {difficult to tell) past dangerous s
\ doesn’t mean that Ecco is a walkover. ;
The game’s difficulty level seems
to creep up on you, and sud-
denly you're being asked to
perform gargantuan feats
of cetacean athletics.
Along the way, your
brain is taxed as well as
your fingers. Problems
like navigating the
vents, or locating the
‘Unseen enemy’ take
some solving.
There's weeks of
gameplay in here.

¥

¥
Y g e

g A Look at that! Another tiny
A Cor! Full-motion video. Just like bit of full-motion video!
Wildlife on One, or something.

56 MEGHTEAC-'H



A The cartoon intro is a bit
short but it's everso pretty.

A Swim slowly past old eight arms. Just li A Follow the rock to beat the
cariridge version, actually. overpowering current.

& B RECONDITIONED ENGINE

You’re either thinking ‘Hmm this sounds new and interesting’,
or like avid MegaTech readers, ‘Okay | know about Ecco,
what about this CD version?’. Well the truth is there’s not
much difference. Like I said, this is a retune, rather than a

new game. The graphics are the same as the original, 4 h E
and all levels are laid out identically. Seven new . ‘
ones, set around a sunken galleon, have been L y .

added, and they are just as fab as the others, “" REFLEXES
with new puzzles and creatures. However, . ‘ I

o

they slot snugly into the existing game structure ; % a
rather than alter it radically. _
i w, | already have Ecco the Dolphin on cart, 3
Idn’t consider this different enough to ¥ & e .
hat there is much else on the :

M ) ‘erying out for my readies. But, if | £ : | : >
had been remiss enough to not have it, | would be THE EEE“ND UP'NI“N | LCHA e ik
down the shops pretty sharpish, since this is one of & PRESENTATION
the best games for the Megadrive on any format. It's
the perfect sort of game for the Mega CD, because it
has the level of depth and quality you’d expect from
your expensive kit. | can only hope that a worthy CD
successor is in preparation, using the virtually endless
space for expansion that CD offers.

THE Q30UND EFFECT

| was never one to complain about Ecco’s music, but the CD
version is massively improved with the aid of an innovation
called QSound Virtual Audio, which gives the player the
impression of being surrounded by sound without requiring an
expensive Surround Sound processor. Hook your Mega-CD up to
your hi-fi, place the speakers on either side of the TV, and the
normal stereo sound ‘picture’ is apparently expanded by the use
of automatic subtle volume changes and sound balancing, a
method not unlike the old ‘holographic sound’ effects used on old
Pink Floyd albums. Using the stereo monitors in the office, | could
get the gist of the effect even if | didn’t feel ‘wrapped’ in sound.
However, the music itself is excellent. Anyone who likes
Vangelis-style ambient, swirling soundtracks will be in heaven.

Excellent intro,
Paul Glancey control method,
everything.

GRAPHICS

Superb animation on I
Ecco and some

brilliant background
scenery.

SOUND
Wonderous
ambient I
soundtracks and
digitised effects.

SHORT TERM PLAY
The novelty and
mystery of the early
levels of Ecco make
it really compulsive.

LONG TERM PLAY
It’s even longer!

30 levels of rock

hard game should

last ages.

The perfect I

At the risk of sounding like a git, I'll say it adds a new dimension tonic for
to Ecco, making it even more relaxing to play. The whale and underused
dolphin ‘voice’ effects of the cartridge version have been CDs.

upgraded to real sound samples, accompanied by digitised

splashing effects as you break the surface. THANKS TO...
...Ice Distribution (0302 340079) for the loan of the Ecco disc.

Call them for more details. The official UK version of Ecco CD is
due out in October, official UK version fans!



Rank, as everyone knows, hath its
privileges, so when PAULGLANCEY
got wind that we’d got this Mega-

CD lovely in he booted his admiring
minions to the floor and claimed the Silpheed

|

review as his own.
BY: GAME ARTS

sk any MegaTech
reviewer and they’ll tell
you that £270 is a lot of
money. Certainly it’s a lot

to spend on a console add-on, so for

Sega to get Megadrive players to actually
stop cogitating about buying a Mega-CD
and stump up the cash they needed
something a bit more eyebrow-raising than
Wolf Child. 3D graphics! Amazing sound!
Dazzling new types of Megadrive game!
That’s what we were promised, but where
were they? Bloody nowhere.

But back around issue 17 time, we saw
a demo of something which looked like it
could be THAT GAME. This demo showed a
Mega-CD game doing things that Megadrive
games didn’t do. Lots of really detailed 3D
vector graphics. Hilly fractal landscapes
tilting and zooming past. ‘Phwoaaar...” we
mooned with mouths agape and lolling
tongues. How embarrassing.
But hey, we’re not as stupid as we look.

THE ALL-NEW LAUNCH SEQUENCE

Remember the pictures we
showed you of the intro
animation which showed the
Silpheed being deposited from
its hangar to the launch tube
inside its mother ship? Fab
wasn’t it?Well, apparently that
wasn’t the full intro sequence
after all.Let the demo run on
the new version and you get
something similar, but even
longer, with even more detailed
graphic sand klaxons and the
tannoyed voice of the squadron
controller coming over on the
soundtrack. ‘Awesome’ is the
word to describe the
smoothness, the detail, the
overall gob-smacking
gorgeousness of it all. Check
out this series of snapshots and
witness the truth.

‘Okay,” we reflected a few weeks later when the stars
had faded from our eyes, ‘it looks amazing, but,” - and
here you have to imagine a sardonic sneer playing about
our cynical lips -’will the gameplay be any good?’

Well, now we’ve played the finished item and we
know the answer to that cynical question. It's awesome.

A SKILL
7o SETTINGS [l
RELEASE DATE
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A The Silpheed enters a maelstrom of asteroids. Dodge and weave!

UNTOENTIFIED CRAFT DETECTED -

Set in the 31st century, Silpheed is your standard space epic story. The

Milky Way Union of Earth-friendly planets is under threat from a gang of
powerful terrorists led by a megalomaniac called Xacalite. Xacalite has built
up a fleet of captured Union space battleships and has begun launching
assaults on Union colony planets.

It's up to you to lead a squadron of SA-77 Silpheed craft into ship-to-ship
combat against fleets of Xacalite's suicide fighters and giant space cruisers.
The ultimate objective is to find Xacalite’s Mother Planet, and destroy the

giant Death Star-ish space weapon which is being constructed in orbit.
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A Tiny fighters swarm at you from this giant spacecraft's hangar deck

‘ ALL PILOTS TO LAUNCH STATIONS!

The game is a 3D shoot ‘em up which takes place in twelve levels which see you in !

open space, asteroid fields,inside artificial planetoids, hyperspace, and in the
midst of spectacular massed battles between gigantic enemy cruisers and Union
ships.

Basically, the gameplay is the same as that of any scrolling shoot ‘em up, except
it's all flipped into a 3D perspective. You can fly left and right and up and down
(though the up-and down:is-actually ‘in’ and ‘out’ of the screen), and the idea is
just to shoot the squadrons of little enemy ships piling on from in front or behind,
while dodging asteroids or any other large object that might get in the way.
Nothing out of the ordinary there, eh? There are even extra weapons and power-
ups fo give you more of a fighting chance.

8 PAR AR e Bl 1)

If the gameplay is so ordinary what is it that makes Silpheed so special2 Well, there’s
no fv;o ways about it. lt's got to be the amazingly smooth, visual cortex-warping 3D
graphics.

The incredibly detailed giant spacecraft and the infricate planetary backdrops which
the Silpheed flies across are made out of hundreds of polygons. As everyone knows,
the Megadrive is lucky if it can get ten polygons moving smoothly, simply because the
graphics hardware is designed for moving predefined sprites, not plotting shapes in
three dimensions and colouring them in one by.one.

The trick the programmers at Game Arts have used is to get all their 3D computer
models generated on some mega 3D-rendering machine, then downloaded them onto
the CD as if they were frames on a film which plays in the background.

This means the Megadrive doesn’t have to do that much work, so the scenery can look
amazing and move really smoothly, while the blasting action is kept good and fast. It
appears, though, that speed has been maintained by making the actual enemy fighters
very weedy-looking little polygon shapes, and even some of the “boss’ ships look
undersized and crude, which is in sharp contrast to all the glorious mega-craft you see
in the background. It doesn't really matter that much because the game still looks really
cool, but maybe that's something Game Arts can work on for Silpheed 2.

. RLL GRAPHICS, NO GAME, EH?

Pretty scenery is all very well, but what is it they teach you at the School For Reviewers2
'‘Good Graphics Do Not The Game Make'2 Well, yeah, | used to believe that when |
was reviewing Commodore 64 and Amiga games. I've noticed with certain Mega-CD
games (Cobra Command, Sewer Shark and this one| that even with simple action at
the' heart of things, you still find yourself really getting a thrill from the game because
the: combination of realistic graphics accompanied by redlistic stereo sound really
captivates you and makes you feel like you're right there in the thick of the excitement.
The shoot ‘em up action in Silpheed is good and fast and very challenging, but | admit
it’sinot, of itself, spectacular. What makes the game such a thrill, though, are things
like manoeuvring past a GIGANTIC asteroid {and hearing a suitable approaching
asteroidy rumble in your starboard earhole), then JUST dodging the laser beam which
PULVERISES the asteroid and sends massive shards of spinning rock HURTLING

towards you. You don't get that sort of drama in your everyday Megadrive shoot ‘em

ups.
Also, and | don't think | can overstate this, but the 3D effect is simply superb. The
graphics in some levels are more effective than others, but ones such as level four
which is set on a gigantic space plateau made up of channels of hexagonal pillars, or
level five which puts you in a futuristic city full of corridors with slamming gates really
will amaze you. The level of detail and the smoothness are just not something you'd
see on any other console or home computer.
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BOOM!

No matter where it goes the Silpheed seems to be
in the sights of the enemy’s big guns and it’s up to
you to dodge the giant beams of laser energy
which surge down the screen at various points in
the game. Sometimes they find another target, such
as an asteroid or a nearby space cruiser, which
then spectacularly explodes into hundreds of
spinning polygons! Awesomely awesome! Here’s a
sequence from the first level.

The beam
misses you but
strikes the
nearby fuel
carrlefr,‘ L
destroying one
of it's fuel pods
and punching a
ive hole

main fuselage!

Another massive
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*js’ perstructure
" and it’s all over
for the carrier’s’

their

don’t get
explosions like
that in‘any
? ~ol’h8t '

0S0UND TOO!

Stereo sound effects? Yes indeed, like Ecco CD (reviewed this
issue) Silpheed has been been empowered with atmosphere-
ehhancing QSound Virtual Audio which provides an
expanded spatial stereo sound effect when you plug your
Mega-CD into an ordinary hifi amplifier. You also get the
effect, though slightly less pronounced just by plugging a pair
of headphones into the jack socket on the Megadrive, but
either way it's worth taking the trouble to get it going in
stereo, because having the sound to go along with the action
really adds a lot to the atmosphere.

‘ BUTLET'S FACE IT, IT'5 JUST A SHOOT "EM UP, RIGHT?

Okay, cards on the table. Silpheed is just a shoot
‘em up, with nothing particularly new to the
fundamental gameplay. BUT, it would take a very
cynical player to pick up the joypad, play the first
three levels and say, ‘Well, that was crap. Just like
any other ordinary shooter.” The fact that it looks
so cool, and you know that there’s something
awesome to see on the next level really keeps you
hooked.

If all this sounds like too much manic raving to
be true, take a trip down to your local import shop,
and if you can fight your way to the front of the
crowd around the demonstration monitor you'll see
how crazy | am.
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GUNS AND AMMO

The weapon systems in the Silpheed are quite unusual (for a video game craft anyway) insofar as

it can carry up to four types of armament at a time. A main twin-shot gun which is centrally

mounted, and two specialised weapons mounted on the sides of the main fuselage. On higher

levels, you are supplied with an especially powerful set of weapons which can launch various

kinds of energy bomb and smart torpedo if energy levels allow it.You start the game with only the

twin-shot, but with the completion of every level you are rewarded with the option of a new

weapon which can be fitted in one of the two side-pods. You can actually install different
weapons on each side of the ship, so that you can fire homing shots from the left and V-beams

from the right.

- WHAT RBOUT THIS
CARTRIDGE BALONEY?

You may remember that last month we said we'd heard
Silpheed would have to be packaged with an exira cartridge
containing an auxiliary processor chip to help handle the fab
graphics. Well, that was baloney. Actually it was crossed
Japanese-to-English translation wires, for which we apologise.
In fact, Silpheed requires only the central processors in the
Mega-CD and the Megadrive to work its magic — and what
magic!

A Approaching the fleet in one of
the yummy intro scenes.




THE ORIGING OF
SILPHEED

It was back in 1989 when
Game Arts programmed
Silpheed for IBM, Apple and
Atari systems. The 3D shoot

‘em up gameplay was very similar to the Megadrive

version’s, although as you ca
graphics were nowhere near
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A Woowee! Here's level three's s
at the size of that thing!

n see from these pics, the
as good!

pace mega-cruiser again. Look
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A The boss at the end of the fractal archipelage level
doesn't look amazing but it sure puts up a figﬁn.

“

A This gigantic rotating death satellite looks
awesome, but those pink beams are deadly!

SECOND OPINTON

MARK HOLMES

y HEY, THANKS...

" Thanks v much to George at

I Ice Distribution who sent us

1 his first copy of Silpheed to
make it through customs.
Contact him about buying

[ the game on.
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