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Everything you ever wanted to know about
| Doom on the Megadrive 32X. No PC screenshots
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stunning artwork as well.
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and Virtua Cop. Check ‘em out here.
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More unrivalled Megadrive 32X coverage,
carefully crafted by skilled gaming masters here |
at SEGA MAGAZINE. No made up stuff, no
arcade screenshots designed to masquerade as
32X screens, just quality, mate.
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Do our eyes deceive us or have Acclaim released
a comics-based game that actually captures the
spirit of the Marvel superhero effectively? Find
out for yourself on page 54.
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HAPPY BIR

s you can see from the

colossal advertisement adorning

the right hand page, space
is a little limited this month,
so | won’t waste any
more space.
Basically, this month’s
issue is a special collec-
tors’ edition to commem-
orate our first birthday -
as well as the arrival of
the Megadrive 32X. We've
pulled out all the stops on
the 32X coverage this
month, with full reviews of
the first three 32X fitles -
including exclusives on Virtua
Racing Deluxe and the game
everyone wants to play: the all
mighty Doom! But that’s not all
- as well as the reviews and the
top-detail showcases, SEGA
MAGAZINE is also bundled with a
special Megadrive 32X preview
supplement, which contains
coverage of some of the 32-bit
games coming your way in early
1995. Oh, and all the 32X screenshots
you see in SEGA MAG are actually of
the real games: no misleading PC or arcade

shots have been printed whatsoever. And since this is Christmas, we’ve bundled yet another special
supplement in with the magazine, centring on the title that some reckon will be the Christmas number
one videogame: The Lion King.

We've worked ourselves into the ground to get this spectacular issue out, so we hope you enjoy it.

RICHARD LEADBETTER

RICKY

Richard has spent the majority of this
month moving house. He reckons he
just needed a crash pad and didn’t
see the point in continuing to pay for
his previous, larger, accomodation.
We, however, know for a fact that the only reason he
ever moved out of Castle Doombase was because it
didn’t have enough plug sockets to power his
awesome audio-visual Rich-O-Matic system. “With
extra sockets, the omnipotent Power Cosmic will soon

e... Ricky’s!” he said, before laughing hysterically.

Tired of Rad continually refering to
her as some kind of kitchen slave in
the editorial, Sam this month
challenged our masculine staffwriter
to a test of stength. After a series of
bouts involving such tasks as rodeo bull-riding, long-
boat rowing and gorilla-wrestling, the two of them
were still equal on points. Such was Sam's fury, she
picked Rad up, span him around her head and threw
off a cliff, before screaming “By Odin!” and dunking

TOMMVG

Tom’s every dream came true
this month when
his parents took
him to
Disneyland. So

Tommve

Another month, another
triumphant
performance
from Slow Boat

\her head in a barrel of beer. Crikey. j
) (CLAIRE R
After the shocking

defeat of art warrior,
Jeff, by successor
Petrea in last

this was
obviously mind-
opening experi-
ence for the young
lad, then? Well, not quite.
Apparently, at the first sight of
Mickey, Tom rushed towards
the halpless helper at top
speed, arms outstretched,
grabbed hold of the poor tyke
in a bear hug and refused to let
go for two weeks. It took a
further three days to get the

to Barnet (and

indeed, from
Mean
Machine’s art
editor Oz Browne
as well, but that’s another story).
Yet again the crowd seemed to
know all the songs and cheered
joyously for their favourites. This,
sadly, was because once again
the only people to actually turn
up were the long-suffering pals
of the band, forced to sit
through the set one more time

black fun fur and nose plastic
QJ? from under his ﬁngernailsJ

in the name of friendship. J

month’s exciting
trial by fire, things
turned even more
bizarre this month
when Claire challenged Petrea to
combat in the designers’ arena in
the basement. Unnatural howls and
the sound of wishbones snapping
were heard before Claire emerged
and took over her duties. The fact
that she had a human finger
hanging from her mouth didn’t
scare us one bit. Nor the fact that

her ear wasn't on properly,
Qealing some strange animal furj




OOH, THAT ITCHES!

It's chinnywig mania at the SEGA
MAG offices at the moment. Tom C,
Tom G and even Rad have all
commenced sprouting facial hair in
some sort of bizarre bonding ritual.
The two Toms' are coming along
quite nicely thankyou, with C-Boy
having a slight edge in consistency
but a bit of a ginger tint (always a
bad sign) compared to Cheesey's
prickly black goatee. Rad, however,
is lagging behind

somewhat. In

fact, even Sam

has a better

beard than our

kid’s laughable

peach-fuzz

effort. Mind you,

Sam'’s got more

facial hair than

the rest of the

crew put togther.

In Rich’s sage

words — “Shave that

bloody thing off Tom. You look like
an ass.”

Something very strange happened to
Rad this month. Halfway
thorough the month, he
told us all that the time
had come for him to
go. He then went into
the Games Room to
prepare himself. It was
only later, when we heard
Tommy Cox screaming that we took a
look inside. Where Rad had been, lay a
huge pulsating pod which split open to
reveal a cluster of potatoes. Yes, Rad
had given birth. Well, we've buried them
in the garden and next year, we'll no
doubt have the sound of pattering
potato feet in the office.
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Sega’s lutest 32-hit powerhouse - Saturn is olmost

rendy for luunch in Jupan. Available to begin with in

' Jupon only - with on offitiol lnunch looking likely for the
Autumn of next year, the Saturn looks like being the
ultimate 32-hit console.

Georing up for the Jupunese luunch, Sega of Jupon hove
issued o new set of incredible screenshots - os well as
our first look ot the system’s front end - oll of which ore
reproduced on this puge for your delectation.

Sega is used to o mass market in Europe and the United
2 Stutes, ond they helieve thut the next generation on- T e
sole won’t become mass market until sometime in Deutsch Fransais
'~ 1996. At the moment, people just hoven’t got the Espaiiol italiano
money to shell out around £200 for o new tonsole. s b:m e
W Itis for these rensons thot Sego chose to release the ; =
Megadrive 328. This ingenious technology gives play-
ers the 32-hit gnming experience they want - ot u price
they tan offord. And because of this cheop price point, it

' mukes the proposition of buying n Megudrive even PE'“FHEBHI
more appealing. After all, how many competing sys- UISIOII
© tems ﬂﬁer o 32_hit turhllthllrger? Because the Saturn has all-new
. 7 : y joypad ports, Sega have had to
Suturn is heing relensed in November in Jupan, becouse greme new ze:pher:ns for
o aturn... and here they are.
Segu haven’t established o mass market presence over New joypads, multi-player taps,
. . . driver's yokes (for Daytona, evi-
there yet. Unlike the UK, the Megodrive isn’t the domi- et e ZSnLELce‘;’f?g",ﬁefv'
nunt gumes console in Jupan, so Sego of Jupun hove Py die o (iEbaised. Aid hers

they are.

effectively jumped stroight to the next generotion of
tonsole. Happily for the rest of the world, current
Megadrive owners get to experience 32-hit gnming
with the cheap, yet highly powerful 32X upgrade.

So, the messuge is, Segu won't officially relense the
Saturn until they helieve thaot there is actually o decent-
sized morket out there for o £400 muchine. Until then,
Megadrive 328 will spearhend the Sega’s Next
Generation tonsole battle. Tuke o look ot our supple-
ment to get o look at some of the 32 gomes out now
ond in development. Segu nlone have over 40 games in
production us we spenk, with scores more being
promised by third party compaonies like Accoim, Core,
Virgin, Konami and Sony.

K
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BUT WHAT ABOUT THE GAIMES EX?

As well as releasing shots of the system, Sega have also unveiled new
shots of some of the hottest videogames you're ever likely to see. And see
them you shall in this news special...

VIRTUR FIGHTE

After last month’s preview, you'd think
there isn’t much more of the game to
show. Well, you'd be wrong. The game
is totally complete and ready to ship
with the Saturn itself. Overall, it's a bit
blockier than the arcade version, but it
moves just as fast and it looks totally
stunning.

T-TFAT

2350

JEFF

Forget the rest.

Red Zone leaves them all in the
dead zone. Struck down by the
most incredible helicopter
shoot-em-up you've ever seen.
That’s why Mean Machines chose
it as the best Mega Drive title at
this year’s American Consumer
Electronics Show.

Nuff Z.
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For more information about Rugby World Cup ‘95, call 0753

546 465 or write to Electronic Arts, P.0. Box 835, Slough,
Berks SL3 8XU » The Rugby World Cup emblem is a trademark of
the Rugby World Cup Ltd 1986. EA SPORTS, the EA SPORTS logo, and
“IF IT'S IN THE GAME, IT'S IN THE GAME" are all trademarks of
Electronic Arts * Electronic Arts is a registered trademark of Electronic Arts

Contains scenes
of graphic action

It's the world's toughest team-sport. Excellence on a rugby pitch requires exceptional
pace, skill and tactical ability. It's also the only place that thirty grown men can ruck,
scrum and maul one another into oblivion without alerting the local police. And
when the world’s best gather in South Africa for Rugby World Cup 1995, expect
scenes of explicit action that will have the censor sharpening his scissors.

EA SPORTS™ Rugby World Cup 1995 captures all the heart-stopping speed
and hard-hitting excitement of top-class rugby. The incredibly detailed,
3D-modelled players perform 100 different rugby moves, tackling,
passing, running and kicking just like their real-life counterparts.
In fact the animation’s so smooth, you'll be surprised they’re not
playing in tuxedos. Developed in Europe and exclusively licensed
to guarantee authenticity, it includes 30 rugby playing nations
and all the Rugby World Cup 1995 qualifiers.

" erbsim
o ?—]L:cph captrerisaﬁ?e o
Rugby World Cup 1995 - Some scenes may be rough'n'ltth 5 per eCt'Y;\’;s
unsuitable for people of a nervous disposition. the rea ean Mach!

maoFr oarsza

/RUGBY

By EA Eurore

SPORTS

ELECTRONIC ARTS

Licensed by Sega Enterprises Ltd. for play on the SEGA™ MEGA DRIVE™

ASPORTS
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DAYIONA USA

This is still extremely early in development, but work is contin-
ving at a frantic pace. You saw the 10% complete shots a few
months back in SEGA MAGAZINE and the work has moved on
significantly. A lot more texture mapping has been incorporat-
ed over the basic polygon frames and the result is a lot more
impressive. More pictures soon...

Plenty more
texture mapping
still to add.

A formation
driving picture
showing off just
how detailed
the cars are in
Daytona USA.
Smart eh?

One of the first Saturn games
announced, Clockwork Knight (previously
known as Action Game) looks great.

One of the games
definitely slated for { 3 BAC ’ b
release with the {} - A 1 AT g ™
machine in Japan. ‘
It's looking like a
right lovely plat-
former with some
superlative polygon-

il OILRUWWORK KNIGHT

-
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“A refreshing new approach to the genre...
a great real driving game... we like it!”

P

“It’s fast, furious and most
of all, fun!”
SEGA PRO

“U.S. Gold looks to get into
top gear with Power Drive”
MEAN MACHINE

“A unique blend of speed and strategy
make this a rally game to beat all others.
Definitely no stick-in-the-mud!”

PC ZONE




PAIZER DRAGOON

It’s come a long way since the early demos shown earlier this year.
Panzer Dragoon includes all the texture mapping, polygons and sprite-
scaling you could ever desire - all wrapped up in a brilliant shoot ‘em up
package. We aren’t going to rattle on

about how ace this game Iqoks. Just take

a look for yourself.

Panzer Dragoon is shaping up to be the most spectacular looking 3D
blaster ever devised. Is there anything on any computer system short
of a Silicon Graphics workstation that can touch this?

(S s
sy U 1

4

Well, it has got an unpronounce- A
able Japanese name, but suffice
to say, this game is a futuristic dri-
ving simulation, based around
polygons and texture mapping.
There’s not much to see yet, apart
from the screenshots reproduced
here. But it's looking quite good.

vn
naney
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After lost month’s frankly
incredible exdusive: first
pictures of Uirtun Fighter 2,
we’re plensed to bring you
even more excusive
toverage of this ground-
breaking fighting gume.

Virtua Fighter 2 is the latest Model Two

board project from the labs of Sega’s most

prolific arcade creators: AM2. Previously

responsible for Virtua Racing, Virtua

Fighter, Daytona USA and Virtua Cop (cov- -

ered this issue), AM2 have pulled out all A Such technology. You can almost
the stops in making Virtua Fighter 2 the smell the stitching on Lao’s back.
most incredible looking beat ‘em up ever.

The texture mapping power of the Model Two board is put to excellent use in
the new game - the characters look a lot more realistic than in the previous
Virtua Fighter coin-op. The backdrops have also benefited from the extra
power the Model Two board provides, as you can see in the exclusive shots on
this page.

The actual gameplay remains very similar to the first Virtua Fighter, with all of
the original characters returning for the sequel. Many of the original’s combat
moves are also replicated in the new game. However, new special techniques
have made their way into the new game along with two new characters: Shun,
an aged yet versatile martial arts master and Lion, a young Street Fighter Ken
lookalike.

The question is, will this be the last Virtua Fighter outing for Sega? Not
according to Sega Amusement's resident living legend, Yu Suzuki. In a recent
interview with the Japanese press he revealed that, in hs head at least, there
are plans for Virtua Fighter games right up to Virtua Fighter V...
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Look at those flash boots. That’s Model 2 technology, that. NO YOU! Richard’s dad chastises Lion for makinfg for of his son.




A No doubt, the
flares whistle in
Dolby Surround,
as well.

v All that new technology
and all they can come up
with for a new character
is some old geezer. Still,
look at him fall over.
Haw haw, mind your
back, old guy.

A The two Tommys would
disagree. Why, that's the

most pathetic set of facial

hair they’ve ever seen.

T e
" (LEFAARAAALY

Mt

4 Crikey, it looks like Lao’s prosthetic arm has come
clean off. Only on Model 2 technology you know.

T
o~

fdea i oo

You’ve got to admit, Tommy Cox does look good with his new beard. Perhaps it is me. Proud of his victory, Richard’s dad picks a new fight.

SEGA €1
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I think that arrows telling me to go left. Thank goodness, it was a pretty tough decision.




FROM THE CREATOR OF MICRO MACHINES"...

™

Codemasters (4 " INTERACTIVE
‘P“l“ll TABLES

© Codemasters Software Company Limited 1994. Licensed by Sega Enterprises Limited for play on the Sega Megadrive. Codemasters and Psycho Pinball are trademarks of Codemasters Software Company Limited.
Micro Machines is a registered trademark of Lewis Galoob Toys, Inc. Codemasters is using the trademark pursuant to a license. Sega and Mega Drive are trademarks of Sega Enterprises Limited.
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The lust time Zero Komikaze Squirrel
uppeared in o video gume, he was
purt of a drcus act in Aero the
Acrohat. He's been “resting” fora
fuite o little while now, but has
recently been colled to duty by his
forest homelund, currently under
threat from the dastardly Jucques
LeSheets. (ue one theme-related
platform extravaganzo...

Zero is a bit of a strange squirrel. He eats
bananas, lollipops and ice cream instead
of nuts, and he's also extremely con-
cerned about the environment — so
concerned in fact, that he’s prepared to
go to any lengths to prevent Jacques
LeSheets from felling forest trees and
using them to print counterfeit money.
Which is a bit of a far-fetched plot really,
but then this is your usual platform pap,
intended to be taken with rather a large
pinch of salt.
As previously mentioned, Zero first
appeared in Aero the Acrobat, a rather
fiddly little platformer that added a few
more moves to the usual jumping/running
scenarios that have become all too com-
mon recently. It's more than a little obvi-
ous that a large proportion of the game-
P play has been borrowed from Aero - Zero
:,M : can triple jump, swoop, dive and even
" % i charge through the levels, although he

S,‘S S W¥ e s does have few features of his owgn—
Al vwithl Ve hare: amongst them several martial arts moves.
In fact, the game also has an almost iden-
tical graphical style, although there’s a lot
less bare backgrounds and a lot more
JFTOOSE challenge than there ever was in Aero.

DODOOE There’s a bit more gameplay variety too,
with Zero scaling cliffs, swimming through
a toxic waterpool and even tackling white
water rapids in a jet ski.
Zero is due for release in Japan very, very
soon, although the UK version won't be
on the shelves until at least January of
next year. However, it seems as if most of

To reach most of the extra bonus ?he.gameplay is 0|ff-’-0dy complete, so a
levels. Zero must propel himself up to review should be with you shortly — which
the clouds and beyond. Most of the means next month. Probably.
trees contain springs to make this pos- o
sible, and there’s loads of levers which
act as springs strewn around too.
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releases

man, rec.

price £49.89~
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choose from 4 packs

+ latest games
+ greatest offers

+ over 100 stores
nationwide

+ for your nearest
store ’phone:

0891 332288

calls cost 39p /min cheap, 49p /min

all other times. average cost, £1. if
under 18, ask permission before
wvou call.Future Zone Stores I.td.

all these games!
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. '@l With Jurassit Pork recently
' nesﬁlillsc: ‘ released on video, there’s just
' @ hint of that old dinosour
hype in the oir again. Or
maybe it’s the hint of
dinosaur doo-doos. Who
knows? Anyway, egging
dinosaur mania along is the
forthcoming Megu-(D game,
Cadillacs and Dinosaurs from
Rocket Stiente.

Based on the obscure comics by Mark Schuliz, the
game takes place during a post-apocalyptic future
known as the Xenozoic Age where dinosaurs once
again walk the Earth. It would seem the humans of
the future aren’t particularly happy about this
situation, at least not if the antics of Jack ‘Cadillac’
Tenrec and Hannah Dundee are anything to go by.
Joining them in their ‘53 Cadillac, the aim of the
game is to race through prehistoric jungles, blast-
ing any dinosaurs out of the way. Not a very nice
thing to do. Still, I'm sure they’ve got their motives.
Making full use of the massive storage space avail-
able on CD, together with their ‘Game Science’
system which reads CDs like giant cartridges,
Rocket Science have produced a game which fea-
tures continual full-screen cartoon animation to
portray the thrilling ‘into-the-screen action. Set for
a January release, we'll be giving this game a
closer look in next month’s SEGA MAGAZINE.
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| KNOW RYLIE

DEAR SEGA MAGAZINE,

The reason | know Kylie does a brilliant English accent is because
a couple of months ago she appeared on a talk show in
Australia, and after the programme thousands of viewers rang
up the programme and complained because Kylie was speaking
in an English accent. They said Kylie had gone pom, and when
they asked Kylie about this she said she didn’t even know she
was speaking like it. It's because she has spent so much time in
this country she now speaks like one of us. Also Kylie’s new look
isn’t a dance diva/waif look as you can see in her brilliant
Confide in Me video.

Finally, can you tell me more about the Streetfighter movie
game? Has Kylie been digitised to appear in the game? | hope
so. Thank you.

Yours sincerely,

Mr Pop Music Smartypants,

Peter Wright, Dover, Kent.

SM: Yeah, alright, point taken. Anyway, the male contingent of
SEGA MAG have vastly revised their collective opinion of Kylie
since seeing some of the shots from her pervy book, so we think
she’ll make a great Cammy now. Just purely because she’s such
a good aciress and that. Ahem.

Y /{ "
VIRTUR “SECRET
DEAR SEGA MAG,
| have discovered a secret overhead view on the replay mode in
Virtua Racing. You must complete a course and choose the
replay option. Press the A or C button to access the new view. To
return to the old view press A or C again.
Michaoel Watson, Formby, Merseyside.

SM: Bad luck Michael, we'd already discovered that little secret -
in the Virtua Racing manual. You'll find these handy booklets
often contain a wealth of useful information along these sort of
lines, along with the controls for the game, how to

turn your Megadrive on etc.

A CONFDENCE TRICKSTER WRITES

DEAR SEGA MAG,
I am 15 1/2 years old ad | am writing to you about Thomas
Morley's letter in issue 9 of SEGA MAGAZINE.

| would love to be his pen-pal and | love football, but please
Thomas, can you write in and give me your postcode and
telephone number. | look forward to hearing from you with
open arms. Please write in with your full address.
My name is Doreen Morris and my
address is Wenvoe,
Cardiff, Wales.

Love,

Doreen, Wenvoe, Cardiff

SM: We don’t for one minute
believe any of your non-
sense. You're obviously just
some cruel-hearted prankster
preying on the weak and vul-
nerable, like in the A-Team or
the Equalizer. Be off with you.
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| LOVE YOU

DEAR SM,

I've got some questions to ask.

1. Have you got a password for
James Pond 3 on the Megadrive?
2. Do you know any secret levels
for Tale Spin?

3. Do you recommend Earthworm Jim?
PS I love your mag the best.

Ross Lilley, Cambridge.

SM:1. Yes 2. No 3. Yes.
PS - We love you too, Ross.
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THOSE OLD POWER BASE BLUES

Dear Sir/Madam,
In your February ‘94 issue of SEGA MAGAZINE you were
advertising a Power Base Convertor 2 for the Megadrive 2. Ever
since my son purchased the magazine we have been trying to
purchase this item, but nobody had heard of it.

As my son kept a lot.of his Master System games when he
upgraded to a Megadrive this would be very useful.

Could you please tell me where | may purchase the Power Base
Convertor 22

Thanking you in anticipation,
Mrs J M Bundle [although we
might be wrong, we're a bit crap
with signatures], Cheam,

Surrey.

SM: Well, most High Street
electrical retailers should carry
the Powerbase Convertor 2,
but if you're really stuck your
best bet is to try Future Zone.
In the unlikely event you still
can’t get hold of one try
calling Sega on 071 373
3000. Good luck.

DEAR SEGA MAGAZINE,

What can | say that hasn’t been said already about this maga-
zine? It's simply the best!

Now, down to the real reason for my writing in:

Why have Sega chosen to release two 32-BIT consoles, each with
different specs and different games? They could just as easily
(and cheaply) release one of them (preferably the 32X) and give
it the best technology and investment possible.

Because of this, it seems that the 32X will be a bit of a disap-
pointment compared to the Saturn, which is capable of support-
ing games such as Daytona USA because of the CG Model 2
board. The Mega 32 only supports relatively simple games like
Virtua Racing and Bullet Fighters.

This whole subject is of major concern to me as | am a serious
and proud Megadrive owner and | don’t want to pay out £150

. for a console which is outclassed by its “brother” and will prob-

ably be ignored by the major programming computer compa-
. nies who will realise that the Saturn is capable of much more.
Glyn Richards, Enfield, Middx.

SM: Whilst | can understand your paranoia, it isn't exactly
justified. What we have here is an updated version of the
Master System/Megadrive symbiosis of a couple of years ago.
The 32X is going to be a supremely affordable machine
which should appeal to an already installed wide user base.
1t'll allow you to play lots of ace games for not too much
dough. The Saturn, however, is going to be a tad more
pricey in both hardware and software terms, although it’ll
certainly perform accordingly vis-a-vis yer relative price-
point situation. However, unlike the Megadrive and
Master System, the gulf between technologies is not too
? wide to endanger the success of either machine, and it's
" unlikely the 32X will date much faster than the Saturn.

PAUL JOKNSON RIDES AGAIN

DEAR SEGA MAG,
Hey! My main mag! The months fly by when you're having fun,
don’t they? It seems only a few weeks since the first brilliant
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issue of SEGA MAG, and look now - into double figures and still the best!
Congratulations.

Well, things are going well down in my Presidential Citadel, made even
better by the obvious news of the Mega-CD’s complete dominance over the
CD32 in the sales charts. Hardly surprising though really, eh? Also, I've
gotten quite heavily into Manga/Anime since BBC2's screening of Akira a
while ago. Let’s face it, Akira was simply THE best animated extravaganza
ever made. My friends! You could do me (and other Manga fans) a massive
favour here! Listen, right. How ‘bout a big Showcase on the developing Akira
game? Every other Showcase you’ve done has contained maximum informa-
tion and been completely interesting. In case you haven’t noticed, I've got
total confidence in your abilities to deliver something totally amazing. By the
way, have you heard of this Manga strip called The Dirty Pair? They're these
two women with the most ass-kicking military hardware you’ve ever seen.
Damn good, | can tell you, and perfect material for a great game. And
they're one of Manga's top-rated strips as well. Well, to finish, the Saturn is
looking HOT! Your 32-BIT coverage is the best there is, so keep up the
incredible work! See you, friends. Goodbye!

Paul Johnson, Skegness.

SM: Yo Paull Haven't you got anything better o do? Anyway, you might just
have a point about the Akira thing, and we a | ving something
down that avenue, as they say. Bas worth
writing about, we'll write it. And you can just flipping whistle f 3
game, you disgraceful youth. You'll go blind, you know.

DEAR SEGA MAGAZINE,
Once again congratulations on your brill magazine. I'm writing in to ask if
Sega are going to steal Nintendo’s idea of the Super Gameboy. Why don’t
Sega start making a Super Game Gear? If they are why don’t you print
something about it. I'm sure all those SEGA MAGAZINE readers are keen to
know. Anyway, if they are and if that whatsisname saw Street Fighter 2 for
the Game Gear this would be the great idea of the century. Anyway, onto
more serious matters like my name. | took your advice, [\We suggesied Leo
had the most superb name for an Indiana Jones villain, if you're wondering]
and got a part in the next Indy film. I'm now rich and famous and married to
Cindy Crawford but with a bit more weight. Can you just say one more thing
to my friend Andrew McMillian. He is a prick and thinks he’s it with girls but
say happy birthday to him from the great actor with the long name,
the glass eye and the lovely leather trenchcoat.
Indiana Jones Villain, Hollywood.
(Leo Der-Galestanian, Hampton, Middx.)

SM: Leo, so glad to hear you took our advice. See kids, reading SEGA
MAG can change your life. Anyway, about this Super Game Gear - you
see, there’s a bit of a problem with that. The Game Gear already has a
“ colour screen, doesn't it2 And the Super Game Gear would probably end

up costing more than than the console itself. So why not just buy a Game
Gear and a screen magnifier?

| DICING WITH DEATH

DEAR SM,
Hi dudes, listen up, I've got a deal, dudes. If you send me a copy of the
following games - Virtua Racing, Sonic CD, Sonic Spinball, Lotus 2,
Microcosm, Winter Olympics, Silpheed, Eternal Champions and Ground Zero
Texas — | will send you a free YES!!! FREE packet of MEGA MONSTER
MUNCH. How cool.
Yours faithfully,

Paul Day, Chorley, Lancs.

Sega ran that blasted free Monster
Munch giveaway we've had to get
through EIGHT THOUSAND surplus
packs in TWO MONTHS. If any of us
ever see a single bag of that stuff ever
again we are going to kill everyone on
the planet.
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GETTING QUITE TRTTV

DEAR SEGA MAGAZINE,

Please could you design a SEGA
MAGAZINE folder to keep these brilliant
magazines in? | have bought every issue so far and every one has been very
interesting. The first issues, especially issue 1, are getting quite tatty on my
shelf. Please, please, please could you design one?

PS Your magazines are extra brilliant!

Stuart Marshall, Norwich, Norfolk.

SM:No.
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SENSIBLE AND WELL-ARGUED LETTER

DEAR SEGA MAGAZINE,

Is it me, or are Core Design heading for total Mega-CD domination? There
doesn’t seem to be anything even worth looking at as far as the Mega-CD
goes except for Core Design’s games. We all know that the Mega-CD was a
little disappointing, but around half of the Megadrive owning public now
own one, so why have most of the major software houses just given up on it2
Nobody except for Core Design seems to realise the potential that it really
has. Nobody except for Core Design have yet used the Mode 7, sprite scaling
and rotation and other available gimmicks to their full advantage, and

nobody has yet created any games of a certain quality that puts everything
else to shame except for Core Design.

Big wow, the 3DO has an infinity of colours and can do anything. I'd work on
games for that machine... if anybody had one!

When are major companies going to realise that there’s big bucks to be
made with the Mega-CD? Come back software houses, the Mega-CD

needs you.

Jonathan Martin, Southend-on-Sea, Essex

SM: You're not wrong there Jonathan, Core certainly have established them-
selves a reputation for playable and extremely innovative, indeed pioneering,
titles, and we’re becoming increasingly excited at the prospect of their 32-BIT
stuff. But isn’t it strange how one of the only other software houses showing
this much flair and imagination is Codemasters, who are also British-based?
Hoorah for good old Tommy Britisher!

DEAR SEGA MAGAZINE,

I'm a bit confused in what | saw in one or two of your fine mags. | want to
take you on a trip down memory lane (it's not very far back, but still). In issue
6 of your totally cool mag, | was impressed with your Showcase/Review on
the Jungle Book. Since I’'m only allowed one more game (unless we win the
national lottery) | was seriously thinking about buying it. On page 85 in issue
6 you gave it 90%. Cooooell! Or so | thought until issue 8 came. On page 94
you gave it (The Jungle Book) only 84%. What happened to the 6%2 This is
the same with Marko’s Magic Football (a dire game anyway) and The
Incredible Hulk (also a dire game). Why?2 Did | miss something in issue 1-5,
for | have not got them?

Thank you,

Graham Coate, Swords, Co Dublin, Ireland

SM: It's like this, see — our marks are always relative to the quality of soft-
ware available at the time we write our review. So, when the occasion arises
to re-state a percentage, we revise the overall mark to put it in line with cur-
rent software. Thus the value of marks is prone to a decrease should an obvi-
ously superior title hit the market post-review. Also, with four writers on the
mag, each with different preferences and opinions, it's always a little difficult
to arrive at a percentage which completely pleases everybody, so this causes
the occasional fluctuation.

JOE (AN HAVE TOIM SHOCKER

DEAR TOM C,

Can you please tell me when there will be a review of Jurassic
Park Rampage Edition and do you think it will be any good? By
the way, how’s Slow Boat to Barnet?

PS Joe reckons he can have you any day.

Yours almost sincerely,

Bruno Mellar, London

SM: We reviewed Rampage Edition last month, and yes, it's
pretty good. Tom says if Joe wants to try his luck he can come
down here any time. He’s waiting. Go on, just you try it. (Yeah
fat boy, come and have a go-TC)
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RICH KID WITH A WORD PROCESSOR

DEAR SEGA MAGAZINE,
By now you will have probably realised that I'm a rich kid with a word
processor, fax machine and a home games system
(Megadrive), but alas | still think games prices are too high
and should only be around twenty or thirty pounds (like your
brilliant offer) but | guess there’s nothing you can do except
weep because you are so sad that you have not please me,
but don't worry | forgive you. But wait! You can help us! Tell
us now with new games hardware coming out with wait and
other such like are prices going to fall2 Or are we going to
be coned into forking out seventy quid for an above avrage
racer when, and less face it with a good twenty five quid
saving we can get a racer that my not be worth 25 quid
that for sure! You could also make us be at your mercy by
having a value rating as a game could be the most amaz-
ing game to date, but be £300! Could you buy it if you
were a little child with £1.50 pocket money a month? | %
think not. %
Right with that out of the way tell us,
how can games producers be so god
damn ignorant? Take the pink pan-
ther | mean it’s a brilliant idea for a
game that could have some wicked
levels but you know you would get
more playability out of a shepherd’s
pie. How is it possible to get such
poor quality sound and graphics
with the amount of technology
about is it possible to that low? |
mean GP Rider looks better than
that and that's on the Game Gear!
Don’t they have a clue? Let me
spell it out for them G-O A-N-D D-
O S-O-M-E R-E-S-E-R-C-H.
I'll finish with a great laugh all you need is a
platform game which does not require too quick reflexes a blindfold and a
friend (some people may require some money to find the last ingredient)

808G 737




blindfold yourself and see how quick you can get through the level. Also you
cold try plying with your elbow or other parts of your anatomy and lastly try
playing upside down.

’ Faraz Osman, Crawley Down, W Sussex

SM: By now you'll have realised we transcribed your
missive verbatim to show that you may have lots of
money, but you have very little grasp of the English
language. Let me spell it out for you — G-O A-N-D B-
U-Y A D-I-C-T-1-O-N-A-R-Y.

ITWOULDN'THT...
S0 | LENT IT TO MV FRIENDS

DEAR SEGA MAGAZINE,

About two years ago my father returned from Hong
Kong with a Megadrive and some games. Since then |
have expanded my range of titles, my last purchase
being the excellent Streets of Rage 2.

About a year ago | began to hear about something
called a security chip which meant the game would only run if used on the
correct system. A while after that | played Turtles Hyperstone Heist on my
Megadrive and found, to my dismay, that it wouldn’t run.

| quickly sought a way to combat these chips without modifying my hard-
ware. | found an ad for Datel’s Universal Adaptor and quickly phoned them
clearly stating that | owned an import Megadrive and would the adaptor
work with my machines and allow me to play “chiplocked” games. | was told
that it would and | quickly bought one. | immediately encountered a problem
when | found that it wouldn't fit and would have to sit on my other adaptor.
Then | found that it refused, still, to run Turtles.

| rang Datel and was then told it wouldn’t run “chiplocked” games! Since
then | have lent the adaptor to friends occasionally to allow them to play my
Japanese game. Sega have caused me a big headache due to their policy of
“chiplocking”. | have had to stop my parents buying me games | want like
Sonic Spinball, Sonic 3 and Robocop v Terminator and tell them that they
won'’t work. | can’t play many new games my friends get because of these
chips, which is annoying.

Have Sega forgotten about the few Megadrive owners who either bought
them early for some reason or, like me, had them bought abroad for them

. by parents because they were cheaper?

i | hold Codemasters in very high regard for not “chiplockng” their games and
¥ keeping them cheaper. Other software houses like Virgin, Konami and, of
course, Sega, | now barely look at because they follow Sega’s lead.

While | realise Sega and other software houses have to make a profit, surely
it wouldn’t hurt the bigger houses to not put these chips in their games.
Either that or Sega make a worldwide standard machine that could be easily
configured to run in that country.

Thanks for listening to my point of view,

Christopher Wood, Wokingham, Berks.

SM: Thing is, Codemasters are a wholly-owned company who look after their
foreign distribution pretty much by themselves. Virgin, Sega and so on are
actually two or three companies run by a parent organisation. If everyone in
Britain bought imported Sega carts, Sega Europe would make no meney at
all and go bust, thereby halting the release of further Sega products in this
sector. Chiplocking was devised to make sure everyone gets their fair cut.
No-one really likes it that much (it costs money for starters), but's it's a
necessary evil, I'm afraid. Your only real option is indeed to “modify your
hardware”, although | doubt if it'll still be under guarantee so at least you
don’t have to worry about your warranty. Sorry about that.

DEAR SEGA MAG,

| own a Game Gear and | feel that there are not enough reviews for it in this
magazine. | know that the Megadrive and Mega-CD are more popular but if
I'm to carry on buying your mag |
would expect there to be more Game
Gear reviews.

| support Leeds United and am sick of
Manchester United football games.
Will there be a Leeds United footy
game out soon on the Game Gear
and if so, when?

Yours hopefully,

Jonny Fulton (age 12), Horsforth,
Leeds.

SM: Hey, we only write the magazine,
we don’t program the games. When
we get Game Gear software in, we
fo review it. There just hasn’t been much

of it about until recently. And as for a Leeds United
game, you've got more chance of seeing a Crewe title — and quite right too.
Up the Alex!
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DECEIT AND LIES

DEAR EDITOR,

| am writing to you so that you can warn other buyers of the deceit and lies
that | had to face from System Game in Cornwall. At the end of June | sent a
cheque for £43.49 with an order for Star Trek: The Next Generation for the
Megadrive. The cheque was cashed within a couple of days, After around
five weeks | called their shop and was told that they were not getting the

game. The man said that a refund cheque would arrive within the next few

days. After a week and a half, | still hadn't
received anything. | contacted my local
Consumer Advice Office and within another
week a cheque had arrived. However, the
cheque bounced and | was charged £4
because of this. | am now back to square
one and will be contacting Consumer Advice
again. Please stop advertising System Game
and warn other readers who could quite
easily fall into the same trap as | have.
David Hunter, Larkhall, Strathclyde,
Scotland.

SM: Let this be a warning to us all about
the Dark Side of Gaming.

| DROOLED... AT THE
MOUTH
DEAR SEGA MAGAZINE,

| feel like | had to write to you as there are a few things I'd like to get put
into a clearer picture. I'm talking about the new 32X which is coming out.
Initially | was very excited when you showed it in issue 7. | drooled at the
mouth at the prospects of Star Wars Arcade and Doom. I'm still drooling
whilst looking through your latest issue. My problem though is regarding
Sega’s marketing. They say the machine will be out around the end of
October/start of November, along with Virtua Star Wars. But since coming
from N Ireland | was wondering does this mean more like Dec-Jan release
and long delays as far as games are concerned. | was also wondering when
or how long before the first review of Star Wars Arcade (I'm simply mad on
this game). 1'd really like it if you could answer my letter in your mag as I'm
a real fan.

Neil O’Malley, Belfast, N Ireland.

SM: Well, Northern Ireland is still part of UK right now, so it's pretty safe to
assume the 32X will hit your shelves at the same time as on the mainland.
It's only if you live somewhere awkward like the Shetland Islands you might
have difficulty getting hold of one. But then, you wouldn't have any

electricity to run it, either.
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N0, HONESTLY

DEAR SEGA MAGAZINE,

What a great tenth issue! No honestly, there should be some sort of award
that you can be presented with, such was the quality of your most recent
issue.

| particularly enjoyed your excellent Streetfighter 2 Showcase on the forth-
coming movie, especially the Kylie shots! However, what proved most
impressive in my eyes was the quality of games present in your fine organ.
It isn’t very often that games of this quality materialise, and for five to
appear at once, well you can imagine my surprise.

Platform games in particular have come on leaps and bounds during the
last year, but it is only now that they are coming to the boil. Games such as
Dynamite Headdy, Earthworm Jim and Sonic and Knuckles only serve to
strengthen this claim. In fact, all of these three games prove innovative in a
number of different ways. Dynamite Headdy for its clever use of new and
exciting ideas, Sonic and Knuckles for its plug-thru capabilities and
Earthworm Jim simply because it was programmed by Dave Perry and still
managed to pack a decent challenge!

| must confess, however, to being slightly disappointed by EA’s up ‘n’ com-
ing line-up. EA seem to be persisting in churning out the same old stuff with
a slightly different title and a couple of exira statistics. And then they go and
slap on a £45 price tag. Well, I'm sorry, but this is not what I've come to
expect form a company who were responsible for the likes of Haunting and
Desert Strike, both of which were completely innovative for their time. |
would like to take this opportunity to reiterate what Tom Guise said some
time ago. Why don’t companies such as EA, who are obviously so devoted
to producing sequels that contain minimal changes, use plug-thru cartridges
to deliver whatever changes they intend? These plug-thru cartridges, would
have a minimal amount of memory contained in them, so they could be
sold for about £15-20, thus enabling a lot of people to purchase it and
making EA extra bucks into the bargain. Seems like a fair enough idea to
me, what do you think?

Christopher Quigley, Co Armagh, N Ireland.

SM: It's true there are a lot of smart titles available at the moment, but I'd
attribute this more to the approach of Christmas than to some sudden
revelation striking the whole software industry. Your plug-thru idea isn't bad
at all, but the thing you have to remember about EA updates is that they
wouldn’t get made if lots of people didn’t buy them. Hang on, didn‘t you
write to us before with a plug-thru-based brainwave? Is this some kind of
peculiar fetish?

Well, it looks very much like this is the
end. We're off to scoff a few more pies,
made in our handy SEGA MAG
customised Pie Magic machine, which

always fills the pies with ice cream. See
you in thirty, heads.

EGA )
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ook, | don’t mean
to be rude or any-
thing, but do ony of
you actually read these
puges? It's just that we
get suckfuls of mail for
the Q&N section, hut
almost every single let-
ter usks the sume gues-
tion, o question whith
hos no doubt been
answered by my good
self in o previous issue.
1dunno, perhops I'm
just suffering from
repetitive reading
rain or something, but
5 driving mie ***§)§
crozy! It is! €
Anyway no doubt thit
titking off will hove lit-
tle effert bn you techno-
types who don’t get out
into the realworid very
often, so remember if
you gotta problem -
we tun help (god | really
am losing it). You ton
write to us, day or night
ot: Q& A PAGES FROM
HELL, SEGA MAGAZINE,
PRIORY [OURT, 30-32
FARRINGDON LANELON-
DON ECIR 3AL. We'll try
our best to answer your
questions, hut be
worned - if they're
really boring we’ll

probubly come round
your house ond beat
you up.

1) SEGA )

DEAR SEGA MAG,

Please answer my question as | am very worried about my
game. | had been looking forward to getting Mortal Kombat

KOIMBAT KONFUSION

seventh time.

1 When Megadrive 32X is released, what games will be
released with it2

2 | have read that the Saturn will be released in Japan in
November. How come we have to wait for a year to get it here?
3 Is Mega Race worth buying?

4 Can | come and work with you?

SM: Doom, Virtua Star Wars and Virtua Racing Deluxe. 2 Sega is
split up into Sega of Japan, Sega of America and Sega Europe,
and each part of the company has different release schedules.
The Japanese are always first to release new machines - and to
be honest, they’ve GOT to release Saturn because the
Megadrive is practically dead over there so they really need to
create a new market. If you have loads of cash, you'll be able to
buy a machine on import, but otherwise you'll have to wait for

its UK release.3 No. 4 No.
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A FOOL AND HIS INONEY SOON PARTS

DEAR SEGA MAGAZINE
Me and my friend Leon have a bet on whether the poster fea-

tured in Issue 9 is Scorpion or Reptile. Please could you help us.
GEORGIOU,CATFORD

Il on the Megadrive for a long time, so | went out and

bought it, but discovered that it didnt have very much
speech in it at all. In your review you said that all the speech
from the arcade version was there, and even the “Sub Zero
wins” sample was almost as good as the original. In my
copy there is no speech at the end of a round to tell you
who won, and when Rayden does his dove move, instead of
his usual cry, there is just a strange buzzing noise.

| just want to know if you were
wrong in your review, or if | have

a faulty copy of the game,

because | really feel it would
have been much better with the
speech samples. Please help me.

DANIEL ABBOTT SWINDON

SM: Er, well, when we said it
almost identical to the coin-op,

we actually meant “almost”.

And as far as the speech sam-
ples go, well maybe we did get a
little mixed up. Although everyone
at Sega Mag is a MKII arcade fan,
we're obviously not quite as freaky about the game as you,
so a couple of speech samples must have been overlooked.
Anyway, these trivialities are hardly enough to spoil the
excellent gameplay and really shouldn’t effect your enjoy-
ment of the game. So no, you don’t have a faulty cart, and
please accept our humblest apologies for any errors that

may have been made.
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I'UE NOTHING BETTER TO DO

DEAR SEGA MAG,

Please print this letter for me and also for people called

Brian.

1 How long is a piece of string?

2 When will the Sega Channel come out in the UK?
3 Can you give me any good tips for SF 12

4 Why did Sega change the Mega 32 to the 32X?

5 What is the point of life2

SM: Ooh you disillusioned teen-angst, you. There are no
official dates for the Sega Channel, although it's quite possi-
ble that it could surface in this country within the next couple

SM: ‘Tis Scorpion. Hope you haven't lost loads of money or
anything. You sad fools.
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I'IM BORED WITH POLYGONS

DEAR SEGA MAG
Please can you answer my questions:

1 Star Wars Arcade looks good, but
I'm bored with polygon graphics. What
else will be released in time for
Christmas?

2 Is Daytona going to be released on
the 32X or not?

3 I want to get a 32X but my Dad likes
the Mega-CD. What can the 32X do
that the Mega-CD can’t - apart from
the polygon graphics and texture map-
ping?

4 Can the 32X do graphics like Rise of
the Robots without the help of the
Mega-CD. Can it handle FMV?2

5 Will Road Rash ever be released for the 32X2

ALAN MILLER, LAPLAND (yeah right)

A Hey! Break it up you guys.

SM: Polygon graphics are the whole point of the 32X, and they
could hardly be called boring. But there will be a couple more
release in time for Christmas — Doom is ace and has no poly-
gons in it at all (well, it has, but they're covered with texture
maps). 2 NO NO NO! Well, not for the time being any way. 3
The 32X is a far superior machine to the Mega-CD, and if you
want some more information on it, consult our 32X supplement,
free with this issue. 4 Yup. 5 Who knows.
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VOUR CHEATS DON'T WORK

DEAR SEGA MAG,

In issue 8, you reviewed Super Streetfighter Il on the Megadrive.
You also issued a turbo cheat which promised to access a turbo
speed option. | tried this cheat out loads and loads of times, but
I couldn’t get it to work at all. Then | tried cheats from all the
other versions of the game, but they didn’t work either. What is
going on?

G PATHIRAJA, BRIGHTON

of years. And Sega haven’t changed anything about the

32X, it's just the name that has changed.
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GIZ A JOB

DEAR SEGA MAGAZINE,

Firstly, congratulations on making such a brilliant magazine.
| have every issue, and will go on buying them for as long as
you go on producing them. Secondly, please can you
answer my questions, as | don’t want to write to you for a

SM: We've had millions of telephone calls regarding the turbo
cheat, so for all of you out there who still can’t work it out,
here’s the deal. When we received a review copy of the game,
the turbo star option was in fact a cheat. However, Capcom
decided to include it in the game at the last minute. So if you
want to get extra stars, all you have to do is press left or right
on the GAME START screen and they will appear. Was it really
that difficult? And at the moment, that's all the cheats available
for the game.
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THERE'S NO SPEECH

DEAR SEGA MAG,

Mortal Kombat Il is 24-meg on both the Megadrive
and SNES, but the SNES version includes all the
speech, and the Megadrive has hardly any. Why?

SM: The Super NES has a better sound chip than
the Megadrive, which is why more speech could be
utilised in that version
of the game. And yes
we are truly sorry, once
again, for saying that
the Megadrive version
of MKII was coin-op
perfect.
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ALWAYS LOOK
On THE
BRIGHT SIDE

DEAR SEGA MAGAZINE,

| require your amazing knowledge to answer my
questions.

Why do people like Peter Wright insist on looking
at the negative side of the 32X, saying that it will
be a flop like the Mega-CD? I think he deserves a
good smacking - it's going to be great! 32-bit tech-
nology for under £200, WOW!

Do you think that games such as Final Fight 2 and
Vendetta will be released on the 32X2

Can you play as Adam in Streets of Rage 32
EUGENE FARRELLY, EIRE

SM: Who knows whether your favourite games will
be released on the 32X2 | doubt very much if Final
Fight will be though, as the concept is getting a bit
tatty round the edges now. And no, you can't play
as Adam in SOR3.

A Nope, you can’t be Adam in SOR3.

000G OGOOOGOIOOODOOEODOOOPOOPIQOEOEOOS

WELL CLASSY

DEAR SEGA MAG

Before | ask my riveting questions, | would just like
to say that your mag is well classy, much better
than all the others which are simply dog p*$£! Yes,
dog p*$£! With a capital D and P! Anyway, here we
go...

How much will games be for the 32X2

2 How well is the Mega-CD selling?

3 Is it worth buying a Jaguar? (Only 100 have been
sold in the UK)

4 Are the Jag games good, or are they just hiding
behind photo realistic graphics?

Please answer these few meagre questions, as |
really need to know and I’'m sure other people do
too.

SIMON McCALLUM, LETCHWORTH

SM:32X games will be around the £50 mark, and
yes, the Mega-CD is still selling very well thankyou

A Ooh look it’s that cheeky Mickey. Again.

very much. As for your other questions — who do
you think we are? CVG or something?

'Ll PAY EXTRA

DEAR SEGA MAGAZINE,

Would you please answer my questions for me
1 Will there ever be a Flashback 2 on the
Megadrive?

2 Is Mickey Mania going
to be more difficult than
his previous outings?2?

3 Have you ever thought
about putting the music
from Streets of Rage 3 on
to tape or CD, then giv-
ing it away as a free gift
on the front of the maga-
zine? | wouldn’t mind
paying a little bit extra for
it, and I'm sure other
people wouldn’t either.

SM: 1 No. 2 Mickey Mania
is quite noticeably more difficult than any other
Mickey game on the Megadrive. 3 Come on now,
the music IS good, but would you really want to
pay exira just to hear it on tape? Surely not.
00O OOPOOGOEOEOPOOOEOEOTOOOONOTOOTOOPO

DEAR Q&A

I’'m sure I'm writing on behalf of almost half of the
Sega playing public when | ask if anyone is going
to release a cricket game for the Megadrive.

On this island of ours we've been flooded by US
sports games, which are all very minor sports in
comparison to cricket (for us Brits anyway). So lets
have a game we can play without having to spend
two hours working out the rules. If the major soft-
ware companies aren’t sure, then perhaps they
should ask us, THE READERS, what we think. |
believe that a good cricket game would do them a
lot of good in terms of reputation and sales. Come
on Sega Mag, start upping the pressure and get a
traditional game put on the console.

TONY CHOWN.

SM: But we don't even like cricket. Oh alright then,
we'll pass the message on.

PROPELLORHEAD (ORNER

The bit where resident tecchie Rich answers
your technical questions about up and coming
machines.

How come the 32X can only handle 50,000
polygons per second when it was supposed to
be able to handle more than the Saturn2 How
many colours can it display on screen? How
many sound channels does it have?
PERMINDER SUMAN, HUDDERSFIELD

RICH:Aha, that old chestnut. According to
sources, 32X was 20% faster than Saturn. |
say “was”, because the Saturn has been re-
specced, and is now about 80% faster than
32X in rough terms. The 32X can display up to
32,768 colours on-screen at once and has
eight CD-quality sound channels.

What are RISC chips?

RICH:RISC stands for Ribald Infected Seeping
Chaffs. Ahahahaha. No, actually, it stands for
Reduced Instruction Set Computing. The chips
are smaller, thus more economical and much
faster.

RELEASE-A-RAMA

If there’s a game you're after, but it's not listed in
this section, perhaps you'd like to call the Sega
release hotline. You’ll be able to find out about all
the latest Sega releases for up and coming
months, 24 hou rs a day, seven days a week. All
calls are charged at standard rates, the number is
(071) 244 2698, and remember, you'll need a
touch tone phone to get through.

MASTER SYSTEM

THE LION KING

ECCO

ASTERIX AND THE GREAT
RESCUE

DAFFY DUCK

MEGA DRIVE
THE LION KING
ECCO 2

JURRASIC PARK RAM-
PAGE EDITION
MEGA BOMBERMAN
MEGA-CD GAME GEAR
SOULSTAR SONIC TRIPLE TROUBLE
STARBLADE THE LION KING

EYE OF THE BEHOLD- ECCO 2

ER TAZ-MANIA 2
DRAGON’S LAIR POWER RANGERS

B.C. RACERS X-MEN 2

ASTERIX AND THE GREAT
RESCUE

DYNAMITE HEADDY
DAFFY DUCK

32X

DOOM

STAR WARS ARCADE
VIRTUA RACING
DELUXE

MEGA DRIVE

THE PAGEMASTER
POWER RANGERS
SCRABBLE

MEGA-CD
ECCO 2
MIDNIGHT RAIDERS

32X

MASTER SYSTEM
SONIC SPINBALL

MEGADRIVE
RISTAR
SOLEIL
DAFFY DUCK
NHL HOCKEY

32X

AFTERBURNER
SPACE HARRIER
COSMIC CARNAGE

MASTER SYSTEM

SPEEDY GONZALES

E

GAME GEAR

SPEEDY GONZALES

That's it then. We're all off down the pub now,
to try and get in a Christmassy sort of mood.

Oh, and remember, there's still time to send
us Christmas presents. Anything will do —
except for socks or Brut Aquatonic.
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You know what? I've been playing various
versions of Doom on and off now for over a
year and | just happen to think that it’s the
best videogame ever created. Why? Well,
there are many reasons | can think of, and
by the time you’ve finished reading this
showcase, I'm sure you’ll understand why
this game is so special... and why it’s such
a perfect game to release for the fledgling
Megadrive 32X.

When it came out late last year, Doom was a reve-
lation to PC owners. Quite a lot of people, myself
included, had upgraded their systems in
preparation for the incredible games promised for
it, but Doom was the very first title to pursue the
potential of the 486-powered range of PCs.

For starters, the game features one of the most
realistic 3D playing areas ever devised for a
videogame - and that includes arcade games like
Virtua Racing and hey, maybe even Daytona USA.
Sure, it might not have the speed of the arcade
games, but Doom has atmosphere. Real
atmosphere. And Doom has a habit of springing
surprises on you (mostly in the form of rampaging
monsters) just when you're trying to get your head

Tom Guise will never be late

The Cacodemon falls before the explosive might of the chaingun... but it
looks as though ammunition is running low.

> The plasma gun is one of the
again. Ahahahahahaa! most destructive weapons there is

A tit-for-tat explosive duel. And a The demons are powerful k
very nice view of the shotgun. make for ideal chainsaw fod
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These imps make a very nasty
chomping noise if you let them get
too near.
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around the darkened corridors. It's the nearest thing
you'll get to being scared by a videogame.

¢ SO WHAT'S THE
ACTUAL POINT THEN EN?

What is all this Doom nonsense about then eh? It all
looks really simple - you just kill everything. Well, in
some ways, that's true. Behind the incredibly flashy
graphics does indeed lurk a relatively simple 3D
shoot ‘em up. However, in the annals of
videogames, it is the simple games that have proved
to be the most popular. Also, there’s simply no
doubt that Doom's sheer atmosphere and attempt-
ed “realism” adds a lot to the basic gameplay.

The aim of Doom is just to reach the EXIT room in
each level, throw the switch to end the stage and
move on to the next, more taxing stage. Standing
between you and the exit are hordes of the undead.
Blast ‘em before they blast you. And that’s about it,
really.

@ GORE ELIMEY AND
OTHER (RAP GORE PUNS

In order to heighten the sense of realism still
further, Doom has another ace up its sleeve -
namely gore. It’s not quite as over the top as, say,
Mortal Kombat or its sequel, but the way it's put into
effect makes it look even more hilarious.

Every time you shoot an opponent with one of your
bullets, there’s a little splash of blood to let you
know that the bullets are hitting home. You can
even see the soldiers taking the impact of each
shell. There’s significantly more blood should you
unleash the power of your shotgun - especially at
close range.

Perhaps most amusing of all is the explosive yield of
a rocket or chemical canister. These weapons create
a destructive shockwave of unprecedented
proportions - position the explosion carefully and
you can witness some excellent entrail splattering
action. You can even get these remains to hit the
wall in a highly entertaining fashion, should you so
wish, accompanied by a literally side-splitting
squelching noise.

Of course, the depiction of destruction isn’t always
so blatant. Adding to the realism is the inclusion of
explosive impact within the game. This can result in
bodies flying everywhere. If a demon is firing at you
from a high precipice, one shotgun shell is enough
to send it falling down to earth accompanied by a
particularly satisfying scream. Attack from behind
and you can send hell-spawn corpses collapsing
down staircases. lt’s all rather good actually, but it
does mean that Doom is a game that shouldn’t
really be available to kids.

@ THE BORING, BUT
ESSENTIAL BITS

Yes, Doom has a-fair old range of power-ups, such
as medical kits to restore energy, ammunition for
each weapon and keys. Some doors in Doom are
locked and Satan’s denizens have thrown away the
key... which you need to find, obviously. This is
where a lot of Doom’s puzzling comes in as often

=

4 Clean out this tower on level one and collect your prize: a suit of
armour! This cuts down the amount of health lost when you’re hit.

4 A red haze covers the screen when you’re hit. Which, when you're
confronted by this guy is quite often.

FISTS

Those knuckle dusters
pack quite a punch.
Collect a berserker
pack and you should
be able to “dust” most
creatures with one
punch!
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THOSE LUERPONS
MFoLL(

Doom is o gume of finding firearms
und then using them to devastating b
effert on the spown of Sutan. There 2 g@ «

are eight different wenpons in ull for :
you to use - with ull of them detailed
helow. You start out with just your PISTOL (HAINSAW

e

ol [
k‘g
49 b2 | :

5 S Not much more effective than the knuckle Makes all the right noises (thanks to the 32X’s
fists ond your trusty plstﬂl and you dusters to be honest. However, unless you new sound chip). Does all the right things
= choose a level higher than “hurt me plenty” you (dismembering the undead mainly). Not much
need to find the other weapans. need to use this weapon in order to get the use except for monsters who have no range
shotgun. weapons. Which isn't many. :
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- fa ™
8 ¥ .
i e i
P — g

ArefUn

T a1t T

(HAMGU ROCKET LAUNCHER

¢ Uses the same calibre bullets as your pistol, but Its explosive rockets have the ability to cause a
N pumps them out at an incredible rate. If you're great deal of destruction, but ammunition is in
stuck in a crowded room with hordes of soldiers, short supply. Best shot into packed, confined
" this weapon is one of the best to use. spaces. Just make sure the shells don’t
2 2 : It’s certainly fun. explode near you... :
e i ’ GV“ }/ ; = b / .
i ' ' E b= G \
SHOTGUN 8. ,
; Carried by most of Doom'’s soldiers on the higher dif- vf/’; e ;‘
ficulty levels and definitely the most versatile weapon
' in your armoury. Very powerful indeed at short range
but loses accuracy the further away the target is.

N

BFG-3000

P B 3 I BFG stands for Big
Plllsmll Ellll TR F..., er, Gun (I'll
=z Fires off cells of leave what the F
3 concentrated stands for to your
plasma energy imagination). The
towards your : most powerful
enemies. The ingipih . wedadpon in Doom,
plasma gun com- ek e e but one that has
bines the power i e been very cunningly
of the shotgun S 2 & concealed in the
‘ with the rapid &L Xy game. Well, we
- s fire rate of the ol 3 haven't found it yet
J-it B 1 chaingun... to el RN EEIL ] e s IR e anyway. Hence the
\ / devastating “£: =L 5 lack of a screenshot!
effect. . £ SEER R
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KNoW YOUR
ENEMY

Pucked with same of the deadliest, 3 ‘
dirtiest, scummiest devil spown ever B S
seen in videogumes, the Doom gaollery of 2
evil is not to be trifled with. We've left
some of Doom’s minions out of this
guide. Thut's betouse we're nosty.

The map screen. And doesn’t it look great?

SHOTGUIN GUVS

More bed-fellows of Beelzebub, pack-
ing a shotgun each (hence the name).

Imps

Significantly more powerful than the ex-human slaves
of Satan, and capable of launching unlimited fireballs.

| Huat Me' e NTY A i

3 UrttrAa—VY, NCE.

BIIIIIIIIS UF IIEll DEMOnS

The only boss creature to have survived the transition to
32X (as far as we knowl!). These guys are masters of
hand-to-hand combat. Their green fireballs are nasty!

Large. Deadly. Pink. Two decent shotgun
blasts is enough to take this fellow down.
But really, this guy is what your chainsaw
was made for.

L

One of the outside sections in Doom. Difficult to
access, but very rewarding in terms of weapons.

) EEGA
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LOMBIE MEN

Your old companions, seduced by the
powers of Satan himself. Equipped with
crap pistols.

Large, blue-blooded, pink-skinned, single-
eyed messengers of Lucifer. Eight decent
shotgun blasts - or TWO (yes two) rockets

are required to bring this mutha down. )

the keys have been secreted in very-hard-to-find areas
of the game map.

Other power-ups located around the Doom play field
include suits of armour, super power-ups, and berserker
medical packs, which allow you to take on the enemy
with just your bare hands! Gaining maximum advantage
from these power-ups is essential in besting the game.

SECRETS OUT

Doom is packed with secret passages and weapons
caches for you to discover. There are many different hid-
den sections packed into each level (three on level one,
just for starters!) and they’re extremely helpful.

Actually finding the secret bits is quite difficult actually.
You can happily run around, shoot everything and com-
plete the stage without finding one secret passage at all!
There are several ways to uncovering the passages. First
of all, there’s just the case of being in the right place at
the right time. There’s one such bit on level one where
you just need to find the exit room in order to open up a
secret passage you would've passed earlier.

The other dead-cert secret method is to look for walls
that do not match the rest of the surrounding scenery.
Probe these walls and you'll inevitably find a secret
door.

The secret bonus part of Doom definitely adds to the
game’s replay factor. In order to beat the game on any
level higher than “Hurt Me Plenty”, you’re going to have
to locate the extra weapons earlier - and the only way
you'll do that is to track down a secret room or three.

HISTORY OF DOOM

There's actually a fair bit of history behind the 32-meg
game that is 32X Doom. It all starts with an old PC
shareware title called Wolfenstein 3D. Shareware is a
concept that involves downloading software from bul-
letin boards via modem. This software is a fully opera-
tional taster version of a game or programming utility. If
you like what you see send off some cash to the pro-
grammers and they send you the full version.

Well, Wolfenstein is very similar in concept to Doom. It's
3D, you shoot things (in this case, Nazi swine) and you
collect different weapons. It was an incredible success
and programmers id software (pronounced id, not eye-
dee) were on the way to fame and fortune. A sequel to
Wolfenstein 3D, called Spear of Destiny, followed but it
didn’t really enjoy that much success.

Of course, id were not too easily put off and spent many
months creating Doom. Teaser screenshots were
released on the bulletin boards and every modem-own-
ing PC fan on the planet was anxiously awaiting the
result for months... and months - because the game was
delayed quite a bit. When it was eventually released, it
became one the most successful videogames of all-time.
It's at this point that Sega stepped in. Realising that this
next generation mega game was just the sort of thing
that should appear on their next generation mega con-
sole, Sega of America signed up the rights to convert
Doom to the Megadrive 32X. However, id software had
already been approached by Atari to program Jaguar
Doom and other id programmers were busy creating the
recently released PC Doom Il and the follow-up to
Doom: the mysterious “Quake”.

Sega of America assigned the project to one of their
crack coding squads, who used scrutinised the machine
code licensed to them by id to produce the game show-
cased and reviewed this issue.

But that’s not the end of the Doom story. A specially
enhanced Saturn version has been announced and PC
gamers are eagerly awaiting the release of Quake. Id
themselves maintain that Quake will be as superior to
Doom as Doom is to Wolfenstein 3D. And they've
expressed an interest in making a videogame even more
violent than Doom!

If Quake turns out to be as popular as Doom, it looks
like being another sure-fire conversion from PC to 32X
and Saturn...

DOOM IS EXCLUSIVELY REVIEWED, AS ONLY WE CAN,

ON PAGE 70.
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Isn't it strange that Killing people in video

gumes is all very well, as long us the enemy are

filthy aliens or robots hell bent on destroying

the earth. | mean, you‘d never get o gume

where you get to go around blosting all

the derks in the local Not West then rendy

yourself for n mighty showdown with the

scumbag bunk manager himself -

ulthough this would surely be o triumph s BT
for low-ubiding titizens everywhere. === e
Unfortunately, Domark’s lotest shoot ‘'em S
up, Bloodshot, doesn’t offer such u break-

through in gume design, but it does hove

plenty of mertiless siuughter, mindless

violence, and its fair share of alien invasion

too. Resident vigilunte Sum Hickman

tukes a look.

Look, 1 don’t want to get you all excited —l
by mentioning a wc»rdg like Doom, but i =,
seeing as that’s our cover story and all, | §

think it deserves a bit of a mention, ;

especially as that’s where Bloodshot

takes most of its inspiration from.

Basically, Doom is great. Although you'll

be able to buy it on the 32X in a couple

of weeks, its origins lie in the PC, and

when first released last year, it stole the

limelight from almost every other game

available at the time. And ever since

then, people have been trying to repli-

cate it, with varying degrees of success.

The concept is astoundingly simple:

wander around mazes, pick up weapons,

and blast everything in sight. There’s plenty of gore,
millions of different weapons and an assortment of
incredibly ugly baddies to do away with as well. In
fact, the game is so addictive, it’s been banned by
Company Directors up and down the country, as they
claim it’s stopping their employees from doing any
work.

) CEGRA ———




Mieiai4 igiwiwie SHOWIASE

(VEERWARRIORS OF THE WORLD...

So, to Bloodshot. It's obvious that Bloodshot lifts many of its ideas from Doom,

but being on the humble old Megadrive, it can be excused for not initially being

quite as impressive. It does have the same first person-perspective and tense,

gloomy atmosphere though, and it also has its fair share of enemy aliens.

There's an incredibly bizarre plot line too, although to be honest, all you need to %
know is that you're a cyberwarrior hired to destroy aliens inhabiting spaceships

dotted around the universe. Single handedly, or with one extra person if you're

st~

in two player mode, you must blast these nasties until kingdom come. However, 2
being a mere earthling has its problems, among them a rather acute addiction G
to oxygen - so in addition to avoiding various gunfire, you'll also have to pick up

oxygen canisters along the way. Not easy.

\

THE NUMBER OF THE
BEAST

If you've ever played Zero Tolerance, you'll know
just how much fun these merciless blast ‘em ups
can be. However, even ZT had its problems, and it
seems that the programmers of Bloodshot have
attempted to build on the original concept to pro-
vide many more gameplay features. So in
addition to your one player game, there’s a two-
player split screen option and a head-to-head
option included — and you don’t need two copies
of the game to utilise it either.

The other original feature occurs in the gameplay.
Instead of stumbling across a switch which allow
you access to the next level, (as in Zero Tolerance
and Doom) you must defeat a boss, then find
your way back out of each level under a strict time
limit. And if you don’t make it, well then it's a very
gory game over.

remember.

Ummm, now was it left or right?

- e
Pty / You know, I really can’t

Seven seconds till impact! Now if Bah! Just one second more and
I could just make it... to the I could have made it. | could!

exit...




TWO FOR THE
PRICE OF ONE

The two player mode in Bloodshot is brilliant, and
it's none of your namby-pamby co-operative busi-
ness either. Oh no. This is a duel to the death.

Here, each player begins at a different part of the

level, then makes their way through the maze to
where the other person is situated. You can hide
behind walls, occasionally side-stepping out to oblit-
erate the enemy, or you can run around, collecting
all the weapons then launch an all out blasting
frenzy — leaving the enemy with little choice but to
run for it. Incidentally, neither method works better
than the other, but Tom Guise’s method of using up
all his firepower then running away and cowering in

a corner is extremely cowardly, and NEVER works.

Okay?

Tibbles, where are
youuuuu....

A Has anyone ever said you look just
like that bloke out of Terminator?

A Saturday night, la da di di di da
da...

WHAT'S VOUR POISON?

As you would expect, there’s a full arsenal of weaponry
at your disposal, although you’ll have to search most of
the corridors to find it all. Here’s a quick rundown of
what's on offer.

“King hell” Mega flux
Il local fusion reactor

Oxygen pick-ups

Och dear, looks like they’ve
killed each other. But then
that’s war for you, kids.

A Anyone seen Pulp Fiction?

~s~.lo
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~ Ricochet bullet

Keys to
unlock rele-
vant doors.
The white
keys open
bonus
rooms

Restores all
weapons to
full ammo
capability

deflector
Plasma assault
L cannon

Tribolt multiple
- pulse generator

| Lock-on rifle with
laser tracking

Semi automatic
rupld pulse
"~ generator

Combat launcher
- aka “the
piercer”

User controlled

Restart point

Plasma rifle -

\ shrapnel
grenade

aka “the

Extra life

Shield

spray”

Grenade
propulsion unit

BLOODSHOT IS REVIEWED ON PAGE 82
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Get ready for

When it cume out in the orcodes it set new standards in goming. When it come
out on the Megadrive it coused a revolution. Now Virtua Radng has arrived
on the Megaodrive 328 and this time it's got all-new features to its nome. But
has it got what it takes to turn 32X into o machine to be reckoned with?
Expert Fl racer, TOM GUISE, slips on his pincer-shaped driving mittens, grips

e NEW CARS FOR OLD!

sq“ure-snupeu So VR Deluxe has all these new features, eh? Great, but what about all the old features?
Well, you'll be glad to hear that, just like the SVP version before it, Virtua Racing Deluxe
steering wheel and

has all the coin-op’s features. However, thanks to power of the 32X, everything looks
even better. Just take a look.

takes his red shoebox

for uspin.

Ah, the sound of revving flymos.
The burning smell of hexagonal
tyres ripping up the tarmac. The
feel of the wind rushing through
your chunky hair, splashing
against your pink, featureless
square face. Yup, there’s no
doubt about it, Virtua Racing is
one of the most awesome coin-
ops ever. It may lack the
texture-mapped refinement of
more recent games, but it’s the
speed, the movement and the
totally convincing driving feel
that makes it the most realistic
racing game short of Daytona
USA.

All the more surprising then, that
Sega decided to convert it to the
humble Megadrive. And all the more
amazing that it turned out to be so
completely incredible. Okay, so the
engines sounded even more like
hedge strimmers, the wheels occa-
sionally turned square and the pit
crew were made out of living card-
board boxes, but the end result was,
without a doubt, Virtua Racing.

Of course, all this was made possible
thanks to the Sega Virtual Processor.
Built into the cartridge, this accelera-
tor chip generated the necessary
polygon landscapes at high speeds.
And, having proved its worth on
Virtua Racing, it looked as if we
would see a whole host of SVP
games. But the cost of putting SVP
chips in every cartridge was just too
extravagant and Sega canned the
idea, bringing out the 32X instead!
Thus it seems only fitting that the

game responsible for the creation of -

the 32X - and, in fact, the whole
Virtua revolution in the arcades —
should get a look-in on Sega’s new
32-bit upgrade.

7\ EGEEA
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BEFORE

The Formula One car | =

in the SVP game. It
looks pretty good,
but...

BEFORE

The track selection
screen in he SVP
game. Now that IS
identical to the coin-

op.

BEFORE

Help, mutated
clouds of coloured
shapes are stealing
my tyres! That’s
Megadrive VR for
you.

BEFORE

The Big Forest
fairground on
Megadrive VR.
Sadly, all the card-
board box people in
Virtua Land couldn’t
go on it , because it
didn’t work.

BEFORE

Big Forest on the
SVP version of
Virtua Racing ought
be called Small
Forest really, due to
the lack of trees.

BEFORE

It's always good to
see the checkpoint
banner up ahead.
Here it is in the SVP
game.

BEFORE

Expert racers
always have to
keep an eye out for
this sign on the
Acropolis course. It
warns of an upcom-
ing right-angle turn.

D NOLW TURN THE PRGE AND SEE WHAT’S IIEI.IIiL

AFTER

... in VR Deluxe it’s
far more detailed.
Near enough
identical to the coin-
op car in fact.

AFTER

VR Deluxe goes one
better with full-
rotating 3D
renditions of the
courses.

AFTER

But on 32X VR it all
becomes clear. Your
car is actually being
attacked by
cardboard boxes.

AFTER

In VR Deluxe
though, the fair-
ground is fully oper-
ational and better
looking too. Listen to
the happy card-
board box folk
enjoying the rides.

AFTER

Not so on the 32X
conversion however.
More polygons
means more trees as
you can see.

AFTER

In the 32X version
though, it flutters.
More colours, more
polygons and even
wind. Incredible!

AFTER

The sign is different
in VR Deluxe. Not
because of new
technology though.
Just because the
programmers want-
ed to write 32X on







BIGGER THAN
EVER!

As the name suggests, the 24-meg
Virtua Racing Deluxe has a good
deal more to it than the original 16-
meg game. However, unlike Burger
King’s famed Whopper Deluxe, this
doesn’t mean it includes freshly
sliced tomatoes and crisp iceberg
lettuce. No sir, we're talking extra
tracks and even all-new cars!
Joining the old classics, Big Forest,
Bay Bridge and Acropolis, are two
new courses — Highlands and Sand
Park. The first of the two, uncannily
enough, takes you on a jaunt
through the bonny highlands, as
first you take the high road through
the countryside, then you take the
low road through a small town.
However, if you want to be in
Scotland afore your opponent, you'll
have to master the tight corners.
There are three deadly right-angle
turns on this track.

Sand Park takes you to hotter climes .
as you race through Road Runner It all starts fairly pleasantly in this
country, wending your way through Virtua Scotland town. Put the pedal to
narrow roads carved into cliff faces the floor for a fast start.

and through bizarre rock structures, e o |
before skidding around tight dust- O R
bowl corners. On this track there
are actually sections where the road
diverges into two paths, allowing
racers to take slightly different
routes.

Adding to your enjoyment of these
all-new courses is the chance to
race in two new cars. Joining the
trusty old Formula One sportster is a
stock car and a prototype car. These
vehicles are more than just
cosmetic. Each one has different
power and handling, adding a great
deal of depth to the game as you're
forced to master each car on all the
courses.

INORE DETRILED
100!

Of course, extra features such as
these are the very least you'd expect
from a bigger, upgraded version of
Virtua Racing. Being on the
Megadrive 32X you'd expect it to
look a damn sight better too. And
indeed it does.

Powerful as it is, the SVP chip is only
able to generate 9,000 polygons on
screen in a second. Impressive
though this may sound, the two
Hitachi RISC processors in the
Megadrive 32X allow it to display
50,000 polygons per second, giving
the programmers far greater scope
to create more detailed graphics.
Admittedly, even with the power of
32X behind it, Virtua Racing Deluxe
isn’t quite able to replicate the look
of its coin-op parent, but it's a huge
step up from its Megadrive
counterpart.

Gone are those embarrassingly
square wheels, in fact, the Formula
One vehicle is now identical to the
arcade car. As for the backdrops, all
those extra polygons have been put
to good use fleshing out the

So you’ve read about those all-
new tourses then? Want to
know more nhout them? Well
Inok no further s we take you
on u quick spin of the two new
tracks.

o L .
Woah. The first turn is a deadly right- ’
angle. Fail to corner sharply enough and
your cardboard box body is shattered!

corner takes y
the aeriel view to
oom past.

e countryside ng
a few corners here k
taxing, so pick up

Just as you're getting a feel for the
fast lane, it’s time to brake sharpish for
this tight left.

RACE ‘11" CHASE

COURSESELECT

Bestlive: 3'327995  Bstestlsp:07'45

FOSITION

16+, /16

iy A

Through this long tunnel now. Prepare
for a long left-hand curve as you come
out of it.

After a jaunt over the highland, this
slip-road brings you down to the main
straight, leading back into town.



FOSITION LAP TIME

ISTH f lﬁ » 071N E%]1 T

The race is on! Starting in front of this

: S HH [h ] P H H k: huge building, the road actually forks

around it.

POSITION

16+ /1R
IRSESFLECT == = = ~Bh

SR PAFT

The track soon joins together again,
before leading under this bizarre broken
archway .

MAX HEADROOM 17M. Virtua
juggernauts had better watch out here!

W oo e
Tunnel time. Unlike the tunnels on oth? .

courses, this one curves quite sharply.
Watch your speed.

FEED

- T LYY T WA sauo PARK

One of the few checkpoints. All the The road now takes an upward turh The most bizarre section of the whole Out of the tunnel and into the bobsleigh
more vital on a course as large as this as the course curves over u':mge hill : ?f‘f“ E;c?.le road burraws right through o £hig:
one. before descending sharply.

' CEGRA €%



MEGHICRIVE
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GENTLEMEN,

START YVOUR
FLVYITIOSE

FORIMULA ONE RACER

Ah, the truster speed-mobile
from the coin-op. Racing it
around the original tracks
neatly captures the feel of the
arcade game and it’s not out of
place on the new courses
either. In fact, thanks to its
powerful engine and grippy
tyres the F1 racer is probably
the best all-round car you can
drive.

po——

CONCEPT (AR

Sleek, and man, this car of the future has a
staggering top speed. Unfortunately though, it
lacks decent cornering abilities. Well, it is a
prototype! Still, this makes it excellent for
racing on fast, curvy courses like Big Forest and
Sand Park. For the expert racer though, it’s
great on any track, coupling the added
challenge of tricky steering with the thrill of
high-powered racing. Y

At close range, you get some idea of the
amount of detail on each of the cars.

o

f‘ &
ﬁ /

Hello guv’nor. Looking for a new
tar? Or are you happy with your old
motor? Unsure of which car best
suits you? Why not toke o wolk
through the cur-lot as Virtun Frank
Butcher shows you his new models.

This view gives you the best look at the sheer
amount of detail compared to SVP Virtua.

V.

Visrturza Raacitngs

DELUXE

STOCK CAR

Designed to handle rough tracks and sharp corners, this choppy
roadster has excellent handling but lacks speed. Still, that makes
it fine for taking on tough winding course like Bay Bridge and
Acropolis. Driving from the cockpit view is quite weird as the dri-
ver sits on the left, although the player views from the centre.
Best of all though, is a chase view of the Acropolis level — crash
damage rips off the body panels of the car to expose the tyres.

scenery. More trees, more-detailed cliff-faces and
even a semi-humanoid pit-crew are just a few of
the visual improvements.

Together with the greatly-significant higher
resolution and larger colour palette afforded by
the 32X, the clarity of the graphics is extremely
impressive, allowing you to easily pilot your
vehicle from the cockpit view. Something that
proved tricky in the less detailed SVP version.

AND BATTERY
BACK-UP T00!

After the revelation of the new features and the
highly-improved graphics, the fact that VR Deluxe
also has a battery back-up might seem a some-
what unimpressive feature, but it’s nonetheless a
valuable addition. Originally intended for the SVP
version, it was removed at the last minute to keep
the price of the cartridge down and as any owner
of the game will tell you, it’s sorely missed.
However, with the 32X version not in possession of
any price-escalating custom chips, this isn't a
problem. Hence, owners of YR Deluxe are able to
record their record-breaking lap times for posterity.

Well, there you have it, UR Deluse looks like its got it oll, doesn‘t

it? Well, just hold your horses for o second. First turn to page 74
o ¥ und check out our review to find out how well it ploys ond, just as

importantly, whether it’s worth buying if you oiready own the

Megadrive version.




AIAL RUMDAL

vy ASIGIM ELNCTRON £ a | cupna s
MORTAL KOMBAT2 ROAD RASH2 PETE SAMPRAS  PGA EURO
43.99 mp 19.99 vp 36.99 mp

25.99 mp

PRINCE OF PERSIA  SONIC 2
9.99 cG 12.99 GG

MEGA GAMES 1

(WORLD CUP ITALIA ‘90, COLUMNS,

SUPER HANG ON) ......

MEGA/SUPER TURRICAN

MICHAEL JORDAN ADVENTURE » . ..37.99

MICKEY AND DONALD - WORLD OF ILLUSION 19.99
...17.99

MICRO MACHI}‘IES
24.99cGaG
MEGADRIVE GAMES
OFFICIAL UK PRODUCTS

* =NEW ITEM

NBA JAM
29.99 gG

MICKEY MOUSE ..
MICKEYMANIA »
MICRO MACHINES
MICRO MACHINES 2 ¢

COMBAT CARS.
COOL SPOT ...

DINO DINI'S SOC 3.99
DUNE 2 (BATTLE OF Al 39.99 MUTANT LEAGUE FO 99
DYNAMITE HEADDY NBA JAM
EA TENNIS (IMG INTI 35.99 NBALIVE

EARTHWORM JIM
ECCO (DOLPHIN).
ECCO 2 - THE TIDES OF TIME »
EURO CLUB SOCCER
F22 INTERCEPTOR
FIFA INTERNATIONAL SOCCER ‘95 ¢ ...
FIFA SOCCER (EA SPORTS SOCCER)
(EA 4 PLAYER GAME
FLINK®: <oovovessase
FLINTSTONES (THE MOVIE

NHL HOCKEY ‘94 (EA 4 PLAYER GAME)
NHL ICE HOCKEY ‘95 »
NIGEL MANSELL'S INDYCAR
PAGEMASTER® .........
PEBBLE BEACH GOLF «
PETE SAMPRAS TENNIS (4 PLAYER)
PGA EUROPEAN TOUR
PGA TOUR GOLF 3¢
PINKIE «

PITFALL - THE MAYAN ADVENTURE

FUN AND GAMES POWERDRIVE ¢ i
GENERAL CHAOS (EA 4 PLAY POWER RANGERS ¢ 32.99
GENERATIONS LOST « POWERMONGER 13.99
DS voiy PROBOTECTOR 37.99
GRANDSLA| PSYCHO PINBAL .99
HAUNTING i RED ZONE » ... i
HAVOC ... 4 RISE OF THE ROBOTS » 48.99
HURRICANES . ....37.99 ROAD RASH .... 15.99
JACK NICKLAUS POWER CHALLENGE GOLF 26.99 ROAD RASH 2 . 19.99
JOHN MADDEN AND EA ICE HOCKEY ...16.99 ROBOCOD (JAMES POND 2) . 14.99

JUNGLE BOOK suciniviswsussivs isvinsimsnnin .37

JURASSIC PARK - RAMPAGE EDITION  36.99
KAWASAKI SUPERBIKES 33.

LAWNMOWER MAN «
LEMMINGS
LEMMINGS 2
LETHAL ENFORCERS 2 (DUE DEC)
LHX ATTACK CHOPPER «
LION KING
LOTUS TURBO CH,
MADDEN NFL ‘95 .
MAXIMUM CARNAGE

RUGBY WORLD CUP ‘95 «
SECOND SAMURAI ¢ ...
SENNA SUPER MONACO
SHAQFU= ...........
SHINING FORCE 2
SHINOBI ...
SKITCHIN'

SNOOKER «

u
2
14
3}

MmMESS
mEeEE™ ORive

SUPER SF 2 DYNAMITE H
46.99 MD 36.99 MD

SONIC & KNUCKLES S
39.99 Mp

URBAN STRIKE
35.99 mp

ELBCTRSNIC (]
DESERT STRIKE SENSIBLE
17.99 ca 23.99 GG

GAME GEAR GAMES

BATMAN RETURNS
CHUCK ROCK 2: SON OF CHUCK
COLUMNS ..
COOL SPOT
DESERT STRIKE 1
DR. ROBOTNIK'S MEAN BEAN MACHINE

2!

MORTAL KOMBAT 2
9.99aa 28.99 G

SPEEDBALL 2 )
S8 LUCIFER - MAN OVERBOARD * ¥
STREETFIGHTER 2 - CHAMPIONSHIP EDITION

STREETS OF RAGE ... o

99

SUPER KICK OFF...
SUPER MONACO GP
SUPER OFF ROAD »

SUPER STREETFIGHTER 2

SYNDICATE » 29.99
TAZMANIA ..... HURRICANES . 26.99
TERMINATOR 2 ( JUNGLE BOOK

6.
TINY TOON ADVENTURES - ACME ALL STARS +33.99  LEADER BOAR
8.

TOE JAM AND EARL 2 . .99  LEMMINGS
UNNECESSARY ROUGH 5.99 L 2
URBAN STRIKE ... 5.99 LION KING

VIRTUAL BART ¢
VIRTUA RACING

MICKEY MOUSE 2
MICRO MACHINES ..

S MORTAL KOMBAT 2
X KALIBRI

E . 9.99 NBAJAM .......... 29.99

ZERO TOLERANCE * ..35.99 NHL HOCKEY ‘95 26.99
NINJA GAIDEN ..... 14.99

PETE SAMPRAS TENNIS 24.99

MEGA CD GAMES 2190

PINBALL WIZARD
POWER RANGER:
PRINCE OF PERSIA
RISE OF THE ROBO
ROAD RASH 2« .
ROAD RUNNER (DI
ROBOCOD ...

ROBOCOP VS TERMINATOR .
SENSIBLE SOCCER
SONIC2 .......
SONIC CHAOS .
SONIC SPINBALL ..
SONIC THE HEDGEHOG
SONIC TRIPLE TROUBLE «
SS LUCIFER - MAN OVERBOARD * ..
STAR WARS
STREETS OF RAGE 2

CHUCK ROCK ..
DRACULA UNLEA
DRAGON'S LAIR
DUNE ...ocriirnes
ECCO 2 - THE TIDES OF TIME *
FARENHEIGHT « o
FIFA SOCCER (CHAMPIONSHIP EDITION)
JURASSIC PARK (CD)........ovvoovv
LETHAL ENFORCERS 2 (DUE DEC) »
MIDNIGHT RAIDERS ¢
MICKEYMANIA (CD)...
MUSIC VIDEO : INXS
NO ESCAPE *
NOVA STORM ..
PITFALL - THE MAYAN ADVE
PRINCE OF PERSIA

TAZMANIA
TAZMANIA 2

SONIC THE HEDGEHOG TOM
MEGA BOMBER MAN SPARKSTER X-ME|
MEGADRIVE EXTRAS PHASE 8 GRADUATE MEGADRIVE DEALS [wec

6 BUTTON JOYPAD

Loaica WITH AUTOFIRE & | §

SPEEDPAD
S BLLIOK MOTION.
JOYPAD WITH :
AUTOFIRE 1299
SAITEK
MEGAMASTER
QUICKJOY SG $G6 SIX BUTTON
PROPAD 2 JOYSTICK WITH
6 BUTTON JOYPAD AUTOFIRE &
WITH AUTOFIRE & SLOW MOTION

SLOW MOTION
14.99

TURBO 2 RAPID FIRE
MEGADRIVE JOYPAD
(WITH AUTOFIRE &
SLOW MOTION

7.99

FREEWHEEL
STEERING WHEEL
PLUGS INTO JOYPAD
PORT. SUITS MOST
DRIVING GAMES.
19.99

ASCIIPAD 6 BUTTON
JOYPAD FOR
MEGADRIVE WITH
SLOW MOTION
&TURBO FIRE

gSAvE S

£12 || FIGHTER STICK MD-6,

| ARCADE STYLE
JOYSTICK WITH
AUTOFIRE TURBO
FIRE & SLOW MOTION.
24.99

GAME GEAR DEALS

| GAME GEAR PLUS CARRY CASE
WITH SONIC 2 & FOUR FREE GAMES.
COLUMNS, CHAMPIONSHIP TENNIS,
PENALTY KICK AND PAN AMERICAN
ROAD RALLY. WITH CARRY BAG
‘§ BELOW. GENUINE UK VERSION
(NO MAINS ADAPTOR) .ouovenresnees
GAME GEAR + CASE WITH LION KING AND SUPER MONACO G.
GAME GEAR + CASE WITH SONIC 1 & FOUR FREE GAMES......
GAME GEAR + CASE WITH COLUMNS AND SUPER MONACO G.P..
MAINS ADAPTOR FOR GAME GEAR

BLACK CARRY BAG FOR GAME GEAR, CAMERAS, GENERAL CARRY CASE.
PADDED WITH GAME AND ACCESSORY COMPARTMENTS. BARGAIN

LOGIC 3 GAME GEAR DELUXE PROTECTOR CARRY CASE

LOGIC 3 RECHARGABLE BATTERY PACK
(FITS INTO BATTERY COMPARTMENT, LASTS 2.5 HOURS,
MAINS ADAPTOR REQUIRED) 14.99

SEGA CAR ADAPTOR FOR GAME GEAR (PLUGS INTO CIGAR LIGHTER) ........14.99

.11.99

BUY A SCART TV/MONITOR-FOR A PIXEL PERFECT PICTURE
ALL OUR SCART TV’s COME WITH A FREE SCART LEAD
(PLEASE STATE AMIGA, ST, CD32, MEGADRIVE 1 OR 2, SNES, 3D0 OR JAGUAR)

SONY KVM1400 14” FST TELEVISION/ MONITOR
REMOTE CONTROL, 60 CHANNEL TUNING, REAR SCART,
HEADPHONE SOCKET, 2 POSITION TILT & LOOP AERIAL.
SONY 14" TV (GREY)

SONY 14" TV (WHITE)

SONY 14" TV + FASTEXT

SHARP 14" TV/MONITOR (not shown)

WITH REMOTE CONTROL, SCART INPUT,
ON SCREEN DISPLAY,40 CHANNEL
PROGRAMMABLE MEMORY, SLEEP TIMER

SCART LEAD - MEGADRIVE TO SCART TV (STATE MEGADRIVE 1 OR 2) ...... 9.99

FOR A PIXEL PERFECT PICTURE
CHOOSE A SCART TELEVISION

MEGADRIVE 1 WITH SIX GAMES
AND 2 SEGA CONTROL PADS ...82.00

MEGADRIVE 2 WITH SIX GAMES
AND 2 SEGA CONTROL PADS ...96.00 "5
SIX GAMES - REVENGE OF SHINOBI, GOLDEN AXE,STREETS OF RAGE
SUPER MONACO GRAND PRIX, SUPER THUNDERBLADE AND ALIEN STORM

MEGADRIVE 1 WITH SONIC 2 AND 2 SEGA CONTROL PADS
MEGADRIVE 2 WITH SONIC 2 AND 2 SEGA CONTROL PADS ..
MEGADRIVE 2 WITH SONIC 3 AND 2 SEGA CONTROL PADS . .
MEGADRIVE 2 WITH LION KING AND SEGA CONTROL PAD ..
MEGADRIVE 2 WITH VIRTUA RACING AND SEGA CONTROL PAD
PLEASE STATE MEGDRIVE 1 OR MEGADRIVE 2
MEGADRIVE 1 & 2 ARE THE SAME IN TECHNICAL SPECIFICATION.
MEGADRIVE 2 IS SMALLER, BUT LACKS A STEREO HEADPHONE SOCKET.

eeoe VERY SPECIAL PLUS PACKS e e ¢

PLUS SIX GAME PACK (ONLY WHEN YOU BUY ANY MEGADRIVE) ........ 14.99
CONTAINS REVENGE OF SHINOBI, GOLDEN AXE, STREETS OF RAGE,

SUPER MONACO GRAND PRIX, SUPER THUNDERBLADE, ALIEN STORM

PLUS SONIC 2 (SPECIAL PRICE WHEN YOU BUY ANY MEGADRIVE) ....... 14.99

ALL MEGA CD AND MULTIMEGA

PACKS INCLUDE 8 GAMES
ROAD AVENGER, SOL FEACE,
COBRA COMMAND, COLUMNS,

SUPER MONACO G.P, STREETS OF RAGE,
GOLDEN AXE, REVENGE OF SHINOBI

MEGA CD 1 WITH TOMCAT ALLEY AND 8 GAMES (AS ABOVE) . ..174.99
MEGA CD 1 WITH FIFA SOCCER AND 8 GAMES (AS ABOVE)

MEGA CD 1 CONNECTS TO MEGADRIVE 1 OR 2 TO PLAY CD GAMES OR MUSIC CDS
MEGA CD 2 WITH TOMCAT ALLEY AND 8 GAMES (AS ABOVE) ....174.99
MEGA CD 2 WITH FIFA SOCCER AND 8 GAMES (AS ABOVE)
MEGA CD 2,CONNECTS TO MEGADRIVE 1 OR 2 TO PLAY CD GAMES OR MUSIC CDS.

MULTIMEGA IS A SMALL, PORTABLE CONSOLE
WITH A COMBINED MEGADRIVE AND MEGA CD.
COMPLETE WITH MAINS ADAPTOR, IT PLAYS
MEGADRIVE CARTRIDGES, MEGA CD'S OR MUSIC CD'S

MULTIMEGA WITH TOMCAT ALLEY

AND 8 GAMES (ASABOVE) . .. ....... 289.99
MULTIMEGA WITH FIFA SOCCER
AND 8 GAMES (ASABOVE) . . ........ 304.99

SEGA 32X EXPANSION MODULE
FOR MEGADRIVE (+£50 COUPONS) .154.99
SLOTS INTO THE CARTRIDGE PORT ON TOP OF THE

MEGADRIVE 1 OR 2, ALLOWING g

USE OF NEW, IMPROVED 32 BIT
SOFTWARE. LOOK OUT FOR

DETAILS OF 32X GAMES.

> CUDDLY TOYS
BUGS BUNNY 2 -

. 25.99
SONIC THE HEDGEHOG (38CM TALL) .10.99
SYLVESTER (80CM TALL) ......... .14.99
SYLVESTER SOCCER (33CM TALL)

. 16.99
TAILS CUDDLY TOY (35CM TALL) ..10.99

SPECIAL RESERVE
HEAVY discounts

HUGE range

10l
o Discount Clud

FREE - 16 page colour catalogue - just phone

0279 600204

PC, CD Rom, Amiga, CD32, Sega, Nintendo, Atari, Apple, Sony, Philips
and 3DO. All official UK products, all at HEAVILY discounted prices

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

OPEN 10am to 8pm CLUB SHOPS 7 DAYS A WEEK

43 Broomfield Rd  CHELMSFORD
The Maltings

near the bus station

SAWBRIDGEWORTH near the train station
Over 200,000 people have joined Special Reserve

WE ONLY SELL GENUINE UK PRODUCTS

AMIGA (D32 CRITICAL ZONE PACK 230.00

WITH MICROCOSM, CANNON FODDER, LIBERATION,

PROJECT X, ULTIMATE BODY BLOWS, OSCAR AND DIGGERS
aee 0 .82'00

SUPER NES + MARIO ALL STARS

GAMEBOY + CASE + WARIO + KIRBY ... ...62.99

) el ¢

B TT—————

PANASONIC 3DO + TOTAL ECLIPSE

r

Members are under no obligation to buy anything

I|MEMBERSHIP FEES UK EC
1 S1X MONTHS TRIAL 4.00 6.00
{ONE YEAR 7.00 9.00

a0 0 !385.99
PLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN |
Members receive our 48-page Colour Club Magazine bi-monthly

|

I

| Each issue reviews a selection from our extensive range and includes
; at least £30 worth of coupons for additional savings on top products
1
I

WORLD

7.00
11.00

I ONE YEAR PRICE INCLUDES SIX ISSUES OF THE SPECIAL RESERVE MAGAZINE WITH £180 OF XS COUPONS

i Credit Card Sales 0279 600204 10am to 8

pm Daily

All prices include VAT and 2-3 working day carriage to UK mainland
Software and peripherals are sent by post, hardware by White Arrow
Allow one or two days for processing and despatch of stock items
An order confirmation/despatch advice/VAT receipt will follow

Hardware items (battery or mains) are only supplied to the UK mainland
Overseas orders must be paid by credit card (no hardware sold overseas)
Overseas surcharge £2.00 per software item or 25% on other items

(BLOCK CAPITALS please) ~ BIRO
Name & Address, o
H
<
[
w
"

Postcode
If PC please state DISK or CD ROM
I Phone No Machine

|
| Enter membership number (if applicable) or

:NEW MEMBERSHIP FEE (ANNUAL UK 7.00)

e

[
litem

|1’(§_m

1
: item

I Please use this box to add any optional fast delivery charge

t Class Post 4 r item or £10 overnight hardw:
| ALL PRICES INCLUDE UK POSTAGE & VAT e
: Cheque/P.O./Access/Mastercard/Switch/Visa
I
I
1
| CREDIT CARD SWITCH
| EXPIRY DATE SIGNATURE. (ISSUE NO, )

recommended price. ICES COR
iates Ltd, 2 South

I
L

WE HAVE WHAT IT TAKES
TO BUILD A GREAT PC

DIY PC

| Cheques payable to: SPECIAL RESERVE at

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

Inevitably some games listed may not yet be available. Please phone sales to check availability before |
ordering. We reserve the r';ghl to chan eéur\ces and offers without prior nofification. SAVE = Saving off |
PRI CT AT TIME OF GOING TO PRESS. 2&&219356& Q.E:

PRICES INCLUDE
VAT AND CARRAIGE
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Hove You noticed the sheer amount of
guality games arriving for review

in the lust few
months? Uncanny
really isnt it? The
side-effect of ull this
has been intrensed
showtase activity for
non-arcade products.
Well, we've just come
buck from the 1995
Arcade Preview and in
order to make up for
our toin-op related
sluckness here’s o
report on the lutest
Sega arcnde gomes -
out in on arcade near you
Now! And, hey, who knows,
they may be availuble for certuin home
32-hit systems in 1995...

NulaD IADIUN HINEN

RERGTH
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A Desert Tank makes subtle, yet highly
effective use of the Model Two board.




A As is the custom with Sega 3D coin-ops, a choice of virtual
reality views is on offer. Here we see the overhead perspec-
tive. Each of the views has different uses.

DESERT TANK

The second arcade machine released by Sega to use the
graphically incredible Model Two polygon/texture-mapping
technology is the frankly brilliant Desert Tank. If you haven’t seen
the game in the arcades yet, we reckon that you should get yourself
down there immediately to try out this very original, graphically
out-of-this-world shooting game.

The Model Two technology is used a lot more subtley than it is in

@ As is the cus- Daytona USA. The game is set in a stunningly rendered desert, with
tom with Sega ; the texture-mapping power of the coin-op being used to create
coin-ops, there some stunningly realistic buildings, tanks, aeroplanes - you name it.
are modes for Of course, since you're trundling about in a tank, there’s much
both beginners destructive potential on offer. Everything on the desert can be

;:g:v);ﬂea:"' targeted for termination, but don't get too carried away with the old

easy level is machine guns - they have a tendency to overheat if you're not too
quite challenging f ¢ careful, which isn’t a particularly good position to be in.

if the truth be - Featuring many different missions with different objectives, Desert
told. Tank plays exiremely well. Be warned though: just because it’s a

shooting game, it doesn’t mean that no thought is required to
survive. Using your guns properly and making full use of the tank’s
capabilities is essential in order to survive.

In its sit-down incarnation, com-

plete with 50” projection monitor,

Desert Tank is an arcade experience to

be savoured. Watch out for it.




You just can’t stop Sega with their proprietary Model One polygon
rendering technology, can you? After the incredible arcade experi-
ences known as Virtua Racing, Star Wars and Virtua Fighter, they’ve
only and created yet another top-notch Model One coin-op.

Wing War is perhaps the most original project developed using the
Model One CG board. The game allows you to select one of several
different different flying machines and then take to the skies to
battle other airborne flying menaces.

The range of flying machines on offer is immense. If you fancy the
seat-of-the-pants style of the old Fokker (yes | did spell that correct-
ly) bi-planes, you can take one of them up for a spin. Modernists
will probably enjoy the range of latter day fighters including Apache
helicopters, Harrier Jump Jets and a chopper (the Werewolf) that
even we hadn’t ever heard of before.

Each flying machine has its own strengths and weaknesses that the
players need to exploit in order to claim victory over the CPU or
human opponents.

The best thing about Wing War is the sheer diversity in each of the
machines on offer. The two-player mode brings this out best -
there’s nothing better than beating a Harrier-flying opponent with a
World War | bi-plane!

Wing War may not be the most graphically spectacular of the new
Sega coin-ops, but it is certainly

one of the most intriguing. And #ar

word reaches us from overseas |/

that a Megadrive 32X  con-

version is being worked on as

we speak! If it’s true, we can’t

wait for the game - but a 32X-

to-32X link cable would really

be needed - the game just

wouldn’t be the same using the

split-screen approach of Virtua

Racing.

A The graphics aren’t as detailed as in
previous Model One offerings - which
makes it perfect for home conversion.

A Swooping through the cityscape, the air-
to-air duel is swift and exciting. The choice
of different aircraft add to the replay factor.

A An indicator on the bottom right of the screen gives you some clue as to the

location of your foe. That map at the top does tend to help as well.

1) SEGA )
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The chase view is perhaps the
most useful perspective, and there
are four on offer.

The different ter-
rain on each
level makes
Wing War a
deadly game of
hide and seek.
And it’s great.




VIRTUR (OP

Even though key members have been busy with 32X Virtua Racing
Deluxe and Saturn Virtua Fighter, AM2 have certainly not neglected
their coin-op commitments.

Out in the arcades now is the latest “Virtua” game, Virtua Cop. Based
around the same Model Two CG board as Daytona USA and Desert
Tank, Virtua Cop has an extremely distinctive look to it. The actual
gameplay itself is extremely similar to the likes of Operation Wolf,
Lethal Enforcers et al, but the Model Two board creates landscapes
and environments that have never been witnessed before in a game
of this nature.

Out in the arcades now, we highly recommend pumping a few
quids into this game. Of course, the gameplay remains pretty
shallow (just like in all games of this type), but the actual

gameplay remains extremely

addictive. The game is

available in two formats - a

massive 50” projection

model (play it on this!) or a

cheaper Op Wolf style

cabinet, which does reduce

the enjoyment slightly.

Virtua Cop is a game for one

or two players and it should

be out on general release by the time your line of sight

makes contact with this area of the page.

A A threat indicator locates
the most dangerous foe.

— e
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A It’s the huge
50” projection
monitor version
of Virtua Cop.
The cheaper,
smaller version is
down on the bot-
tom left of the
page some-
where.

AM2 have obviously seen Reservoir
Dogs. However, ears remain firmly
attached in the game.
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the August issue of SEGA
IMAGAZINE we took o look ut one of
the most eagerly owanited coin-ops
ever, Star Wars Arcade, and discov-
ered it was to be one of the first
relenses for the Megadrive 321!
Well, the 32K is here and so is
the game. Stopping
only to slip his
Master Vada
hackpack on,
TOM GUISE
gives the
gome o test _‘ That's right, Darth Vader is using his vile mind- ‘

manipulation powers on our children, tempting
ﬂight \ them to buy his merchandise. Why else would
* \ a fully-grown man like Dave Kelsall of PC
Games spend all his money on bend ‘em
Chewbaccas, full-sized cardboard Storm
Troopers and Micro Machine Death Stars?
Ah, but | know what you're thinking, it can’t
be Darth Vader because he’s dead. “ Why, |
saw him burnt on a compost heap at the end of
Return of the Jedi!” That's what you're thinking,
isn't ite
Well young Jedi, that is why you fail, because if
you watch the new digitally remastered Star
Wars trilogy (Widescreen versions are
£12.99 per film from all good stockists)
T PMOT 13262 ]« you'll see that at the last moment, just
169 3 ’ \ before Darth snuffed it, he trans- ' .
ferred his life essence from his cor-
rupted body, right into Luke -
Skywalker’s Game Gear (They've
been out for years in galaxies far, far away)! And there he hid,
plotting and scheming for the day when he would return. Then
four months ago he made his move. Taking over Sega HQ

SRR 2501 B"‘ MoT 25
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while Sonic was on a mission in space, he forced Knuckles
8 A\ and Tails to construct a mind-controlling machine called
- ) Star Wars Arcade. Even now, its hypno-rays are turning
AR e JO \ d gamers across the world into slavering followers of the
What's that Artoo? Darth Vader? Ak! walk & Dark Side. But this is not enough, Darth must go deeper,

into our very homes. And so he has brought out the
Megadrive 32X version. | only pray Obi Wan is hidden in
a Game Gear somewhere. He's our only hope.

Star Wars Arcade in your home. A couple of months
ago it would have been an impossibility, but thanks to
the miracle that is the Megadrive 32X it's happened.

CONTIVVER Okay, so a few Bothans died in the process, but it
» was worth it because the end result is a stunningly
9 : close conversion of the coin-op.
credins 2 L . Of course, if you're unfamiliar with the coin-op
: that won’t impress you much. In which case, 1'd

Preep! Toot! You got this far. Toot!

better explain what it's all about. The dreaded =
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YOU LOOKING AT MY
ARTOO UNIT?
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stumped on his toe, he grabbed your nose and you slupped his \ \\

ears, then Ben Kenabi slipped up on some spilt mushed potatoes. ﬂ&i

The fight is on, but who's going to win? (IMy money is on the fellu i N g
with the moon-sized space station)

Yes, | see it, Artoo. Thanks mate.

“DESTROY & - | B d .
ENEMY . - Behind me? Yep, Artoo, I’'m on it.

FIGHTERS!” R [ mfo‘m), &;WZ S w0 10500

Colonel Fishcakes has
given his orders, it's time
to lay down your life for
fish and country.
Knocking out the required twenty TIE Fighters
in 200 seconds would be a fairly simple task if
it wasn't for the continual sprays of cannon
fire from those Star Destroyers. Unfortunately,
the only way to lure the fighters out from
behind you, is to fly right at the Imperial Fleet!

W-S5toRe 10000

A long time ago in a galaxy far,

far away....



Empire have constructed an awesome new weapon, the
Death Star. Not that this is any surprise to anyone,
because the Empire build a Death Star in every game and
film they’re in (except The Empire Strikes Back, but they
were probably hard at work on it behind the scenes).
Anyway, with enough power to destroy whole planets,
things aren’t looking too good for the galaxy, unless a
small one-manned fighter can somehow breach its defens-
es and blow it up. Seeing though, as most of the Rebel
pilots are grossly overweight and as such, unable to fit into
the Death Star trench, the job has fallen to you.

Thus begins the game, as you fly your trusty X-Wing fighter
through four levels of in-yer-face 3D space combat. The
aim of each level is remarkably simple, but just in case you
forget it, crustacean commander Admiral Ackbar appears
on your communicator screen at the beginning of each
level to remind you. “Wipe out enemy fighters!” he gurgles
through fish-lips, displaying an unparalleled knowledge of
combat strategy and he's right you know. Only after
destroying a certain amount of TIE fighters will Artoo kick
in the hyperdrive and take you to the next level. Cheeky
dustbin!

g on the Empire was never going to be a cake-
walk, but to make things a tad easier, two players can join
in the fight against evil - one piloting and the other gun-
ning. Admittedly, it’s a bit of a tight fit in that one-seater
X-Wing cockpit, but its really the only way to successfully
complete the game as the gunner knocks out wall-mount-
ed cannons and TIE Fighters around the edges of the
screen, while the pilot can concentrate better on steering
the ship through the trickier sections.

Besides if you really need more space you can always bung
Artoo out and sit in his little socket. Fussy little trashcan,
who needs him?

i mEE B & ¥ ; P
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Of course, what makes Star Wars Arcade so appealing is
that it gives you the chance to take part in an epic Star
Wars space battle, Virtua-style. Flying among fleets of Star
Destroyers, knocking out swarms of TIE Fighters, before
swooping down to the surface of the Death Star. 1t's flickin’
Star Wars, innit2

Of course, thanks to the power of the Sega’s Model 1
arcade board, the coin-op is more than able to generate
the 3D space environment out of thousands of polygons.
Amazingly though, the Megadrive-32X has done it as well.
Fleets of Star Destroyers? Check! Swarms of Tie Fighters?
Check! Death Star the size of a small moon2 Check! Yep,
it's all there and it’s virtually identical to the coin-op.
Admittedly there are a few sections — most noticeably the
destruction of the Super Star Destroyer and the exploding
Death Star — where the game loses some detail, but for
you’re money it's fair to say you're getting the coin-op in
your home.

So, it's that good is it2 Well, it certainly looks it. But then
you can‘t always go on looks. If you did that you’d proba-
bly think Rad was an ugnaut or something. Well anyway,
as Master Yoda always says, “It's the playability that
counts, mm-hmm.” In which case, you'd better turn to
page 72 and check out the review, because he’s normally

right.

SEGA )

LEVEL TWIO
“ATTACK THE SUPER STAR DESTROYER AND
KNOCK OUT ITS MAIN ENGINE!”

Urp, a long-winded order from General Haddock-chops there, resulting

in quite a fishy aroma. Flying across the surface of the battle-cruiser,

you actually have to enter the craft and fly through its innards before

emerging right by its generator at the bottom. Easier said than done though, as the

walls of the narrow tunnel are bristling with gun turrets and TIE Fighters swarm around you.
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LEVEL FOUR
“TAKE OUT THE
DEATH STAR’S
MAIN
GENERATOR!”

The final mission and most definitely the
hardest. We're not going to spoil it for you, but
if you've seen Return of the Jedi you should
have a good idea of what's in store.

Koo-er! You’re going up the trench. You like that, don’t you? No, you do. No, you.
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LEVEL THREE
“WIPE OUT
ENEMY
FIGHTERS,
GURGLE!”

Captain Blowfish pulls a gem 5
of a plan out of his hat here. s
Unfortunately things are a bit &
tougher this time, os the fight
takes place across the .
surface of the
Death Star.
Multitudes of
gun turrets and
huge can-
non
emplace-
ments
make it
almost impossible to
concentrate on the task at
hand.

Death Star Artoo? Where? Really? You don’t say.

UWHAT A LOAD OF
ASTEROIDS!

Having a near-perfect conversion of b

the coin-op is all fine and dandy, but 3 Sy
with only four levels it doesn’t bode
well for lastability. Well fortunately,
Sega have thought of this and includ-
ed a special 32X version of the game.
Although basically similar to the
arcade game, this version drops the
Super Star Destroyer level in favour of
two extra asteroid field levels and a
special training stage that takes you
right to the Death Star. Best of all
though, when playing in two-player
mode you actually get to pilot a
Y-Wing fighter - the correct craft for
a two-man crew, as any boring Star
Wars anorak will tell you. Like | just
did. Oh eechootal

A Look, it’s the Y-Wing. Cool
eh? And there’s even a slot for
Artoo in the back. Great.

I LUKE, LET INE SEE
VOU... THROUGH

Star Wars Arcade was originally
intended to be one of Sega’s Virtua
coin-ops and you can tell. Apart from
using the same Model 1 technology

A Inslde !he cockplt. The problem Y™ AR
06 1 that you knéw Anoo Is employed in Virtua Racing, it also

allows you to switch viewpoints, a
;olv;gsc;v:llol;l:negy:?u Hirough s trademark of the Virtua games.

The standard view puts you inside in
the cockpit, which is great if you
want that seat-the-pants flying feel.
However, far better is the chase
view, putting you behind the ship.

You may lose the valuable radar, but
what you gain is a better view of
nearby ships and if you're playing in
two-player mode, the gunner can
actually shoot enemy fighters behind
X } s> the craft. That's the beauty of being
A Behind the ship. Ah, that's an astro-droid with a 360 degree

better. Now you can stare at the rotating head, see?

the back of Artoo’s head. Heh,
heh. What a slapper.
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(urtoon characters ore usvally
converted onto the consoles in the form of
crap platform gumes. Wolverine is the lotest
tharacter to hit the Megodrive, and guess
what? it's o plutform game. But, for once, it's
o quality gume that octually translates the
comic character onto the Megaodrive
extremely well! Such n monumentous
occasion demands showcase coverage - so 1002

|'IEI'E it iS, tlllll'tE'.il} llf ﬂithlll'd lElldhEttEl‘. Thihelicop bossis ery ifficult to defat . etani, scum!

Wolverine is one of the most popular comics
characters ever - and that’s official. What's
more, Wolverine fans can’t get enough of their
hero. He has his own monthly comic - appears
every four weeks in the X-Men as well and
often appears as a guest character in yet more
Marvel magazines.

Wherever he goes, trouble follows. You see, Wolverine
isn’t exactly the typical long underwear superhero out
to use his powers for the forces of good. No, Wolvers
is a bit of an unhinged psycho (and he used to be a lot
worse in his early days), and although his actions
usually result in some good outcome, the means he
employs are frankly bloody, brutal and uncompromis-
ing. Wolverine kills people - and he’s the best at what
he does (or so he says, in what has become something
of a catch phrase). In fact, his antics inside the X-Men
have earned him the contempt of his teammates on
many occasions. And what's more, Wolverine doesn't
care either - that's how hard he is.

Wolverine is also something of a mystery man. The
origins of his Adamantium claws and skeleton remain A Wolverine even climbs ladders as well! Is there no stop-
something of an enigma - as does the actual age of ping him, or what?

the man. His mutant healing factor slows down the
ageing process - and he was actually about and in
active military service during World War Il (but then
again, so were other Marvel characters who are still
about, like Nick Fury and The Thing out of the
Fantastic Four).

However, this is videogames land - and we're not
really interested in his mystery, his constant battle
against his animal nature or anything like that. Nope,
we're just interested in the fact that he fillets people
with his claws and we're wondering if the game
captures this particular aspect of Wolverine's A Just one type of foot soldier pro-
personality. tecting Shinobi Shaw. Highly

Well, the answer is yes (to some degree). It's definitely ~ trained, these gun-toting guys do
the best comic translation yet, but hey - we're straying ~ Present problems for Logan.

into criticism territory here - and you can read all

about that on page 78.

SEGA ) .

WOLVERINE, SABRETOOTH; TM © MARVEL ENTERTAINMENT GROUP, INC. USED WITH PERMISSION
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SIIKT!

Although he’s well versed in conventional hand-to-hand
combat, it's Wolverine’s claws that do the real damage -
except in the otherwise brilliant cartoon series where he
never kills anyone. The game gives you many different
combat moves and claw-related activities that can turn you
into an unstoppable killing machine.

Real Name: Logan
Former Aliases: Weapon X, Patch
Dual Identity: Secret
Current Occupation: Adventurer
Former Occupation: Soldier, secret agent, optmi:ve
for Canadian government’s Depmimeni H
Citizenship: Canada
Legal Status: No known criminal record
Place of birth: Unrevealed !
Marital Status: Single
Known relatives: Akiko (adopted doughteﬂ >

- Known Confidants: Mariko Yashida (deceased)
Known Allies: The X-Men, X-Factor, Shadowcat, Alpha |
Flight, James and Heather Hudson Tyger Tiger, Jessica
Drew, Nick Fury, Carol Danvers, the Black Widow, :
Yukio
Major Enemies: Sabretooth, Ogun, Lady Deaihsmke,
the Reavers, General Nguyen Ngoc Coy, Geist, :
Bloodscream, Cameron Hodge, Shadow King
Current group membership: The X-Men
Former group membership: Alpha Flight

A No platform game is complete
without the obligatory ice level.

A Plenty of destructable scenery in
the first level of the game.

i

Height: 5’ 3"
Weight: 195 Ibs

 Other distinguishing features: Wolverine can project
and retract three one-foot long Adamantium claws ffmn,i
the back of each hand 3

A Claws are useful for climbing
walls. Just like the comic.

ESSENTIAL READING

So, you like the look of this Wolverine character eh? If you want to learn more about him, you could read up on
some of the following... available from all good comic stores...

Intelligence: Above normal
Strength: Enhanced human
Speed: Athlete -
Stamina: Metahuman

Durability: Superhuman regenerative
Agility: Enhanced human :
Reflexes: Enhanced human
Fighting skills: Wolverine is familiar with and :
experienced in virtually every fighting style on Earth.
Special skills and abilities: Wolverine speaks fluen
English, Japanese, Russian, Chinese, Cheyenne, Lak
and Spanish, and has some knowledge of Frenct T&a
and Vietnamese. He is an accomplished pilof
Superhuman physical powers: Wolverine possesses

a “fast healing” ability enabling him to regenerate

dumaged or destroyed areas of his cellular structui
This grants him virtual mmumiy to poisons and limit
immunity to the fatigue poisons generated by his own
body. It also retards his ageing process. Wolverine
possesses superhumanly acute senses of sight, smell

_and hearing. Wolverine’s skeleton has been artificially
laced with molecules of Adamantium, rendering his
bones virtually unbreakable. He has also been
equipped with three Adamantium claws on chhond
Superhuman mental powers: None o

Special limitations: None known

Source of superhuman powers: Wolverme s henfmg
ability and superhuman senses are the result of muta-
tion. His Adamantium skeleton and claws were given tai .

him by as yet unknown parties.

Wolverine dukx taken from The Ofﬁcml Hondbook fo
the Marvel Umverse Master Eémem
of Marvel Comics.

Re-printing the first issues of the
new X-Men. Wolverine is
enrolled into the X-Men by
Professor Charles Xavier. Owing
to his anti-social behaviour, he
quickly becomes an outsider in
the team, condemned by his
teammates for his violent
disposition...

H-ME: THE DARK
PHOETIIH SAGA

A tale of potential universal
calamity when X-Man Jean Grey
is transformed into Phoenix - a
being of incredible power. When
Jean is corrupted by the evil

Mastermind the entire cosmos

will pay the price - unless the X-
Men can stop her. But will
Wolverine, best equipped to kill
her, be able to dispose of the
woman he secretly loves?

The original limited series which
helped define Wolverine as being
more than just a psychopathic
killing machine. In Japan,
Wolverine battles between his
humanity and his animalistic
nature as he tries to save old
flame Mariko Yashida from her
uncaring husband and twisted
gangland boss father. Created by
X-Men legend Chris Claremont
and all-round comics genius
Frank Miller.

Travelling to Japan to take part
in Wolverine’s upcoming
wedding, gangland forces - as
well as an enemy of a more
omnipotent nature return to
cause some aggravation. Expect
to see Wolverine “at his fighting
best”, as it would say in a Marvel
comic.
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wonder that any of his opponents actually survive to become
recurring super-villains. Still, those that don’t usually end up being
resurrected (Sabretooth has been brought back from the dead plenty
of times - and (good twist here) he's actually become a good guy nowl). Still, alive they
are and recur they do - let’s see who Wolverine’s up against in this game.

Cyborg replica o
designed fo eliminate : :
programming has bee

own design injo
odds favour him it
against Wolve
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own “fast heal” o
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Great for dealing with dual foe attacks. used to be lover

Deathstrike is
spitting on Log

Yet another fli

A it |

6 \ s However, she’|

" i The basic Adamantium attack. Not o alnj w:\

= ! the most powerful of attacks. fo explode sha
T ¢ .

b o e,

= too long in an

:iﬁ One of Wolverin

ing first fough n the shores or
Normandy in . Aterrifying
vampirific foe e capacih :
violence matckh
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A huge warrio

claws and an Al
skin - virtually un

The Adamantium uppercut is quite difficult to
perform. You need to crouch and attack as you get
up. One of the most powerful moves at Wolverine’s
disposal, but mastering it takes a fair old while, we
can tell you.

The second type of lower swipe. No
different from the other one really.

THE UNCANNY

e e
SMUER-MAY R A
28 =1 OFHTIROY
wnl'vaIN ) RS Wy s ¥ ' A bizarre mutant from the far-flu
: / ; 2y 4 upon the lifeforce of others and u
| : ool - N with which to travel through time.
e ® : ‘ ;

A savage animalistic creature allie
LCD - totally dedicated to Wolveri

A <
w; A pr\N y though it was Logan who saved h

wilderness many years ago.

-’

Epoch-m?kring comics se:e;“' ﬂs high-quaﬁy hardback ‘ s“muBl snnm

where future X-Men, living inan 7. Tiyelarous *Choriats dn graphic novel with stunning art- Like Wolverine's ally Shadowcat,

ohsiaved sociely, foanaplanfe - | lsi friend of Wolvering's work reprinfs issues dealing with Shaw can pass through solid obje
travel back in time to change from his past is on the run - and how Wolverine received his . hi biliti
their past, Wolverine isthe only = Lt 4o e i combat by Adamantium skeleton and claws. owing to his mutant abilities.

X-Man (in fact the only Mcrv_el Wolverine’s side. Unfortunately Although lacking in some However, it's his ruthlessness and
superhero) not dead or impris- when the right moment comes, essential details (like who is total lack of mercy that makes him

oned... she (Charlie) is saved by Spider-  responsible for Logan’s one of the X-Men'’s deadliest foes.
Man. The resulting battle - along transformation), it's still well

with Charlie’s final method of worth checking out.
svicide - leaves Wolverine

satisfied and Spidey emotionally

scarred for life.

Considering Wolverine’s somewhat homicidal tendencies, it's a WOLVER'NE

k. &

bit - he’s conse ing o 4 A‘.lg .
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round this time last year, there were loads of Mega-CD games
Allflned up for release, with a fair few available on import too.
nfortunately, many of them turned out to be rather
disappointing - often unimaginative conversions of Megadrive games
with a bit of extra sound. However, there was one game that did
manage to capture the attention of reviewers up and down the country -
Keio Flying Squadron.
This bizarre shoot ‘em up was only available on import for a short time, but the
fast blasting action combined with Japanese folklore and some of the cutest
Animé characters you’ve ever seen earned it a
90% rating with many UK magazines.

One year later, JVC have decided to
release the game officially, and
what’s more, they’re develop-

ing a version for the Saturn too.
SAM HICKMAN and TOM GUISE
spoke to Keio’s creator, Yasushi

Endo, for the lowdown on this

latest Saturn signing.

SM: What is your role in the

development team?

Y: Well, we work as quite a small
team, so | handle all the graphics and
animation for the game. This means
actually coming
up with the
basic graphical

concept, on
paper in the first
place, then later
converting it all
on to console. It's a
very difficult job.
There’s seven of us working on the Saturn
version altogether, although the team may
increase if we find the project really
tough going.
SM: Keio is a very bizarre game, full of
strange creatures and weird ideas. Where
did you take your
inspiration from?
Y: Of course, it wasn't just me that
came up with ideas for the game,
although | was responsible for all the animation. |
absolutely love animation, so | wanted to get the
creatures as realistic as possible, although the game
itself is set in the Edo Shogunate era of Japanese
history [1865 - 1868] — so in some ways it's based
on a samurai warrior adventure. However, the
actual story isn’t based on any fact or legend, it's
just a fictional story placed in that era, but there’s
a lot of Japanese symbolism in there too, which
you'll recognise immediately if you're familiar
with Japanese culture. It's funny, because a lot of
young Japanese people prefer American or
English games, whereas here in England, people
seem to go wild over Japanese-style animation,
which often incorporates many traditional aspects of
Japanese culture — something which is not always
popular with younger Japanese people.
SM: So you think that-a European audience will
enjoy the game, even though they may not
understand a lot of the mysticism.
Y: | think Europeans will definitely enjoy our
game, as we have all helped out on European
games in the past. Also, animé is becoming
very popular, especially in England, where
there’s a large following developing. Of
course, Keio is already a year old (it was
released in Japan in August 1993), but we
wanted to be sure that it was right for the European
market before we released it, so all the original texts
have been translated from Japanese into English. This should
help the player understand the symbolism a bit more. Also,
many games released for the Mega-CD are based on 3D,
but developers forget that most CD owners will want to
play 2D games too, especially if they’re fun and not

) EECA )

already available on the Megadrive. Besides, the
game sold out in Japan, and at the end of the day, if

a game is great to play, it will appeal to audiences all

over the world.

SM: As a shoot ‘em up, Keio focuses more on fun than
violence. Did you purposely steer away from violence,
or did it just turn out that way?

Y: 1 don't really like violent games, so if possible, |
try not to get involved with them. Violent games
are seen very differently in Japan. In England,
you have strict age restrictions if a game includes
violent scenes, but we don’t have

anything like that, so
there’s more of an

outery when a
really gory
game like
Mortal

Kombat
appears on the shelves. We want to
appeal to a wide audience, so it's better if
our game focuses more on fun.
SM: So what do you think of Mortal
Kombat?
Y: Mortal Kombat is definitely not as
popular in Japan as it is in Europe. A
lot of people over
there think that it's
visually quite
stunning, but the
gameplay just isn't
responsive enough.
Personally, | think
it's a good game,
but in the arcade |
prefer to play Daytona or Virtua Fighter 2,
and at home, | prefer more cutesy games,
such as Disney releases.
SM: Why did you choose to publish the
game on Mega-CD? Could it have been
fitted on to cartridge?
Y: It would have been pretty difficult to fit
the game on to cartridge, because of
the sophisticated sound.

Technically, we would have been

able to produce the game on
cart, but JVC were more
interested in producing games
on CD formats at the time. Also,

you have to take into
consideration that this game is
already over a year old, and
then CD was still an emerging
format, so developers were

willing to experiment with it. Now

though, there’s not so much interest in
the Mega-CD and the number of
owners is decreasing all the time -
especially with a new format
around the corner.
SM: Apart from Keio, do you have
any other games planned for the
Saturng
Y: Keio is our next big project, but we do have a
couple of other games lined up too. Probably the
biggest one is Miku, a 3D boxing game for

the Saturn. All the characters are based

on original Japanese animations, and

in Japan the characters are quite

well known for their
animé adventures.

SM: So how is the development of

the Saturn version of Keio
coming along?

Y: We've only just started to
develop the game, and at
the moment, we're still
getting basic ideas
together. You'll




&
] el

recognise most of the characters in the Saturn version, as they were in the Mega-CD
version too, but Keio 2 will be more than just an upgrade, it will have a different
story and lots of different features. The graphics are wonderful, and the sound is
some of the best you'll have ever heard. The action will still be based around a
horizontally scrolling shoot ‘em up, but we're experimenting with using video
images for backgrounds and most of the items you'll pick up will be taken from
real images too. It's hard to imagine at this stage, but the game will hopefully be
a cross between animé and film. We'll just have to wait and see though — its
difficult at this stage to see what the machine’s limitations will be. Oh, there will
be some 3D bonus stages too.
SM: Have you had much of a chance to use the Saturn hardware yet, and how
does it compare with programming for the Megadrive?
Y: Well, the specifications for the machine have changed quite
Ty a lot recently, so we've spent a lot of time just testing the
machine’s capabilities. It's a wonderful machine to
\ work with though and 1 think people are going to
N surprised when they see just how good the games
: are. I've played Virtua Fighter on the Saturn, and
there’s hardly any difference between the arcade
and console version. So you can imagine how
different the two machines are to program.
SM:What do you think of the Saturn when
comparing it to machines like PSX
or Ultra 642
Y: They're all fairly similar machines in that they're all capable of
producing great games, although it seems that Sony will be
concentrating more on developing 3D games. What we've seen
from them already looks very impressive, but | think that people
are going to expect different types of games from them, and at the
moment they're concentrating purely on 3D. Maybe their other
games won't be as good. The Saturn will offer many different
types of games, and at the moment all the Virtua games [Virtua
Fighter 1&2, Virtua Star Wars, Virtua Racing, Virtua Cop] are very
very trendy in the Japanese arcades. This obviously gives the
Saturn the edge in terms of software, but we'll really just have to
wait until the first batch of games are released before we can start
comparing the machines.
SM: So is there any chance of giving us a pre-production Saturn?
Just for reference of course...
Y: Er, | don't think so.

Well, it's worth a try, isn't it2

KEIO FLYING SQUADRON IS REVIEWED ON PAGE 94

The lovingly-crafted characters are
what makes Keio Fying Squadron so
apppealing. It also features one of the
best cartoon intros on the Mega-CD.
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Do not move, friend. Do not even so
muth as twitch the little hairs on your
tute bunny nose. |, Ederick Lomas, om
in conference with the Tips Duemons.
At this very moment, a thousand
souls ore hanging in the bolonce us |
negotinte the fate of o small city for o
level select on Jumes Pond 2 -
Rohorod. Well, it seems like o foir
trade to me. Anyway, be not
un-without fear, friend, for lhove o
nice little job opening o sthool fete
after this, which should bring the
Monkey of Afkafnumathon within
my grasp. That is, the five hundred
guid | owe my lundlord,
Afkafnomathon the Worp Spaniel.
Anyway, enough of such trivialities,
vou have kept me from my studies
long enough. If you are o Kindred
spirit, perhaps you would like to
send your own tips, for possible
remuneration, to this address - IF
AFRAFNAMATHON C(ALLS, I'M OUT TIPS
PAGE, SEGA MAGAZINE, PRIORY
COURT, 30-32 FARRINGDON LANE, LON-
DON ECIR 3AU. Oh bugger, there goes
Hull.

@ JUNGLE BOOK

This cheat is even better than the cheats in last issue. It
will give you 99 units of every weapon, restore all your
energy, activate the compass and brush your hair for
you. Simply pause the game and press: up, up, down,
down, left, right, B,A to activate it.

We also have the level select for this game. On the first
level, go right until you reach the big section of deadly
thorns at the bottom of the screen. Jump out above
them and pause the game before landing. Now press:
B, A down, C, right, A, B, left, A, right, down, B, A, left,
left, C, up, right, down. It is more easily remembered
as: BAD, CRAB, LARD, BALL, CURD. The level select and
test screen should appear for you to play with.

To skip to the next level of the game, Pause at any time
any press: B, A, A, B, B, A, A B, A B, B A A BB, A
Mowgli will cheer and you will skip to the next stage.

@ S0niC
SPINEALL

After months of waiting, we've finally got the
level select for this game.

Go to the options screen and press: A, down, B,
down, C, down, A, B, up, A, C, up, B, C, up.
You should hear a noise to tell you that it's
worked. Exit the options screen and on the title
screen press A and Start for level 2, B and Start
for level 3 or C and Start for level 4.

@ SONIC & RNUCKLES
(UWITH SONIC1)

As you know, if you plug Sonic 1 into “S+K” and
press A,B and C you get a little game where you
can play the special stages. Well, I've got a few
passwords for you to try out.

Level 2 2965 3192 9023

336102354 7327

4 -2921 0274 3999

53737 7423 1487

6 — 3053 9029 9071

7 - 3698 8191 7375

8 - 3009 6111 4047

9 - 3482 7286 3167

10 - 2809 6267 2575

20 - 3275 3622 4191

50 - 4028 3236 9596

100 - 5004 0865 7853

200 - 4383 9797 0354

500 - 5358 4423 5191

750 — 4981 1647 0667

1,000 - 5092 6073 6399

5,000 - 3009 5482 2601

10,000 - 2854 0444 0347

20,000 - 3208 0017 1236

30,000 - 3562 7978 8608

Codes up to level 30,000 should keep you going
for a while!

ﬁ
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@ [(OMBAT (ARS

For a track select cheat, go to the options
screen and highlight “Exit”. Press and hold A,B
and C at the same time then press Start and
the message “Cheat is activated!” will appear.
Carry on as normal and you'll find you can
select different tracks.




@ SONIC 3 AND KNUCKLES

If you play Sonic and Knuckles with Sonic 3, it's possible to become
Super Knuckles. Simply collect all the Chaos Emeralds before the end of
the usual Sonic 3 levels, collect 50 rings then perform a double-jump.
If, when you reach the new Sonic and Knuckles levels, you manage to
collect all the Super Emeralds from the special stages, collect the usual
50 rings then double-jump, and you'll get Hyper Sonic, Hyper Knuckles
and (at last) Super Tails! The two Hyper characters are not only invinci-
ble, fast and sparkly but they also have multiple images following them!
Hyper Sonic can destroy all enemies on screen at once by pressing jump
twice, Hyper Knuckles can clear the screen by double-jumping into a
wall and Super Tails has four helpful little birdies who fly around him
getting rid of baddies.

Yes, you too can discover the hidden cheats in Sonic and Knuckles.
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@ URBAN STRIKE @ UIRTUR RACING

Here are some totally awesome codes. Here's some Action Replay codes that will give you new and
They allow you to play any level with 18 improved views of the courses.

lives and all co-pilots (except Cossack, FFD05 A0002= This puts you a long way behind your car.
who is rubbish anyway). FFD05 90002= Views 1 and 2 are right in the nose of the
1-Hawaii YT4SKBR67R6 car.

2-Baja Oil Rigs CT4SKBR67R6 FFDO5 80002 = Gives you a flying super car

3-Main Rig ZT4SKBR67R6 FFDO5 BOOFF= Puts you a bit further behind your car than
4-Mexico 934SKBR67R6 usual.

5-San Francisco NT4SKBR67R6
6-Alcatraz HT4SKBR67R6 D+u/l1b
7-New York LR4SKBR67R6

8-Las Vegas G34SKBR67R6

9-Casino B34SKBR67R6

10-Underground W34SKBR67Ré

Also, if you're playing in 6-button mode,

you need to hold the “Mode” button

whenever a message or password comes

on screen otherwise it will disappear

immediately.
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Play any level with loads of lives!

@ STREETS OF RAGE 3

“Here we go again!” | hear you cry as yet another “Streets
. SUPEH 3” tip hits the tips pages. Firstly, there is another secret exit
from the first room of level 5. After beating all the baddies,

stand under the middle lantern, at the bottom of the screen
SIHEETFIGH'EH 2 and keep tapping the attack button to make a hole appear

in the floor. You will fall into the basement where you can
collect more points and lives.

It doesn’t mention it in the manual but as in Streets of Rage
1 and 2, you can land from throws without any damage by
holding up and jump until you land.

To be able to select the same character 8 times
in the “Group Battle” mode, select “Group”
from the title screen. Now press: A, B, A, B, A,
B, B, A on controller 2. Vega should laugh and
you can now have 8 Kens, if you so desire.

|

i

|

Jump down the hole for a secret bonus room.




mr. Supep

Super Advantage
(SNES)

8 direction oversize control

stick. Extra long cord. Variable
speed slow motion. Six super

response fire buttons.
Turbo speed adjustable fire.
Hands-free auto turbo.

mr. Fighter Stick SN ™

Fighter Stick SN
(SNES)

Independent turbo control.
Adjustable turbo speed.

8 direction oversize control
stick. Six action buttons.
Slow motion control.
Hands-free auto turbo.

ASCIIWARE®

4,

mr. Asciipad MD-6 "

mr. Fighter Stick MD-6 ™

Fighter Stick MD-6
(Sega Megadrive/ Mega CD)

Adjustable turbo speed.
Mode control button.

8 direction oversize control
stick. Independent turbo
control. Six button action.
Hands-free auto turbo.

Ascii Pad MD-6
(Sega Megadrive/ Mega CD)

Hands-free auto turbo.
Slow motion feature.
Special ergonomic design.
Independent turbo control.
Mode feature.

DISTRIBUTED BY INFOGRAMES LTD. 14 SMEDLEY STREET, LONDON SW4 6PF

Ascii Pad SN
(SNES)

Hands-free auto turbo.
Slow motion feature.
Independent turbo control.
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@ BALLL

This game may be
completely mad but there's
still masses of secret special
moves hidden away in it. Ed
“Pinky” Lomas gives you a
complete list.

KEY

P — Punch

K — Kick

J - Jump

F — Forwards
B - Backwards
U -Up

D — Down

L - Left

R - Right

+ - Press buttons
simultaneously

TAUNTS

To taunt your opponent,
simply press P,K and J at the
same time. This will increase
the power of the next attack
by either character so make
sure that you are quite a
distance from your oppo-
nent before attempting it.

BEGGING

When your character is
down to 3 ballz of energy or
fewer, they become
fatigued. When fatigued you
can beg by repeatedly
tapping D to restore your
energy. This leaves you
vulnerable, so execute from
a distance.

FINISHING MOVES

When your opponent
becomes fatigued, move in
very close and press U,U to
perform a powerful finishing
move.

END MOVES

After you've won a round
and your opponent is scat-
tered on the floor, it's possi-
ble to play with their ballz
(he he). Simply tap P a few
times and your character
will play with your exploded
enemy.

MORPHING

It's possible for any charac-
ter to morph into another at
any time in the game. You'll
stay as the new character
until the end of the round or
until you morph into some-
one else. The following
moves work for all the char-
acters.

Morph to Boomer- R,L,P+J
Morph to Bruiser- D,L,P+J
Morph to Crusher- D,R,P+]
Morph to Divine- U,L,P+J
Morph to Kronk- L,L,P+J
Morph to Tsunami- L,R,P+J
Morph to Turbo- R,R,P+J
Morph to Yoko- U,R,P+J

SPECIAL MOVES

Here's a list of the special attacks
which can be performed by each
character.

Boomer

Backside Kick — Win grapple with P
Pick up and Drop - K in close -
Left Handstand Kick — L,L,K
Right Handstand Kick — R,R,K
Head Hurl - B,F,P

Head Roll - B,F,K
Jack-in-the-Box Head — U+P
Self Destruct — R,D,L,U,P
Telescopic Arms —~ P+K whilst
crouching

Power Kick - D,F,K

g

Boomer headroll.

Bruiser

Hold and Punch - Win grapple
with P

Spinning Body Slam - K in close
Left Cartwheel — L,L,K

Right Cartwheel - R,R,K

Slide Tackle — D,D K

Torqueno - R,D,L,U,P

Buckle Throw - B,F,P

High Buckle Throw - D,U,P
Buckle Kick - B,F,K

Shoulder Charge - F,F,F
Cannonball Belly Flop - D,D in
the air

Face Dive - J+K

R

Bruiser finisher.

Bruiser throw.

Spin - F,B,F
Aerobics - U,D,U,D

Crusher

Hold and Kick ~ Win grapple with P
Horn Spike — K in close
Charge - F,F,F

Underarm Horn Heave - B,F,P
Overarm Horn Heave - B,U,P
Horn Fencing - F,F,P

Wind Up Punch - B,B,P

Wind Up Kick - B,B,K

Ground Slam - U,D,P

Foot Crush — U,F K

Left Headbutt - L,D,P

Right Headbutt - R,D,P
Rumble Charge - U,D,U

Crusher finisher.

Crusher joust.

Divine

Spanking — Win grapple with P
Ballz Lift — K in close

Flip and Throw ~ P+K in close
Reverse Cartwheel Head Scissors —
FhE

Left Spin Kick — L,L K

Right Spin Kick - R,R,K

Lunge Kick -~ U,U K

Spin - B,U,F

Knee to the Ballz - D,D,F

Fake Dizzy - D,D,B

Attract and Smack - F,B,F,B
Stunning Opera Singing - D,D,U
Neck Bite — Jump onto opponent’s
back

Divine finisher.
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Rronk

Bat ‘em Up — Win grapple with P
Tee Off - K in close

Overhead Club - U,P

Lobber Loogie - B,U,P

Flying Phlegm - B,F,P

Duck, Dive and Roll - F,F,F
Wind Up Punch - F,B,P

Joust - F,F,P

Club to the Ballz - D,D,P

Flying Down Spear - D,D in the air

Club Uppercut - D,U,P
Club Trip - P+K whilst crouching

Play Horsey — Jump onto opponent’s

back

Kronk joust.

Tsunomi

Face Pound — Win grapple with P
Swing Toss - K in close

Belly Charge - F,F,F

Flying Somersault Kick - B,B,J
Right Hop Kick - R,R,K

Left Hop Kick - L,L K

Karate Chop - U,F,P

Wind Up Punch - F,B,P

Wind Up Kick - F,B,K

Sumo Splash — P+K in the air
Meditate - U,U,J

Tsunali charge.

Turbo

Bicycle Kick — Win grapple with P
Throw and Punch - K in close
Charge Flip Kick - F,F,F

Turbo blow.

Turbo finisher.

Hover — K+1J in the air

Super Blow - F,F,P

Head Pound - U,F,P

Flying Dart — D,D in the air
Spinning Pile Driver — P+K in the air
with opponent

Wind Up Punch - B,F,P

Flying Knee —~ P+K whilst crouching

Voko

Head Spin - Win grapple with P
Gorilla Spin Throw - K in close
Backflip - U K

Grab Pole and Swing — U,U in the
Qir

Stun Fart - B,B,B,B

Left Swing - L,LK

Right Swing - R,R,K

Pull off Leg and Swing - D,K
Forward Roll - F,F,F

Gamera Spin Attack - F,U,U
Left Pole Swing - L,L,U

Right Pole Swing - R,R,U

Head Bongos - Jump onto
opponent’s back

Yoko finisher.

If you want to play as one of the
nine bosses, simply complete the
game and you will be transformed
into a boss. If you're a bit rubbish
at games, use this Pro Action
Replay code instead: FF30D
900XX. Replace the ‘XX’ with a
number from ‘00’ to ‘10’ to select
a character. Using ‘10’ lets you
play as a character called “The
Zombie". He is not in the game as
a boss and he can't attack either.

Action replay code.




@ SHINING FORLE 2 @ THE CHAOS ENGINE

Seeing as the game has just been released offi- This is the second half of my chart from issue 10 which
cially, here are a load of topper cheats for you allows you to choose any combination of characters on any
to try out. Firstly, to get the configuration mode: level, with a maximum of 30 lives, maximum power and
On the “SEGA” screen press up, down, up, loads of money too. As before, the *' represents the little
down, left, right, left, right, up, right, down, left, noughts and crosses board.

up, B. If you did it quickly enough then you will Characters World Password

hear a noise to tell you that it has worked. Skip Navvie and CPU Brigand 2 KF4VPWB7177B
through the old bag at the start and begin a 3 F6R36W1P8BFS
new game (or continue a saved game) to bring TFCBPWLCOB4*
up a cheat screen. The many options include Navvie and CPU Mercenary P*4VPSOT8B4*
speeding the game up, controlling your enemies PF836SDD8B7B
and seeing the end screens. P28BK1NZOB&Y
Once you've completed the game, either the Navvie and CPU Gentleman P*OBK2Y7FBCS
hard way or by using the cheat above, reset F6CBK2X7GB7*
then start a new game and after giving your 26RBK2*VFB7*
character a name you get a difficulty option. Navvie and CPU Thug YKHBKZZD*BC*
Also after finishing the game, reset then select Y6WBKZ07GBC*
to continue and straight away hold up and Start, K68BKZINHB*Z
then press C. A sound test screen should appear Navvie and CPU Scientist *6HBKOZ7GB88
before your eyes. KTMBKOO7FB9)
And there’s more. Again after finishing the F*8BKOMPBB78
game, reset and start a new game. Highlight Thug and CPU Brigand *6HBKYC2*B8D
“Exit” on the name entry screen, (after naming YPCBKXC2*B6Y
your character) hold Start then press A to allow F*8BKXPO2B9G
you to name all Thug and CPU Mercenary FKOBKY27FB8D
the other 2*MBKYB2*B9G
characters YT8BKYT5RBCS
in the game. | : ‘ Thug and CPU Gentleman 2YOBKV47GB8D
Hours of fun : K*4BKVTP*B7*
for all the . : *F8BKV5K3B7*
family. y . Thug and CPU Navvie 6TOBKWA47FB*Z
' y PFWBKW37GBF1
26RBKWJO8BC*
KFOBK9P7GB*L
PYCBK9318B3Z
*YRBKQTF4B*L
6*HBK*ZLSB8D
T24BK*4RGB9G
KPRBK*713B6Y
PTHBK7YG1B9G
PYCBK79Y7B9G
FTRBK76NLB6Y
TPHBK8XG1B*R
PYCBK8*W7B7*
62RBK85NLB7*
2YOBK57TGB*Z
2T4BK57TGB*Z
2P8BK57TGB*Z
F2HBK6N6MBHN
PFWBK68RGBF1
62RBK63SLBJO

Thug and CPU Scientist

Scientist and CPU Brigand
Scientist and CPU Mercenary
Scientist and CPU Gentleman

Scientist and CPU Navvie

@ NICRO MACHINES [ sonicrom

A strange tip, this one. Simply hold buttons 1,2 and
Start when turning the machine on until a green
screen with a smiling yellow ball appears. That's it,
it doesn’t do anything. It also works on all other
Codemasters handheld games: Pete Sampras
Tennis, S.S. Lucifer, Ernie Els golf and so on.

n e D
e @ BATTLECORPS

For a level select, enter the practice level and pause the
) game. Now, following in the Core Design tradition of hav-
ing cheats which spell something out, press: B,A,B,A,Right,
A,C,Up, Start (which spells B.A. Baracus from the A-Team).
The screen will flash to tell you that it's worked. Now pause
the game again and press A,B and C simultaneously to go
back to the title screen. Start the game and on the character
select screen, press up and down to select your stage on the
map at the top of the screen.
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In John Menzies computer departments, if you buy any piece of software on any format — you'll get £5 off. You'll also find
£5 off vouchers in all the magazines shown below. The more magazines you buy, the more discounts you can get. So, buy
the titles, rip out the vouchers and cash in quick.
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You've probably olready realised by now, but just in tose you're
completely inattentive, we've got all these 32K gomes right. And
they’re brilliant. And we got them before onyone else. And you
tan read about them in this ‘ere section ‘ere.

Ooh and don’t forget there’s all the usunl Megadrive, Mego-(D,
Master System und Gume Genr games too.

_________ Doom 70
et STAR WARS ARCADE 72

e | el @ UIRTUR RACNG DELUKE 74

WOLVERINE 78
POWERDRIVE 80
BLOODSHOT 82
LEMMINGS 2 84
PSVIHO PINBALL a5
ANIMANIACS 86
PITFALL 88
BUBBLE ‘Tl SQUERK 36
SELOND SAMURAI 97
FiFR ‘35 97
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MasterSystem
LAIME GEAR
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There’s a name
thats bound to get
any self-respecting PC owner all
in a frenzy. You see, Doom is often
ranked as one of
the greatest PC
games ever. And it is,
to be honest. It was one
of the first games to include
real-time textured mapped
landscapes - thus providing the
player with one of the most
realistic game environments
ever. Oh, it also happens to
2 include some of the greatest
BY: power-up weadponry in any
SEGA videogame and some of the
most hilarious “gore” ever.
Of course, only a really powerful
computer like a PC can run Doom.
PRICE: Until now. The Megadrive 32X has
£59.99 | more than enough raw processing
power to run a game like this and
Sega realised this pretty early on,
signing up the conversion rights to
HEI.E"SE: the game as soon as the 32X
LATE NOV “Mars” project was conceived at the
beginning of the year.
The result is excellent. Yes, the
screen has been reduced a tad, with
a border framing the action, but the
fact is that the gameplay remains
identical to the original PC game.
And, if the truth be told, the smaller
window is a bit of a blessing in dis-
guise. It means that there’s no
noticeable slowdown for starters - a
fault that even the PC version had
(if you weren’t running Doom on a
super-powerful Pentium PC).
In terms of playability, there’s no
doubting that Doom is good as ever. All the fun of chain-
sawing through the rampaging hordes, blasting soldiers
away with shotguns and using rocket launchers on unsus-
pecting crowds of the undead remains exactly the same.
The only other compromise in the game concerns the
amount of levels. There are 17 in all, which is quite a
reduction from the PC original. However, we've been
playing the game for a while now and although we were a
bit concerned about the shortfall in levels to begin with, it
doesn’t really seem to matter that much. There's plenty to
see and do on the 17 levels on offer and loads of secrets to
uncover and goals to reach.
Still, now the hard work’s been done in bringing the Doom
graphics engine to 32X, we implore the coders in Sega of
America to release a Doom: Special Edition on 32X CD.
With the near limitless capacity CD offers, the coders could
include hundreds of different levels... How about it, Sega?

B

|
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(ONTROL:
JOVPAD

CONTINUES:
nonE

Pop! Pop! Pop! Aargh, no Oh! Oh! Im still alive, jus
more please mister! No more! Please mister, call an ambu



Even though it's on a 32-Meg
cartridge, 32X Doom doesn’t
have all of the levels of the PC
game, which is quite a shame.
However, lastability isn’t
aoffected that much because
unlike the PC game there is no
load or save game option. This
makes the game incredibly
tough - especially on the ultra-
violence or nightmare levels.

Doom has five difficulty levels,
ranging from the absurdly simple
“I'm too young to diel” to the

sheer psychotic lunacy that is
“ultra-violence”. Doom is one of the
first games ever where you only
really want to play on the higher
difficulty levels. This is because it
entails blasting the crap out of even
more hell-spawned minions, and
basically the more violence there is,
the better the game plays!

Doom wouldn’t be Doom without the
incredible array of powerful weapons, ranging
from the near-useless pistol right through to
the impressive power of the BFG 9000 and the
sheer comedy value of the chainsaw. All of the
weapons of the original PC game are in the
conversion and searching for new tools is half
the fun of Doom.

Kuchunk! Blam! Noooo! Aargh! Budda! Budda! Budda! Budda!
nce. Oh grief, my head’s opened up! Ah! Noo! Urgh! Ah! Please mister!

Se=>< REVIEW

Presentation:

A wide range of
difficulty levels and
useful options, but
¥ not much else. Not
that much else is
really required.

Graphics:

A highly convincing
3D world. The tex-
ture mapped 3D is
totally stunning, with
much detail and a
fair lick of speed.

Sound:
2

Suitably atmospheric
music, along with
some brilliant sam-
ples for each of the
weapons and the
meanies. Excellent!

- Originality:

Well, it’s very
original for the Sega
platforms. You’ve

~ honestly never

~ played anything
quite this good.

Playability:

Brilliant. Dealing
death to the denizens
of Beelzebub has

. never been so rivet-
ing - and enjoyable!

Challenge:

Playing on any level
lower than “ultra-
violence” takes

' away most of the

- challenge - and the
enjoyment.

Luostability:

There are 17 levels
to master, each with
loads of secret bits to
discover. Definitely a
game you’ll keep
coming back to.

OVERALL:

" The best of the
three 32X titles

challenge,
atmosphere
and blood-
thirsty enjoy-
ment that
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never fails fo amaze us in various ways. Even
now, 17 years later, the movie still ranks as one
of the greatest space opera epics ever... and we'll
deck anyone who says it isn‘t, all right?
Adding to the film’s amazement factor is
the atmosphere generated, the superb
special effects, the sheer epicability of it
all. However, the most amazing thing of
all is that Sam Hickman has never seen
it... or any of the other Star Wars films
for that matter. Strange eh?
It came as no surprise to us to learn that Sega’s
crack in-house Japanese development team, AM3
(they of Sonic the coin-op fame) agreed with us
(well, apart from the bit about Sam) and based a
stunning arcade game around the accomplished
Model One coin-op technology. Dubbed Virtua Star
Wars, the game is graphically amazing and makes
excellent use of the Star Wars material.
Announced as one of the first 32X projects, Star Wars
Arcade was converted by a highly skilled team of 32-
bit programmers over at Sega of America, who
licised closely with AM3 in bringing this excellent
conversion home. Everything (just about) from
the coin-op is in there... and plenty more
besides. Those coding chaps and chapesses
saw, along with the rest of us, that the
original coin-op was waaaay too easy and
sought to improve it by adding different game
variations and a far tougher level of difficulty.
The effort has definitely been worth it. Star Wars Arcade is a fast, very slick
and unashamedly enjoyable arcade shoot ‘em up. It's not a game without its
faults - the gameplay is relatively shallow - but the spectacular nature of it is
enough to draw back the hardened shoot ‘'em up and Star Wars fans.

swr Wars is a movie phenomena that simply
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The intro of Star Wars Arcade is

1ooon | e

So, just how close is Star Wars

Arcade to the original coin-op? The
answer is “very close indeed, thank
you very much”. Yes, the graphics
aren’t quite as smooth or as
detailed, but the overall effect is
still very impressive indeed and in
terms of all-important' gameplay,
it’s actually better than the coin-op.

bound to go down well with Star
Wars purists. The start of the film is
replicated in polygon form, right
down to the scrolling-writing-
disappearing-into-the-distance
“Episode IV: A New Hope” bit. The
soundtrack plays in all its glorytoo.
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A Photon torpedos away!

FLOT  132¢

Betraying its Virtua origins
(although the coin-op was the first
Model One project by AM3) is the
choice of two different viewpoints.
The in-the-cockpit view enables
you to keep a track of enemy TIEs
via your scopes, but the external
view gives you some advantages
when it comes to actually shooting
them down.

N Suger 32X ety o
“emended and! mwe\ 2

[Arcade ]

STAR WARS areode gane.

Ly

This screen allows you to choose
between two different versions of
Star Wars Arcade. Opting for the
original arcade game allows you
to train up for your mission, or
take on the four-level terror of the
original game. The 32X enhanced
game variation offers plenty more
challenge, remixed levels and
more of them. Also, the Y-Wing is
flown for simultaneous two-
player missions, which remains
consistent with the Star Wars
mythos (two players fly the X-
Wing in Arcade mode, which is
odd considering the fact it's a
single-seater craft).

polygon-based
32X blast fest
which exploits
and benefits
heavily from

Presentation:

The intro from the
arcade version is
perfectly preserved -
the inclusion of the
Star Wars theme (fully
sampled) is a pleasant
addition.

Graphics:

Not as smooth or
detailed as the coin-
op’s, but still quite
close to the arcade in
terms of overall look.

- Some sections are

graphically amazing.

Very smart intro
music and accurate,
excellent sampled
sounds (right down
to Artoo’s scream),
let down slightly by
Hammond organ-
esque in-game tunes.

Originality:

Not very original at
all, being very
similar to a lot of
other 3D polygon-
based shoot ‘em ups.
Still, very original if
you only look at
Sega systems.

Playabili

The X-Wing and Y-
Wing are fast and
easy to control and
the blasting action is
extremely addictive
to begin with.

Challenge:

If you're playing on
your own, you've
got problems pal -
even on level one

| this game is

extremely tough. Get
a mate to play the
gunner role.

Lustahility:

Two different game
variations - both of
them extremely
tough. The urge to
see the next level
should keep this
game in your 32X
for ages.
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Virtua Racing

DELUXE

Sega's “Virtua” brand name is synonymous with many

ficulty, whilst Sand
k to master. The th
e original have be
of five tracks to

things: polygon graphics, superlative 3D, excellent
playability... you name it. Virtua Fighter and Virtua Cop
are undoubtedly amazing coin-ops, but let’s not forget the title
that got the entire Virtua bandwagon rolling - Virtua Racing.
~ Already faithfully converted onto the Megadrive thanks to the wonders of
RELEASE: Sega’s Virtua Processor, original coders AM2 have expanded upon their
LATENOV original conversion for the new 32X incarnation and the result is
undeniably superb. The new 32-bit conversion has everything you would
STVLE: want in a conversion. It's faster than the original conversion and a lot
DRIVING more detailed, but AM2 have actually aimed to improve upon the coin-op
by incorporating new cars and tracks. One of the criticisms levelled at the
PLAVERS: SVP game was a lack of depth - something rectified by this conversion. - :
1-2 Virtua Racing Deluxe certainly looks the part. Although the graphics aren’t er big news in Virtu
quite as detailed as the coin-op’s, there's still little to fault them on. It's a 1 here are now three
CONTROL: bit of a shame that the level of depth to the 3D is about the same as the , each with thei
JOVPRD SVP game, which is a real pain in the tunnels. You think you're about to ‘weaknesses. Along
emerge from the dark (because you can see light further on) only to be nula One car are sto
(ONTINUES: confronted with a sudden turn! In this respect, it's a shame the They all vary Ol
none polygons don't stretch into the horizon as they do in the coin-op. Yf hei g -
However, these are - all minor flaws really in what is a great game - i tne'r POty
G y g 9 2
and certainly one of the best racing games money can buy. eal more variety.

Presentation:

Loads of options, a battery backed lap
time and high score system, although the
presentation screens themselves look very
basic.

I’'m in two minds about Virtua Racing
Deluxe. There’s no doubt that it’s befter
.. than the SVP version released earlier
'« this year, being smoother, more
' detailed and possessing a lot more
depth (with the extra cars and tracks). A Virtua Service Station coming up
x However, for all the enhancements, it on the right. And a good thing
has more in common with the SVP game too, because I'm dying to do a
than it does with the original arcade polygon pee-pee. Grunt.
w ; mucslgige, which mcmsyh \ﬁn!’lhsee as some-
ing of a missed opportunity. Still, there’s no
denying that the game is fast, slick and e
smart to play - and with the extra cars and tracks
the two-player mode is even more fun than ever.
" Not the first title I’d invest in if | bought a 32X, but
_Virtua Racing Deluxe still ranks as one of the finest
~ road racers available for any home system.

Graphits:

Bright, colourful backdrops and
excellently animated sprites. Nothing
ground-breaking, but highly atmospheric.

Sound:
5

A range of decent enough music and
excellent sampled sound effects. The
engine noises are bit Flymo-ish, though.

Originality:

Well, not too much to be honest, although
it must be said that the range of polygon
based road racers isn’t exactly immense
on Sega systems really.

Playahility:

The Virtua formula is more than adequate-
ly rendered on the 32X version. Very simi-
lar to play compared to the SVP version,
but faster, smoother and more polished.

Challenge:

Completing all five tracks in all three
vehicles will take a long while, but the real
challenge is in the two-player mode.

Unlike the SVP Megadrive
version of Virtua Racing, the
deluxe edition saves your high
scores and lap record times off
onto the battery backed
memory. Not a brilliant
addition to the Virtua formula,
but welcome nonetheless.

| was totally amazed when | first saw
the basic Megadrive version of VR,
+. however | can’t say the same for the
= ¢ 32X version. Certainly the graphics are
&) : omarkedimr;ovemeniundtheexm
|

HEO006

~ cars and tracks can only be a bonus,
but it doesn’t seem that much of a step
up from the 16-bit version. This is proba-
bly because the Megadrive version, with
its SVP chip was about as a
conversion as you could hope for. Nonetheless, |
still don’t think could justify spending the
cash on this upgf: if already own the origi-
nal. For the rest of us h, VR Deluxe joins
Doom and Virtua Star Wars as one of the very
_ promising reasons for owning a 32X.

Lastahility:

The SVP Virtua was very lastable with
only three tracks and one car, and there’s
plenty more depth in the 32X version.

" OUERALL:
5 .
. Not the quantum leap we were hoping

q

Ooh, | can feel that battery back-
up working right now. Hmmmmm.

for in this 32-bit version, but still an
incredibly enjoyable road racer that’s
b well worth putting on your shopping list.
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b EYE orne BEHOLDER !

If there’s one genre of game that hasn’t really been explored on

Mega-CD it has to be the RPG, or role-playing game as it’s

known. | mean, can you name one? Well, if you were a clever

person aware of the grey import releases, you’d say Vay or

Lunar: The Silver Star. However, in terms of official releases, there

haven’t been any... until now.

Eye of the Beholder was a massive hit on the PC and Amiga, successfully

copying and expanding on the old Dungeon Master-style 3D RPG concept.

The Mega-CD version is virtually identical in every detail to the older

versions, but being on CD it benefits from superb sound effects AND bril-

MEGA-ID liant music from the greatest videogame musician in Japan: Yuzo Koshiro.

Fotiten In terms of the actual game, Eye of the Beholder is decent enough. The

concept of the 3D adventure has never really been explored properly on

Mega-CD and this game is certainly impressive. The quest itself is vast, with

a variety of creatures to battle and decent puzzles to solve (and they start

getting tough as early as level two).

For Mega-CD owning RPG wannabe gamers or Yuzo Koshiro fans, Eye of

bt the Beholder is well worth getting. Remember though that Shining Force CD
RELEASE: is on thg way as is Dungeon Master: Skull Keep - both of which look most =

impressive.
, DeCemBer
L STVLE:
‘ RPG

Pll“:EHS:

2 character generation screens
your characters to your own
. And you can give them funn
as well, or match friends’

(ONTROL:
JOVPRD

(ONTINUES:
none

Presentation:

Not much, although the range of options is
brilliant and the character generation
program is a bonus.

Graphics:

In these days of Doom, EOTB looks dated -
but this is an RPG, not an action-based
game.

Utterly brilliant music and sound effects
from Yuzo Koshiro. Astounding stuff.

Originality:

Original stuff for Mega-CD, but the concept
self is very similar to Dungeon Master on

the home computers.

Pluyabhility:

The icon system makes the game easy to
get into and progress is initially quite
quick.

A Cor! What a
hunk.

Loads of levels to puzzle and battle your
way through - and it’s not easy by any
stretch of the imagination.

Lastohility:

There’s plenty of game in there, but the
lack of thrills does diminish the game’s
replay factor.

"OVERALL:

Combat is simply a matter of pressing the B Currently the best RPG available for the
buﬂ:o.n over your selected weapon. Not very Mega-CD... and it’s a brilliant music €D
exciting but better than “You hit Gandalf for as well!

five hit points”.
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AND THE FIRST THREE GAITES!

of Star Wars (or any of its sequels) for us. It doesn’t mat-
ter how crap or bizarre your version of Star Wars is - we
want to see it. Entries will be judged on “special” effects,
content, dialogue and overall polish and amusement fac-
tor - let’s face it, we’re not looking for a spot-on replica
of the film. We just want a real laugh, that’s all.
Our sister magazine Computer and Video Games ran a
similar competition a few years back and the response
was overwhelmingly smart - and we expect nothing
less from our fine readership. So get to it: we'll be
printing selected entries in a future issue
of SEGA MAGAZINE.
The closing date for the
competition is
, December 15. Get
those “Camcorder
Classics” in NOW!

SEGA MAGAZINE has got hold of one of the
first Megadrive 32Xs to enter the country - along with
the first three games.

If you don’t know just how ace and totally all-power-
ful the Megadrive 32X is, well, check out the reviews,
showcases AND free supplement in this issue! Just
imagine, you could save yourself a grand total of
£350.00 by entering this competition.

One lucky winner will walk away with a
spanking new Megadrive 32X along with
copies of Doom, Virtua Racing Deluxe and
Star Wars Arcade.

And actually, it’s Star Wars Arcade that
we’re basing the entry requirements for this
competition around. What we want you to |
do is create your own Camcorder version

8 CEEA )
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on a comics series that actually translates

the heroes in question well. | mean we’ve
seen X-Men with most of their powers siripped
away along with the Avengers and Spider-Man
being reduced to mere shadows of their comic
selves. To be honest, we were expecting much
the same from Wolverine, the latest Acclaim
comic translation.
But, credit where it's due, the programmers have
handed in an excellent Wolverine game. Yes, it is a
platform game, but the coders have managed to make
Wolverine almost as tough as his comics counterpart -
with the notable (and regretable) exclusion of Wolvers’
infamous berserker rages - which aren't in there at all.
However, what moves have been included are superb.
It's possible to string together combinations of
Adamantium attacks on your foes that really look smart.
It's the perfect reward for the amount of time you need
to put in to master Wolverine’s attacks.
Comics related games are almost always too easy as £
well (with the notable exception of the otherwise dull ; L
Spider-Man/X-Men team-up).- but not Wolverine. This 1y X ;
game is incredibly tough to master - and even the very
first level is packed with different challenges. ! ¥
In many ways Wolverine is an exiremely successful -
game. The actual gameplay is tough, challenging and
enjoyable, and the translation of Wolverine from page to t p §iEXTERTE prei
screen is pretty good.
What more can we say? Yet another decent platform ez ®
game for the Megadrive. Looks like several thousand i g TELE
people have a difficult decision ahead of them (if they . .
don't like Dynamite Headdy).

C an you recall any Megadrive game based

HARARAT

'

LLLLLLE‘

£
J )r
| 1
1
'

Jod dod

INAARNA NS HAR

k

A Ooh look there’s a first aid kit! But isn’t Wolverine
supposed to be invincible?
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Wolverine’s progress through the game is
hampered by some impressive bosses. As well as
the super-villains in the game, Logan is attacked by
the likes of huge helicopters and massive cannons.

There’s even a small
amount of logic
puzzling for Wolverine
to sort out in this game
- specifically on level
one where you need to
throw levers to turn on
lifts and suchlike.
Thankfully, the
intellectual
requirements of the
game lessen drastically
afterwards, allowing
you to get on with
filleting the bad dudes.

e

SRR e ot ke e o

Just about any one who’s ever given Wolverine
any hassle turns up at some point in this game.
Although they all have a fair amount of moves at
their disposal, they’re pretty unimpressive
compared to Wolverine himself.




- fans are
. surely goi
fo over
this latest
Acclaim
release,
successfull
capturing
character on
silicon as it
',.'dbel:;l-’or the rest of us, I’'m not
really so sure. As a game, it
looks great and plays well,
and I’'m not arguing about the
challenging nature of the title
::e all. 1 i;nsmn:’ mlf?r there are
nty of of atform games
out gﬂm moment which are a
B i oty ant B
Dynamite a i
~and Knuckles being the big
three. Wolverine is a fine
game all right, but it’s
certainly not a classic.

i Wolverine is a

very
accomplished,

deep, involv-

A

coders put a lot effort into the
character of Wolverine himself.
Although not quite as vicious or
dexterous as he is in the
comics, he’s still equipped with
a fair amount of moves - using
the claws to climb walls is very
Wolverine indeed. There’s no
denying that the game will
take ages to complete as well -
the amount of levels and the
sheer variety in each makes
this a game that always comes
up wi some!hin? new to
throw at you. Wolverine is
basically a decent, solid game.
Finally Wolverine fans have a

game they can really enjoy.

ﬁ‘; k

Presentation:

Nice comic cut screens
- but why can’t you
skip the first
(extremely tedious)
credit screens?

Graphics:

8 A greopf range to the
graphics, some nice
animation and decent
definition on the main §
characters. Some
levels are a tad
spartan though.

Not the game’s best
aspect - the music on
some of the levels is
depressing, quite
frankly.

nriqinulitv:

Very little indeed.

Playahility:
Getting to grips with
Wolverine is initially
very difficult indeed,

I but once you’ve got
the knack, the game
is quite addictive.

Chollenge:

Even the very first
level is packed with
challenge - and there
are plenty more
where that came
from.

Lastahility:

& Once you've seen
everything the game
loses a lot of its
appeal, but defeat-
ing the final levels
will takes aaaaages.

OVERALL:

A slick,
playable,
extremely
enjoyable
platformer that
makes good
use of the
licensed comics
material. A
must-buy for
Wolverine fans.
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latest realistic driving game, only to
find it’s actually not realistic at all?
Too many times probably. With the
exception of Virtua Racing, racing sims
have a strange tendency to completel
ignore any features involved in real driving
- as Sega’s appalling Outrun series on the
Megadrive proves rather well. However, US
Gold intend to put a stop to all this with
their latest, super-realistic-all-the-thrills-
and-spills-of-rally-driving racing sim,
Powerdrive.

And hats off to programming house Rage, as
they've actually managed to come up with a
rather original concept. Instead of the usual glossy
affairettes with over-endowed babes hanging
around after the end of every race (just for a spin
in your souped-up Lamborghini of course), you're
presented with a mini, then expected to burn it
round the countryside in deepest, darkest Norfolk
or somewhere. And, lets face it, this is probably
the closest any of us are going to get to real
racing this side of a $1,000,000 sponsorship from
Sega. So at least it’s realistic.

Of course, there's plenty of different motors to
choose from, this being a rally sim and all. If
you're really lucky and dead good, you'll get to
ride the RS Cosworth - surely every boy racer’s
dream, There’s a multitude of tracks to choose
from too, all with a variety of weather conditions,
all obviously affecting the handling of your car in
some irritating manner.

This new slant on the age old genre of racing is
certainly a novelty and it's fun for a while too.
Unfortunately, though, it seems as though the
programmers haven’t thought through the
concept properly, resulting in a sim that lacks
variety and any graphic realism. The cars handle
badly (true, this would probably happen in real life
too, but it's the controls that are at fault here) and
although they look good on the intro screens they
look pretty unimpressive on the track. The effects
employed when a car spins or crashes are also
pretty poor — on most cars a single chuff emanat-
ing from the bumper is your lot. There’s no two-
player mode either, which raises serious doubts
towards the game’s lastability.

If Powerdrive was a little faster and paid less
attention to the more fiddly aspects of “real”
racing, it would be much more fun, As it stands,
the absence of a two player mode and the
frustrating controls really let it down. You can
probably buy the original Micro Machines for
around $30, which may not attempt to replicate
real driving, but it's certainly a much better laugh
than this.

H ow many times have you played the
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Get the money.

Test your skills
on the twirly
track.




Presentation:

Nothing special, but
everything that should
be there is, if you
know what | mean.

soms: e

Graphics:
Well, the cars look
good....

The tunes are okay,
but the engine noises
are particularly
pathetic.

This is how you design
real cars too, you know.

ﬂrlglnnhtv:
Look, just because

it's original, doesn’t
mean that it’s big or
clever or anything.
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Pluyahility:

Instantly playable,
although the controls
are a bit frustrating
at times.

(hallenge:

Getting through each
level isn’t too
difficult, but finding
your way out again
is very tricky indeed.

Lastahility:
The lack of a two-
player mode limits
the lastability and
the action gets a bit
samey after as
while.

OUERALL:

Fun, but
the
original
Micro
Machines
is better.
And
cheaper.




- another Doom-esque adventure offering plenty
of gratuitous violence and an extremely high body
count - a recipe for a top game if ever there was one.
But with the real thing offered on the 32X this month,
can a Megadrive adventure of this ilk still pull in the
punters?
When Zero Tolerance was released on the Megadrive a couple
of months back, it caused a fair few waves in the SEGA
MAGAZINE offices. For a start, no one thought it would be
possible to create a Doom clone
on console, but here was this little
gem of a game doing the business
rather well thank you very much - Tommy G in his full
albeit on a much smaller scale. morning glory.
However, now that Doom’s about
to be released on the 32X, any
other newcomers are about to
have a lot more to live up to.
At first glance, it seems as if
Qiiae Bloodshot measures up to its
MEG 7 ) predecessors rather well. The
3 > game’s atmosphere is suitably
mean and moody, incorporating
great graphics with incredibly ;
BY: tense gameplay. There's loads of 7
DOMARK weapons to pick up, aliens fo kill ==l HE e
: == and some fairly fast-paced action
too. And unlike Zero Tolerance, i e
5 _ where the levels just go on and on ! = ety
PRICE: . without a break, the game is split
'I'Bn A i, b into twelve levels, with huge
o . bosses to kill at the end of every
stage. To make things even more
tense, you also have to find your
RELERASE: way out of each level in around

JANUARRY about a minute, which is very

difficult indeed, but does give the
game more of an exciting edge.
Another advantage that Bloodshot
holds over ZT is that there's a

H ot on the heels of Zero Tolerance comes Bloodshot

JEHR TN (EIY
PER I L
1L AL

& i

& . ) T\ split-screen two player mode AND ; it
| STVLE: i a head to head option, both of
SHOOTING ,
% which can be played on one
< Megadrive (instead of having to link up two Megadrives and
Himt o buying two copies of the game). This easily doubles the game's
lastability as even if you've completed the game, it’s still great
PLAVERS: fun to play it over and over again with a friend. =
A 1-2 Unfortunately though, there are a couple of rather serious faults =
i to be found too. For starters, there’s not nearly enough aliens to =
. kill, and there’s hardly any gory deaths either. Part of the fun in =
(ONTROL: Zero Tolerance was the extortionately high bodycount and the
JOVPRD lack of such a feature in Bloodshot makes the action, well,

slightly boring at times. The sound is absolutely dreadful too -

the pathetic bleeps intended to replicate gunshots or fatally

CONTINUES: wounded enemies are laughable, and there’s no background —
music at all. [ —— -
Probably the most serious fault in the game though, is its difficulty. —
Actually killing each level guard and all the aliens is simple _—— =
enough, but it's getting out of the level that proves a problem. I've —— :;l': it
lost count of the amount of times I'd killed everything, only to die z -
on the way out. This wouldn't be so bad if there was some kind of P 5 o e
password option or a couple of continues, but you're supposed to As in both Doom °’,‘d ‘ ;
be able to get through all twelve levels with just three lives. Zero lT?Ie‘;““‘fe’ there’s . -
However, even with the above faults taken onto consideration, sv::" ::"s :n:i KevE 1o B =
Bloodshot is still damned good fun, especially in two-player colle':t, all with 4
mode. It's just a shame that the overall product seems a little differing results.
rushed and rough around the ages. However, in Bloodshot you’ll also have to hunt down oxygen

as without them you'll die very quickly indeed. Ulp!
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Splut! Gore-a-rama!

i ‘ After seeing
Zero Tolerance
’ : acou le of
(2 - s ago,
’ wenllknew
% that more
e Doom clones
were on the

W ,nlﬂwu,ﬁ:l’
do‘:’ny’"hink'

is
much fun as ZT.
both have lundummm':l'
ull'hough it seems
shot is much more ragged
around the edges, and there’s a
lot less action too. It does h:gv: a
good two- Icyer mode tho
5 ahhougﬁl;; dou’v know :fi?l”s‘:iloll:e
can justify a purchase. 5!
l'hatlsomeom would combine the
best features form this and ZT to

make a awesome
advemurr:.cgnodshﬁ is good, and
at times it’s really tense, but

there’s just not enough features in
there for a top-class game.

e X

§ Lo B géfv blood-
‘ =¥ tting, but |
: ) was surprised
E- at how closely
%“ Zero Tolerance
came to i
capturing
feel of I’he

something that Bhodshoi
somehow fails to do. For a start
there’s no gore, which is vital to
the enjoyment of Doom and ZT.
Blowing up robots just isn’t as
% the 3D is no::ce-
ably jerkier making it difficult to
mbov'ye around freely. Rather than
around comors, taking
b:gd'tes with sneak shots,
you just end up blasting away in
a face-to-face situation, hoping
the other guy bvrs it first. Also
::!:d u::nd, a vir:e part of this
d ric , is
mm‘:!?; Ieascgg;“eoodshot
is , but Zero Tolerance
is iy superior.

After you've killed the huge alien
at the end of every level, you have
to find your way back out to the
exit. A time limit of around a
minute is set, and the screen also
flashes red, making for a very
tense situation. Failure to find the
exit results in an untimely death,
as does running out of oxygen at
any point in the game.

OUVERALL:

Not as
slick as
Zero
Tolerance
but great
fun
neverthe-
less.

d presentation, but it

there’s not much
variety from level to
level, and the level

| 16meg cartridge.

| couple of new

| difficult, but finding
| your way out again

| be returned to again

Presentation:

There’s some in~gume

Pro

seems as if the majori-

| ty of the product has
been rushed, hence

the lack of any decent
presentation screens.

Graphirs:
Although the sprites
are fairly detailed,

guards are poorly
animated.

Bleepy sounds which
would be more at
home in Astro Wars
rather than in a

Originality:

A fairly original
concept for the
Megadrive, with a

features in there too.

Playuohility:

Takes a while to get b
into, but there’s ~

| plenty of levels and
! bonus areas too.

(hollenge:

A Getting through each

level isn’t too

is very tricky indeed.

lustublllty

The inclusion
two player mode
ensures that this will

and again.
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o matter how civilised
N you become, it seems you
[ust can’t escape those
everyday problems. Take the
lemmings, those rodents with a
penchant for jumping off cliffs.
Since their first game, they’ve made
a concerted effort to better their pitiful .
lives, settling down into little communities, growing afro hair-
styles and even turning to such foul habits as pipe smoking.
Alas though, they still wander around aimlessly, just wait-
ing for fate to deal them a bad hand. Quite a problem
when you consider that a cataclysm is going to wipe out
the whole race unless they evacuate Lemming Land. At
least, that’s what their top astronomer predicted
before he slipped up in the bath.
In truth, this plight is nothing more than an excuse for the

; e .M ticism f
sequel, Lemmings 2. Once again it's a quest to save T sk

those cheeky | ings.
the poor saps from mass suicide by guiding them e L A anig

safely through each hazard packed level. For those
of you unfamiliar with the art of lemming
preservation, this is done by gifting certain
lemmings with specific skills, such as bridge
building or digging. Easy enough, if only
you can work out the correct method to
each level.

That's the basic theme behind the

original Lemmings. This being the sequel,
you'd expect a bit more for your pound of lemmings, so what's new? Well, the
lemmings are now divided into 12 tribes, each living in a different environment such as the
highlands, the beach, even space. The biggest improvement however,is the range of new
skills. There are now 40 types of lemming with specialists in bazooker shooters, attractors
(whose music makes others stop and dance) and Magno-boot wearers (who can walk on the
ceiling).

Lemmings 2 is certainly an impressive puzzle game. However, for all its new features it doesn’t
really build on the original. If you liked the first game and want more of the same, or if you
just a puzzle fanatic looking for something cerebral, Lemmings 2 is probably the best puzzle
game you can get. For those of you who like your games a little more lightweight, be warned

- you’ll be bored to death!

Coo! Look at those top

Y  graphics!

Ithough it’s great fun in the

arcade, pinball has never

worked very well on the
Megadrive, lacking excitement and
most of all, essential realism. This
hasn’t deterred many developers
from attempting to replicate the
genre though, least of all
Codemasters, who have spent over
two years developing what they
believe to be the most realistic pinball game EVER. Hasty words, perhaps?
Well, maybe not. Initially, it may not be quite as impressive or fantastical as Pinball
games of the past but Psycho certainly has all the features you’d expect to see on a real
pinball table in a real arcade. You can set everything from the speed of the ball to the
titling sensitivity, and there’s even a dot matrix band along the top of the screen, where
you can play sub games if you gain enough points — just like
the real thing!
There’s four tables in all, three of which are theme based
and have a multitude of sub games and separate challenges
- traditional games such as Blackjack pop up, and there’s
more bizarre challenges too, like popping ulcers on a huge
whale on the abyss table.
The fourth table incorporates the other three tables, and
although it doesn’t have any separate sub games, by hitting
certain parts of the table in sequence, you can access differ-
ent tables. This is certainly the most difficult stage, but it's
also the most fun, as you can accumulate a gigantic score and the different tables stop
the game from becoming monotonous.
However, it has to be said that most pinball games, although initially fun, suffer in terms
of lastability, because there’s just not enough features to keep you coming back time
and time again. Fortunately though, | don’t think Psycho suffers in this way, as in addi-
tion to its great playability, there’s plenty of litile puzzles to solve, and there’s a four
player option too. Yup, four mates can take turns to play for high scores, and of course,
this this is the feature that will have you returning time and time again, and puts Psycho
in a different league to all those other ‘not quite” pinball sims.
Pinball sims may not be the most exciting game genre in the world, but Psycho is easily
the best one to date, with loads of great features and a high addictabilty rating. And
although it's not as ground breaking as the stunning platformers we’ve seen of late, it
gives miles more value for money and at least you'll still be playing it when Dynamite
Headdy and Earthworm Jim are gathering dust in the back of your cupboard.

SEEA




Presentation:

A lengthy, but dull intro and some pretty
standard intermission screens. That’s all!

Graphis:

Hardly pushing the Megadrive to its
graphical limits, although the three-pixel
high | ings are ingly ani d

More of those annoying tinkly tunes
L ings was fi for. Little |
screams foo.

Originality:

Whereas the original Lemmings was
highly innovative, this sequel just follows
in the f ps of ! !

Ployahility:

Responsive controls and easy-to-use icons
make it easy to get into, although the
gameplay can be extremely tedious.

Rock-hard! Most of the levels will perplex
you for some time. Not a game for stupid
people.

Lostahility:
If you like to flex your head muscles this’ll
keep you going for ages.

[
K. E ? ; .
BENE B HE_IV 3 ;.
gy 7 ey .

\

. \ S Possibly the best puzzler around,
A The thilkpertkod but only recommended to

levels push the ‘
Megadrive to its limits. (/ : ) hardcore puzzle fans.

=i

Presentuotion:

Four different tables, loads of preferences to set
and a large amount of sub games too.

H -
Graphits:
The graphics place more emphasis on fun rather
than detail, but they're perfect for a pinball sim,
and there’s lots of variety too.

There’s more than a few nods to Micro Machines
in there, but with the original Micro Machines
programmers working on it, what did you
expect?

Originality:
No, pinball isn’t foo original, but as a console

conversion, this has some pretty neat touches
and is miles ahead of the competition.

ey
.

Playubility

The more you play it, the more features and

secret games you'll find.could hope for.

There's four difficulty ratings, although all four
provide a decent degree of challenge.

A This table is a bit scary. I'm

frightened.

: Lastability:
A Loads of action in j The four player option along with the variety of
this shof, folks. s [y tables ensures that this will be returned to again
and again.

B

OUERALL:

Simply one of the best games around.
Make sure you get it.




destruction. Yup, the three Warner Brothers Wakko, Yakko and Dot (except the last

one is a girl, which kind of spoils the continuity), fresh from their smash hit cartoon
series, have been converted to the Megadrive for an adventure guaranteed to be even
funnier than the TV series. Which wouldn’t be very hard thinking about it.

You may have heard of the Animaniacs - cute little furry things with an appetite for

But wait! | know what you're thinking. You're
thinking that this is going to be one of those games
where you visit different film studios for a “fun”
adventure, which in fact turns out to be incredibly
dull indeed. However, in the spirit of the Nineties,
the Animaniacs activities are focused more around
solving puzzles rather than bashing baddies, and
the object of the game is to collect various items
from film sets - all very peaceful and interactive,
but not necessarily fun at all.
And instead of selecting one suitable Warner
sibling to play certain parts of the game, you're
lumbered with the three of them throughout the
entire adventure. Of course, you can switch
between characters whenever you want, and
indeed you'll have to if you intend to progress very
far into the game. Each character has a special
power which enables them to manoeuvre various
obstacles, — Wakko has a huge hammer to bash in
any stationary objects, Yakko can push, pull and
punch people with his springy hand and Dot, well
- Dot can flirt.Which is useful for charming foolish
men and doe-eyed animals, but doesn’t do much
for the profile of female characters in games.
Anyway, although this adventure does attempt to
offer an original slant on the standard platformer

by incorporating puzzle elements, all the chopping
and changing of characters makes for a slow
game, and it doesn’t give you that instant
satisfaction you come to expect from top
platormers such as Earthworm

Jim or Sonic and Knuckles. And although the
platform/puzzle genre is still fairly novel on
the Megadrive, it's never been mind blowing
fun - Bubba n Stix and Puggsy are surely the
best examples so far and both fail dismally
on the lastability front.

Still, it has to be said that Animaniacs
is more instantly appealing than any
other game of its type, and the

puzzles are generally more

simple and fun to solve. /
However, the subject matter
could be just a little bit too
cutesy for most, and when
there’s such an abundance
of great games being
released at the moment
(Konami’s Probotector and
Sparkster included) this
may take something of a

back seat. .

A Hello little puppies, would you like to come
and see some kids?

A Give us a hand with this crate. | need it to
prop up that jar on the next page.

EGA
1! y i

If there’s
one type of
game | can’t
stand, it’s
the platform
/puzzle
gerv;l;;.
Everything
about them,
from the
“brain taxing”
puzzles to the laborious
stop/start gameplay makes
my skin crawl, and | can’t see
that Animaniacs is much
different. It's not as dull or
frustrating as other games of
the genre such as Bubba’N’
Stix, but it definitely lacks any
kind of adrenalin pumpin
action. | can see that it wi
appeal to fans of the genre,
and in that respect it's better
than any other platform/
puzzler Vve played, but for
me the combination of those
awful cartoon characters and
that annoying stop/start
gameplay just doesn’t add up
to what could be classed as
an enjoyable game.

. Platform/

" puzzle
games have
never
worked on
me much in
the past, but
this particu-
lar attempt,
combining
Konami’s

programming talent and
Warner Bros cartoons, has
more than a ring of Tiny
Toons Adventures to it. Of
course, it's the puzzles that
make Animaniacs different
and for me these are also
what ruin the game. Sure,
they are very clever and, to
start with, quite fun. But as
the game progresses the
tend to slow it down an
you just end up repeating
the same section again and
again, accompanied by the
same tortuous music. Had it

been pure platform action |
think Animaniacs would
have been much better.
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Nooo! Don’t drink from that jar
you cheeky little chimps. Erm, pups.
Erm, cartoon things.
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See, that box
came in useful,
didn’t it? Props
up that crate
quite nicely don’t
you think?

Young Dotty
woos a bird
with her

kissing powers.
Of course, this
kind of philan-
dering between
different species
of the animal
kingdom is
quite disgusting!

Presentation:

Lots of nice option
screens with
passwords and the
levels are broken
down nicely too.

Grophics:
Nothing special, but
they do remain true
to the cartoon and
there’s plenty of

. variety too.

Words cannot
describe the true
horror of the
in-game tunes.

nn mullt\;

There’s been

of these puzzly/

platformy affairs,

but they still remain
| fairly novel, and

there’s some neat

touches in here too.

Playuhility:

If you're into these
types of games
you’ll probably find
it very compelling,

¥ but otherwise...

Challenge:

Indeed, ra
challenging all
round.

Lostahility:

Depends on your
intellect really, but
will definitely last
longer than your
usual platformer.

"OUERALL:

Great if
you're into

that sort of
fhmg, ut for
action addicts
it may prove
too dull and
repetitive.




ow many platform games and icon characters have we been
subjected fo over the last few months as reviewers for the
world’s greatest Sega-related organ? Loads, thai’s how
many. We’ve seen Sonic crop up along with new hero Knuckles,
Earthworm Jim, Dynamite Headdy, Sparkster, The Lion King... It's a
huge list to be honest, but the fact is we can’t really complain that
much because all of those games have been top-notch products -
with Dynamite Headdy reigning supreme as the best platformer on
the Megadrive, despite what others might tell you.
However, all of these platform heroes are mere whipper snappers compared
to a certain platforming hero. He is, arguably, the first videogame platforming
icon. His adventures were wowing punters on different videogame platforms
e around the same time that the world discovered PacMan. That someone is
‘m. - Pitfall Harry, star of Pitfall, a game first released by Activision many moons
ago. Now he’s back, but not for long, as he mysteriously disappears - and it's
down to you as Harry Junior to track down Dad and save him from a mysteri-
ous menace. Sounds a bit reminiscent of Indiana Jones and the Last Crusade,
except the actual game has bits of all the other Indy films thrown in for good
16-MEG measure.
: Basically, Pitfall: The Mayan Adventure, to give this sequel its full moniker, is
a platform game, casting you as an Indiana Jones lookalike, running,
BY: jumping, yomping and whipping your way through hostile jungle terrain. The
ACTIVISION full terror of the jungle, along with legions of possessed and undead creatures
stand in your way.
For their latest Pitfall outing, Activision pullled out all of the stops, hiring top-
quality animators (responsible for, amongst other projects, Fern Gully) and
PRICE: sounq engineers (more Hollywood talent recruited there with movies like In
1R The Line of Fire to their name). The result is an excellent looking platform
game with some superlative soundtracks. Thankfully, Activision haven’t
skimped on the gameplay either, which is fast, fluid, enjoyable and action-
packed. It really is liking starring in your own Indiana Jones flick - which must
RELERASE: hqve been the original idea behind this game. i ! )
DECEMBER If it had been released four months ago, we would be singing Pitfall’s praises
unreservedly. In fact, the only thing stopping us from recommending this
without hesitation is the fact that Pitfall is a platform game, and the Megadrive
boasts some of the smartest platformers ever devised - some of them released
in the last couple of months. Check out the list at the top of this review for
starters. These games may make Pitfall look like “one of the crowd”. Yes,
there are better examples of the genre, but don’t forget Pitfall when it comes
to buying your next platformer - you might be pleasantly surprised by its many

1 Plllll‘llﬂm charms.

Pt 2 SEEA
PLAVERS:
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& [ONTROL:
JOVPRD
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Who remembers
the original Pitfall

Pitfall Harry Junior is one of the game on the Atari
most athletic platform heroes ever to V¢S and €64
grace a console. Sure, he can run (amongst others)?
and jump, but Harry is just a cut No? Well, we do.
above the rest. Harry can double Just to remind you One of Pitfall’s more noteworthy aspects is
jump, leaping off a wall to reach a  young whipper snappers what you're the inclusion of much interaction with the
higher platform. Other moves missing, Activision have included a game’s backdrops. There are loads of different
include the use of his whip (Indiana  perfect conversion of the old game. things to make use of including death-slides,

Jones style) to good effect. trampolines and a lot more besides.
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Just like Earthworm Jim and
Aladdin, Pitfall has two layers of
platform frivolotiy to every level.
What this basically boils down to
is the fact that you can’t reach
every platform just by jumping.
Sometimes you need to find the
right ramp to take you into the
“background” or “foreground”
in order to progress.

Don’t worry
son, that skull isn't
your dad’s. Old

\,Dlgger Pitfall’s
skull was made
out of four big

& ool
4 pixels. -
’

Presentation:

A nice look to the
game overall, and
quite a nice range of
options. Not bad.

Graphirs:
Loads of animation
and plenty of smart
backdrops packed
with activity.
Impressive.

Very nice indeed,
with an excellent
range of jungle
soundtracks and
appropriate sampled
soundtracks.

Originality:
Oo-er. Not a lot.
Even the character
himself owes a lot to
Indiana Jones. But it
" doesn’t adversely
affect the gameplay.

Playahility:
Very nice indeed.
Harry has plenty of
moves to take

| advantage of - and
he’ll need them all in
this taxing game.

Challenge:
Quite difficult to
begin with, but after
about an hour’s
I play, experienced
/" gamers will suss out
what’s what.

Lastahility:

Loads of levels to
uncover and explore
along with plenty of
secret areas to find.

; A great-

looking,

playable
platformer.
Slick and
emoyoble,
Pitfall is one

of the better
plotform games

for th
Megodﬂve
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SEGA | played the
: adrive version of
There’s no doubt that ~  Mickey Mania quite a
Mickey Mania is a % bit last month, and
superb platform ' although there’s
= ¢ game, but why Sony nothing much origi-
{ P ; | the need to < nal to be found in
release it on both terms of gameplay, it's
Megadrive and Mega- certainly great fun to
CD is beyond me. Yes, play. The same goes

it has superior music
and Mickey’s falsetto
speech features far more regular-
ly, but that’s about all Mickey CD
has to offer over its cartridge
counterpart, Still, if you own a
Mega-CD and you want Mickey
Mania, this would seem the obvi-
ous version to go for. If however,
you're just looking for a decent
tformer, there are far better
cartridge choices you could go for,
namely Earthworm Jim or
namite Headdy.

for the Mega-CD version, mai
because it’s almost identical to it’s
16 bit counterpart. There are a
cougle of new features in there
such as added animations and
some wonderful music and speech
samples, but there’s none of the
intros, option screens and other
extra bits and pieces you come to
expect from Mega-CD games. Still,
there’s no doubt that this is a
great release, even if it isn't quite
as good as other platformers

‘ve seen 5

sk

g e _.

o
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Presentation:

Not quite up to the usual Mega-CD stan-
dards in this department, but then who
really needs a ten minute intro with five
option screens and a comedy death
routine anyway?

Graphics:

Loads of original features and plenty of
different styles too, although the style may
be too cutesy for some.

I'm not sure if the music has been lifted .
directly from the cartoons, but it sounds 0
wonderful.

Originality:

There are some really original features
such as the 3D chase, but overall, it's just
more of the same.

Flugubilitv:
It’s a bit repetitive in places, but it's pretty
addictive stuff.

;‘,

\ Challenge:

As Disney games go, this is pretty tough,
but platform addicts will probably
complete it in a couple of days.

\ Lastahility:
It’s fun enough to want to play it again
after you’ve completed it, and there’s a

secret level to discover too.

" OVERALL:

A great release, but lacks
excitement and originality.
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is a skillet of curried beans, the most powerful platter in

" West. Why, one fart of these beany vapours packs enoug
blow the andlebar moustache off a gentleman’s face from

paces. Yes sir. Well, now those bean-sodden bowels are pointi

you. So tell me, you feelin” lucky... varmint?

The Lethal Enforcers are back! However, unlike in the first game you .

hard-nosed 1970’s cop bringing law to the Streets of San Francised

Magnum .44 and mirror-shades combo. Nope, this time rour L(r

nosed 1870’s deputy bringing justice to the Wild West wﬂh’ybu

and jangly spurs combo. !

Apart from that though, it's much the same game.

Steering a target around your TV screen, the aim

is simply to shoot any villains before they get

you. Now though, instead of taking on the

clone-brothers of David Soul, you

have to face outlaws, el gringos, ..

saucy showgirls and red injuns.

Mind you, don’t go thinking

it's you against the world.

These evil-doers must all

be in the same villain gcmg,(,.~ 1

because they all recite the :

same chilling quote, “You

couldn’t hit the broad side of

a barn!” And always in the

same male Texan accent!

Spooky phenomenon or limited

use of the Mega-CD’s storage

space? You decide.

Of course, the big selling point

of the original Lethal Enforcers '

was the fact that it came packaged

with the Justifier gun, identical in

almost everyway to its arcade

counterpart. Lethal Enforcers 2 may

not come with the gun, but it's still

compatible with it, making for

much gun-slinging fun. And

indeed it is fun, even wifh

just joypads. But for top.

entertainment (and

full challe




It may be the nineteenth century, but
you have more ballistic firepower than
just beany farts. Starting with your six- o - e : s o
shooter you can pick up shotguns, tommy : S Presenmtinn-
guns, gatling guns and even cannons. > e e iy
Although how you carry those around ] o i iy The usual smattering

with rupturing your gas-ridden bowels is ey o g - e & ;fuocﬁh;:es.' 'lr)l?; 'g‘::ne
a mystery.

. o CHEERSE is neatly cobbled
A Tomato sauce all round! 2 3 dabiehel 0 fogethet though.

Have you noticed how the
cowboy here and to the left
have been hit in exactly the

Graphic

Grainy, but not so
much as to ruin the
game. Apart from
that, it's arcade
perfect.

Imagine a square
dance remix of ‘A
Fist Full Of Dollars”
coupled with smart
gun sounds and
 limited speech.
That's your lot.

Originality:
Shooting games are
common on the

: e Mega-CD, but if you
A Hmmm, Special Brew or want to fire an infra-
Thunderbird Red? g red gun the Lethal

Enforcers games are

in a league of their
own.

-l Playuahility:

Simple by nature,
. but fun nonetheless.
More so if you fork
out for the light gun.
Or even two.
¢ -
l" - — "

A Hey, nice hat.

Challenge:

Not too hard with
the joypad, but very
tough using the light
guns. Two players
make the job easier
though.

=y

A “Anyway right, it was this
big. Saw it with me own eyes.”

Lastahility:
You‘re bound to
come back to test
your sharp-shooting
skills and improve
your score. That's
the fun of it all.

OVERALL:

Not
everyone’s

skillet of
beans, but if
you want to
shoot at your
TV you're sure
to enjoy this.
Expensive for

the full
package,
though.

From battling in the saloon to

To fully enjoy the game, you need to use chasing an explosive-packed
the infra-red Justifier guns. Unfortunately wagon, there’s more variety
these have to be bought seperately. Still, if here than in the first Lethal
you’re that kind of spend-thrift you may as Enforcers. You can even shoot
well buy two (in unthreatening blue and background items such as lamps
pink) and enjoy duel gun-slinger action. and pianos. Best of all though, is

a quick-draw duel-out.
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mEGn_tn at is it about (

shoot ‘emups  \

BY: . that they always have

Ut the same sl'oryzne?

e An evil alien armada is
PRICE: ‘88 attacking Earth and the only

fIBA hope is to send in a one-man

spacefighter to take out the <
RELEASE: whole fleet and destroy the L .
1BR giant alien queen-bug at the /J \
)
e a0
& d

CD. Name says it all really,
PLAVERS: | doesn't it? It's obviously a

game about a dragon-rid- -

ing bunny girl who has to
SLONTROL: . retrieve a key from a

. giant racoon if she ever :
Jovran " hopes to get her lunch. { -
CONTINUES: ~ Yeh. Hey hang on!!
] InfleedhKeio Flying Squadron has 3 : " | > %

a less than ordinary plot. The racoon in question, known endearingly as the ’ 3 5
evil Dr Pon, has sfcr))iez a golden key. Thig key has the power to unlock all the Jitros in Keio Hiytuy
secrets of The Ark (as in Noah’s) giving Pon mastery of all the world! Of
course, he would never have gotten the key if its guardian - a bunny girl
called Rami - hadn't bunked off to buy cakes. So now it's up to her to get the
thing back, or there’s no dinner, you hear?
Bizarre as this plot is, it doesn’t make any difference to the familar format of
the game. In other words, you fly through each level shooting everything in
your path and battle a huge boss at the end.
And it all started so promisingly, didn't it2 Well hang on, because this game
may play familiarly, but it certainly doesn’t look it. Steering a flying bunny-
girl around is just the tip of the iceberg. The enemies you have to face take
the form of puppies on flying carpets, little birdies, flying dolphins and clock-
work chickens. As for the bosses, expect nothing less than cattle-powered

tanks and bug-eyed aquatic robots, all built out of bamboo. @ Sound:

end. Why, here’s a good >
STVLE: . example right now, Keio
SHOOT ‘EM UP Flying squadron on Mego- »
o

seen on the

Presentution:

A long cartoon intro, the usual options and
an amusing bit of CD loading animation.

Graphirts:

Bright, colourful backdrops and excellently
animated sprites. Nothing groundbreaking,
but highly atmospheric.

Keio Flying Squadron doesn’t exactly demonstrate the finer qualities of the
Mega-CD. In fact, it could just as easily be a cartridge game were it not for
the excellent CD tunes. What it is though, is a enjoyable, cheerful shoot ‘em
up. Not up there with the best of them, but quite possibly worth a look.

Great spot-effects coupled with a little
warcry, but it’s the music that really lifts
this game, Brilliant.

Originulity:

There’s nothing original about horizontally-
scrolling shoot ‘em ups, but we haven’t
seen that many lately, perhaps ever on the

1 first played Keio Crikey, this game Mega-CD.
. Flying Squadron cisapo ool iy Pluyahility:

. over a year ago

Totally responsive controls and extremely

)

¥ over a year ago

N . A H
{ Sy L e o o plaped e
» 24 sopanese this on import. It
Pl import ‘“}d "h°'." € was great then, but .
" oughly enjoyed it. a year on, the ' Challenge:
At a time when peo- gameplay has aged Quite a toughy as shoot ‘em ups go, but
ple were Wﬂiﬁﬂg for slight y That’s not to there’s always a logical pattern to beating
the Mega-CD to demonstrate say that the game isn’t worth a i
_ its capabilities, it was all the ool Hrs Sl el enign 3
5 el 3 amount of decent shoot ‘em ups H H =
more surprising fo see an ordi- available for the Mega-CD cmg lﬂ'-it“h“'tv-

Once completed, you've seen all there is to
see, but you may come back just for some

Keio Flying Squadron must be
the best scrolling shoot ‘em up

na oving its worth.

Squadron is a good game, as available for the system. S ceires oafvgy.
S L iere ove for boner | —
Admitedly, there are far 3
shooi'em'ups around such as OUE“nlL

Thunderforce IV or Robo Aleste

An enjoyable, playable blaster that

on MOQG‘CD, but you could do doesn’t push the Mega-CD’s capabilites,
. worse Mn give Keio FS a go. A Rami’s many attacks, : but adds a good game to its catalogue.

including her dragon
kids smart bomb.
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Here at SEGA MAGAZINE, we often receive desperate talls from near sviddol individuals. However, sulvation
is at hand. As a service to our noble and beloved readership, we give you the opportunity to catch up on those
issues that you might have missed. The price? £4.95 per issue for UK residents, £5.95 for “overseas”.

ETERNAL
LHRMPIONS

“Better thun A
Street Fighter i1
mET—

ISSUE ONE

January 1994

Exdusive Eternal Champions fea-
ture and review. Toe Jam and Earl
2. Doctor Robotnik's Mean Bean
Machine. Virtua Racing preview.
Street Fighter 2: ultimate

players’ guide.

FREE! Deluxe book, featuring the
first shots of Sonic 3 along with the
highlights of Sonic's illustrious
career.

ISSUE TWO

February 1994

Exclusive Solr:{3 review and show-

case. Castlevania: The New
Generation feature. Sega Multi-
Mega

exclusively revealed! Dracula
Unleashed review and showcase.
Mega-CD previews spectacular!
FREE! Rather stunning Eternal
Champions AND Sonic 3 posters!

MmEGEHA ORIVE MeGR-Co

ISSUE SEVEN
July 1994
More Megadrive 32: first casing pictures revealed to the
world! Over 150 pictures of HOT work in progress Saturn
titles! Dragon feature and review! Incuded in the line-up
of top reviews: The Incredible Hulk, World Cup USA 94,
Mortal Kombat CD, Body Count and plenty more too!

@RITRIN'S ORLY OFFICIAL
Temm

Ennzus
P

"~ 4 sTmeers oF RAGED
. INTREDIRLE FOUR
BEGE PREVIEW

SUB-TERRANIA
THE BLASTER OF ‘34
EHCLUSIVELY REVERTED

| &[0
ISSUE THREE ISSUE FOUR
March 1994 April 1994
Comprehensive CES show report, Virtua Racing! Review and 12-
including first Saturn pictures. page feature with

Previews spectacular, including
Streets of Rage 3, Sub-Terrania,
Mega Race, Battlecorps, Soul Star...
and more! Reviewed: Ground
Zero, Texas, Double Switch,
Skitchin’ and plenty more besides!
Interview with Lead Sonic Games
Designer!

complete course breakdown and

Jimmy White Snooker exclusive!

PGA Euro Tour, Sub-Terrania,
Game Gear NBA Jam. Treasure
feature: secret games (that still
aren't out!) revealed!

MEGH oRIiva mass-com

ISSUE EIGHT

August 1994

FREE! Superb 16-page supplement packed with everything
you need to know about Super Street Fighter I1. Enormous
Mortal Kombat Il feature , plus first screenshots of the
Megadrive 32X... and even more superb gear!

programmer interviews! Stunning
Saturn: Sega release official shofs.

Reviews include The Chaos Engine,

ISSUE FIVE

1994
Megadrive 32! 32-bit upgrade
announced - we inferview Sega’s
European Product Direcior for the
WHOLE story. Streets of Rage 3:
incredible feature and review.
Sonic merchandise round-up.
Daytona coin-op revealed!
FREE! Superb ‘n’ very useful Sonic
3 mega-map!

MeGs oARIvVvEe mMEGAa-~co

ISSUE S

June 1994

32-bit special! Virtua Fighter and
Daytona Saturn work in progress
stories - with loads of pics! First
Saturn casing pictures! Reviews:
The Jungle Book, Master System
Ecco, Marko's Magic Football, Pete
Sampras Tennis... and more!
FREE! Four totally exclusive and
lovely-looking Virtua Racing post-
cards!

ISSUE NINE
September1994

FREE! Top notch Mortal Kombat I1 poster! Exclusive! First
look at the latest Mickey Mouse game! Full Mortal Kombat
Il review along with a frankly enormous eight page
Megadrive 32X work-in-progress showcase.

B e T T e L ad e T T

| ENCLOSE CHEQUE/ POSTAL ORDER MADE PAYABLE TO EMAP IMAGES FOR

BACK ISSUE(S)
JANUARY 94 ISSUE1
FEBRUARY 94 ISSUE 2
IMARCH 94 ISSUE3
APRIL 94 ISSUE 4

MRAY 94 ISSUE S

JUNE 94 ISSUEG

JULY 94 ISSUE7
AUGLST 94 ISSUES
SEPTEMBER 94 ISSUES
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ADDRESS

PLERSE SEND THIS COUPON
AND PAYMENT T0 SEGA MAG-
RAZINE, BACK ISSUES DEPART-
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EIGN PARK, LATHKILL
STREET,LEICESTER, LEIG 9EF.

PLEASE IMAKE PRAYMENT BY
(HEQUE/POSTAL ORDER OR
CREDIT CARD. DON NOT SENT
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REUIELY

- 4

BY SEGA

SYSTEM: GAME GEAR
SIZE: 8-MEG
RELEASE: NOVEMBER
PRICE: TBA

=

Bubble and Squeak could
be described as a plat-
form game of all trades.
You get your obligatory
cute characters, the col-
lection of endless bonuses

BUBBLE AND 5QUERK

plus a fair old amount of puzzling. Something for everyone, then.
The gameplay is remarkably simple. Collect loads of icons, find your
mate Squeak and then make your way to the exit on the level. It may

sound simple, but believe me, it is not. It's flipping ro

ck hard, in fact.

You see although Bubble is pretty agile and fast, Squeak has all the
athletic abilities of a comatose beached whale (well, that's a bit unfair
actually because he does move around a bit). However, what he can

extra platform, o

the truth be told.

plicity and bland

~ %
SN y
r’ “3'
A 3

to glean from Bu

do is make himself useful for
3 Bubble in all manner of ingenious
| ways, such as using his head as an

r even by spring-

boarding Bubble up to higher plat-
forms. It's all pretty ingenious if

It must be said that despite its sim-

graphical style,

there is some degree of enjoyment

bble and Squeak.

It's bound to be overlooked of course, due to the lack of hype and the

fact that no expensive license has been attached to it
shame, because although this game is not
outstandingly spectacular, it's still the source of
much enjoyment.

| certainly wouldn’t put this at the top of my
imaginary shopping list, but it still a decent title
worth some attention when you next visit your
parochial software emporium.

RICHARD LEADBETTER

POLWUER RANGERS

BY SEGA

SYSTEM: GAME GEAR
SIZE: 4 MEG
RELEASE: DECEMBER
PRICE: TBA

You can carry them around on the

front of your lunchbox, you can carry

the action figures around in your

pocket and now you can carry them

around in your Game Gear. That's .
right, the Power Rangers have arrived [
on Sega’s handheld.

As you'd expect, it's beat ‘em up time

as you select a Power Ranger to bat-

tle evil Rita Repulsor’s putty

patrollers, before battling her chosen
champion and then clambering into

the Megazord for a clash of the

titans, before going through the

whole routine again with a new vil-

lain. Just like the TV series really.

Like the Megadrive version, it's

packed with presentation and this is what
makes the game such a laugh. However,
whereas the Megadrive game was quite poor,
Game Gear Power Rangers comes across as far
more highly enjoyable and even looks better.
Perhaps not in the league of Mortal Kombat i,
but certainly good fun, all the more so if you're
a Power Rangers fan.

TOM GUISE

. And that's a

PRESENTATION 70%
GRAPHILS 83%
SOUND 78%
PLAVABILITY 83%
(HRLLENGE 87%
LASTABILITY 85%
OUERALL 84%

ERNIE ELS GOLF

SYSTEM: GAME GEAR
SIZE: 8-MEG

BY: CODEMASTERS
RELEASE: OUT NOW
PRICE: TBA

Who on Earth is Ernie

Els2 Well, Codemasters

reckon he’s a top golf player, thank you very
much, so we'll just have to take their word for it.
Which is fine by us, as, while golf may not be at
the top of your exciting Christmas gaming list, this
will certainly outlast ANY other Game Gear game
you could care to mention. It’s also the best
attempt at replicating golf we've seen on the
Game Gear so far by a long way. In fact,
Codemasters have done the handheld proud, the
graphics look nothing like the blurry, blobby golf-
ing attempts in the past — they resemble PC golf-
ing graphics more than anything else. There’s
even some digitised screens in there too.

Anyone who has ever played PGA Tour Golf will
have some idea of what the gameplay is like, but
for those who haven’t, almost every option you
could wish for in a golf sim has been included.
There's your usual one-person-against-the-com-
puter option, skins challenges, multi player
options, and blow me down if there isn’t a prac-
tice driving range and putting green too. The con-
trols are also realistic and although there is some
update time after taking every shot, it's well worth
it for the ace graphics.

This really is the best golf-

ing sim available for the

Game Gear, with both the

graphics and the gameplay

being of outstanding quali-

ty. Buy it and you won't be

disappointed.

SAM HICKMAN

SYSTEM: GAME GEAR
SIZE: 8-MEG

RELEASE: OUT NOW
PRICE: TBA

Apparently everyone's
favourite console hero is
back for yet another wild ‘'n
wacky adventure. Except
no one liked him much the first time around.

This time, Taz has somehow ended up trapped on
planet Mars, and must escape, like, right now. Only
someone forgot to tell him that us Earthlings are
becoming just a little tired of his platform antics,
especially when they don’t seem to change much
from one adventure to the next. Taz does have a
couple of new moves to add to his latest all-singing,
all-dancing repertoire, he can eat more objects (cue
hilarious cartoon sequence) and he can spin up and
down walls too.

There’s more levels, but although they’re all very
nice, it's just other people’s ideas bunged together
in a very average kind of way. It's not that difficult
either — most gameplayers could finish this in a day
easily.

There will probably be plenty
of people who enjoy this, as
somebody out there keeps
buying this type of game. |
wish they wouldn’t then per-
haps whoever it is that keeps
making them would stop.
SAM HICKMAN

PRESENTATION: 75%
GRAPHICS 80%
SOUND: 78%
PLAVABILITY: 74%

[HALLENGE: 79%
LASTABILITY: 61%
OUERALL: 62%
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LEIMIMINGS 2

BY PSYGNOSIS
SYSTEM: GAME GEAR
SIZE: 4 MEG
RELEASE: DECEMBER
PRICE: TBA

Ever been sitting on the train
and suddenly felt the uncon-
trollable urge to have a
game of Lemmings 22 No?
Well neither have we, but all
that was supposed to neatly tie in with the fact that Lemmings
2 is out on the Game Gear. A bit poor we know. Sorry.

Neatly packing in just about everything its big Megadrive
brother has, Lemmings 2 features all those wacky new lem-
mings you've been hearing about, such as Magno boots lem-
ming, lcarus Wings lemming and Laser Gun lemming. On top
of this, there’s all those new zones to play in, from the
Egyptian Zone and Mediaeval Zone, to a Sports Zone and
even space.

Unfortunately, as with the Megadrive version, all these new
features really don’t amount to much. Nearly all the new
Lemmings seem to just perform variations of the same tasks
and the different zones are purely cosmetic. Admittedly
though, the graphics are superior to the original Lemmings,
with the clear, colourful graphics making it much easier to see
what's going on and the user-friendly control system makes it

EWILDER

o i D

EXT] W 53

BY EA

SYSTEM:
MEGADRIVE

SIZE: 16 MEG
RELEASE: DECEMBER
PRICE: TBA

When FIFA Soccer
came out on the
Megadrive a year
ago it caused a sen-
sation. With its
incredible graphics, 3D isometric pitch and awesome sound, it's
still arguably the best Soccer game around. Well, from the
amount of enquiries we've had (especially from one particularly
annoying caller) it seems you’ve all been waiting eagerly for
the follow up. So here it is.

As with EA Sports’ other sporting sequels, FIFA ‘95 uses the
same game engine as its predecessor. Hence, the graphics and
playability are much the same as before. What is new, howev-
er, are all the exira features that have been added to the
game. For a start, there are more teams. An incredible amount
more. Over 200 in fact, from all the World Cup teams down to
the individual countries’ teams. And with 11 different leagues
this means you can pit Liverpool against Arsenal or even
Tottenham against Milan. On top of this, the players have been
refined. Better passing, more moves and more powerful shots
all build on the gameplay of the original FIFA.

All these new features do add quite noticeably to the action,
making FIFA ‘95 much more enjoyable than its predecessor.
Although, not so much that it would warrant a purchase if you
already own the first game. If, however, you've always wanted
to buy FIFA Soccer there’s never been a better time.

TOM GUISE

PRESENTATION: 92%
GRAPHICS: 90%
SounD: 91%
ORIGINALITY:74%

PLAVABILITY: 90%
[HALLENGE: 84%
LASTABILITY: 92%
OUERALL: 90%

all very playable. At the end of the day though, if you've
already got the original Lemmings, there’s not a lot here to
warrant buying this too, Unless you're a hard-core Lemmings
fan with a uncontrollable urge to play more Lemmings levels
on the train. For the rest of us, this is a superb puzzle game,
but then puzzle games aren’t everyone cup of tea.

TOM GUISE

[ T
‘AST FiRAnRD

PRESENTATION: 85%
GRAPHICS: 82%
SOUND: 74%
ORIGINALITY: 67%
PLAVABILITY: 78%
CHALLENGE: 96%
LASTABILITY: 82%
OUERRALL:79%

THE SECOND SAMURAI

BY PSYGNOSIS
SYSTEM: MEGADRIVE
SIZE: 8-MEG
RELEASE: DECEMBER
PRICE: TBA

of when it comes to

Megadrive games, it's

Amiga conversions.

Commodore games just don’t seem to convert well onto
Sega’s 16-bit system, which is odd considering how much in
common the two have in terms of technical architecture.

It was with this in mind that | loaded up The Second Samurai.
What greeted me impressed me quite a bit. For a start, the
graphics are excellent (although the main character’s anima-
tion is a bit dodgy). The backdrops and sprites are all of a
remarkably high standard. What's more, the game is packed
with large sprites battling it out at a fierce rate of knots. It's
quite impressive to behold - you do actually get the idea that
you're involved in a massive ruck. In this sense, there’s not
much to touch it really on the Megadrive. Even the

Streets of Rages of this world don‘t compete in terms of
sheer freneticism.

The basic plot isnt just violence. It's a case of running
around the platform levels freeing the lost souls of your
brothers, or something like that. As you can see I'm not real-
ly that fussed about the plot. It's action I'm interested in, and
The Second Samurai more than delivers. It's not the most
awesome game you can buy this Christmas, but | recom-
mend taking a look.

RICHARD LEADBETTER




NEXT MONTH....

b e— sl W
REVOLUTION:

¢

Next month we probe deeper into

Sega’s new 32-bit powerhouses: Megadrive
32X and Saturn. s‘
We'll bring you exclusive reviews of the [
second set of 32X releases, along with more
previews of top secret 32X projects deep in
development within Sega.

Plus, we'll be jetting over to Japan to witness |
the launch of the Sega Saturn. Watch out ﬂ
some totally exclusive, not to say stunning, ‘ﬁ
coverage. /
So, what's on the cover then? There are two
incredible possibilities currently lined up. But
we aren’t giving anything away yet.
Ahahahahahaaa!

SEGA MAGAZINE, DECEMBER ISSUE, OUT NOVEMBER 15.
SUPERLATIVE COVERAGE OF ALL THINGS SEGA FOR THE PIFFLING SUM
OF £2.45 OF YOUR ENGLISH POUNDS STERLING.
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“Better Iooking than

Dominik Diamond - Gamesmaster & Radio
» "

90% 90%

MEGA SEGA POWER
SUPER MINTERDD, e e

“Mickey Mania: The Timeless Adventures of Mickey Mouse" is a Disney Software/Sony Imagesoft co-production. © The Walt Disney Company.

“Mickey Mania: The Timeless Adventures of Mickey Mouse” is distributed by Sony Electronic Publishing Ltd. Sony is a registered trademark of Sony Corporation. Imagesoft s a registered trademark of
Sony Electronic Publishing Company. © 1994 Sony Electronic Publishing Company. Al rights reserved.

Sega Mega Drive and Mega CD are trademarks of Sega Enterprises Ltd. Super Nintendo Entertainment System™ is a trademark of Nintendo. Al rights reserved.
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