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Dixons games testers don't just play the long ball game.

When we test a football game, it’s got to be on top form.
To pass our fitness test,

the more you play it, the better the gameplay’s got to get.
It needs to be as realistic as the sting from a wet plastic ball
on the thigh and as exciting as a Brazilian forward line.
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Some games just deserve to be sent off!
So we won't sell them.

What’s more with our price promise, if you can get a game
cheaper elsewhere we’ll refund the difference.*
“Do I not like that?”

We think you will.

|
|
1

T e wremronnd et cose

* We will refund the difference on the spot if you can get the same product
with the same offer, cheaper locally. Just come back to wus within 7 days of
purchase, with the details. The product must be new, complete and available for
immediate delivery. This guarantee excludes mail order prices/offers.
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espite o series of heinous disasters this month, cuimi-
nating in the purioining of several of our top-spet
Macintoshes, we’ve still managed to put together o

rather excellent issue (even if | do say so myself).
'y First of all, us you can see from the spectaculor cover, weve monaged to
" stoop everyone else in bringing you the first shots of Sega’s Ecto the

Dolphin 2 gume. I’'m a big fun of the Mega-{D version, ond this looks like being light years
ahead (the 3D bits are astounding). In the preview stakes, we bring you early looks ot top-
notch gumes like Dynamite Headdy, Urbon Strike, Micro Machines 2 and Rebel Assoult.
Ever looking to the future, we bring you the ERCLUSIVE first pics of the Megadrive 32
upgrade. From the looks of our mailbag, there’s o fuir bit of speclation obout what the
thing’s actually going to look like. Here (und only here) is where you find out. And, sticking
with 32-bit, we bring you exdusive work-in-progress showtnses of next generation
gumes currently being developed by Sega of Japan. Once again, no one eise hos owess to

the materials we’ve got.

Con’t orgue with that impressive line-up really, cun you? Well, glandng at my SEGA
IMAG strotegy document, | cun honestly say that the best is yet to come. Stick with us...

RICHARD LERDBETTER

This
month,
Ricky
was pos-
sessed
by the
evil robot
spirit of Brainiac. Which
was quite a pleasant
change to be honest.
Whilst it must be said
Brainiac does have a
certain way with insidi-
ous plots and indescrib-
able tortures, he just
can’t compare with our
own home-grown
super villain. And
Brainiac pays better
wages, too.
Unfortunately, this
blissful state of affairs
was not to last as even
Brainiac couldn’t stand
Rich’s constant barrage
of 2 Unlimited and
Haddaway records.

Affection-
ately
known
around the
office as
Scientifically
Adjusted
Mutant - for that is what
she is - Sam spent much
of the last month in
preparation for the par-
tial solar eclipse, a
great event on the
astrological calendar.
As the moon passed in
front of the sun (or
whatever it is happens
in eclipses) Sam per-
formed the necessary
incantations to bring her
eternal power over the
mortal world. Sadly,
this ceremony involved
sacrificing a Galapagos
Islands giant turtle on
the MD’s desk, an
action rudely interrupt-
ed by gun-toting envi-
ronmental activists.
Aah. 1
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Tom’s behaviour was
showing marked
improvement recently,
until he made the mis-
take of reading three
thou-
sand
comic
books in
a single
sitting.
Sadly,
what
passed
for his
brain
has now
been completely
destroyed and Tom now
spends his days swing-
ing from the rafters in
the office, with an eye
mask on trying to
engage “the evil Dr
Jeff” in single combat.
Tom also wears his
pants outside his
trousers, but then he’s
always done that.




It's funny when you think about
genetics. The physical structure
of each human being is depen-
dent on billions of pieces of
organic coding. Yet still, against
all odds, some humans turn out
looking almost exactly identical
- right down to their hair! One

such particularly unbelievable
example was recently noted in
our very office. Study if you will
this photo of Rich. Now cast
your eyes across to the photo of
Ace Ventura - Pet Detective
nestling next to it. Now look
back. Now cut them out, swap
them round and round and try
to work out which is which.

Incredible eh?

Whilst we were produc-
ing this issue, the office
was burgled and Rad’s
expensive Apple Mac
computer was half-
inched,
prevent-
ing him
from
doing any
work at
all. You
can obvi-
ously
imagine
how dis-
traught he was, having
to delegate all his
chores to Tom G. This
sadness was tempered
by the acquisition of
Rad’s nice new stereo,
worth almost exactly
the same as, say, his
Mac would fetch at a
second-hand shop.
What a coincidence.

FOXV (ORV
aka 0i 0i TOMMY BOY

Tom’s foot-
ball obsession
reached new
heights this
week when
he backed
out of an all-expenses
paid day out to stand
out in the streets (along
with about a million
other people) in the
hope of catching a tiny
glimpse of his favourite
team (the Goooners)
from about ten miles
away. Tom also bought
a “souvenir paper” he
thought had a crowd
photo where you could
almost imagine you
could possibly glimpse a
hint of a picture of him.
It turned out to be his
mate who’d borrowed

his sunglasses.
PS. Tommy says “Thanks for all the

CD entries; everyone's a winner with
SBTB...” Oh yes.

Richard Leadbetter ~Mental Defective

INR. ZIE
(to you)

Jeff has been in violence
heaven since his discov-
ery of a sadistic toys
emporium -
ambrosia
to Jeff’s
sensibili-
ties. Jeff is
particularly
- proud of
his new life-size replica
M16 air machine gun,
which is capable of
putting little hollow
plastic shots through
quite impressive thick-
nesses of material (skin,
bone, vital organs etc).
And being the caring
parent, Jeff’s kitted out
junior with a replica
Glock handgun, loaded
with high-explosive ball
bearings and a barbed

chainsaw bayonet.

PS. Whoever nicked my Mac can
contact me for a fight. Anytime.
Anywhere. Really. Cheers. J.
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Try out all the latest, greatest games
at LIVE '94, the UK’s most exciting consumer

electronics event.
)

Enter the Games Zone. Put the
hottest new games from all the top software

writers to the test.
o

Quiz the gurus from your favourite
magazine, The Sega Magazine, in the Games

Arena. Get the lowdown on some incredible

tips, hints and cheats.

o~~~
-

Experience Capital Radio Live at
LIVE — 95.8 Capital FM Stage. 1548 AM
Capital Gold concerts. Dolby Home Cinema

Promenade. TV Times Live Television Studio.

Young Newspaper Feature. BPIA Future of
Photography. Yamaha/TES National Youth
Rock & Pop Awards. Focus on Multimedia.

7

Get your hands on a ticket. Phone
the LIVE hotline or return the coupon now.
Remember — if you're under 16, you must
have an adult with you at LIVE '94.

THE CONSUMER ELECTRONICS SHOW

EARLS COURT  LONDON
20-25 SEPTEMBER 1994

b
>

LIVE HOTLINE:
0891 500 103

Calls cost 39p per minute cheap rate and
49p per minute at all other times.

i Please tell me more about LIVE ‘94 and
i how | can get a ticket to the UK’s most

Please return this coupon to:
LIVE ‘94, News International Exhibitions Ltd.
Europe House, World Trade Centre,
St Katharine-by-the-Tower, London E1 9AT.



ELLO THE
OLPHIN 2

One of the top-selling videogames of 1993 (in fact,
if memory serves, it was the fourth top-selling
game) was Ecco the Dolphin. It’s not really surpris-
ing either. Ecco’s blend of super-smooth scrolling,
eerie sounds, spectacular scrolling and epoch-mak-
ing gameplay made it an instant classic. It was def-
initely THE most original title of the year.

And now, after a successful conversion onto Mega-CD, Ecco is back in an
adventure twice the cart size of his first. Ecco 2 revolves around the alien
queen he defeated in the first game. Said alien has followed Ecco back to
Earth and now intends (once again) to steal his friends and set about uni-
versal domination. So, yes, the story is odd, particularly considering it's a
game about a dolphin - but who cares? Ecco 2 is shaping up to be as suc-
cessful as the first game. The most obvious thing about the sequel is the
quality of the graphics. If you were impressed by the first game’s, check
these exclusive shots out! Thanks to the aftermath of the alien’s actions in
the first game, there are special tunnels that lead up from the ocean - in
effect, Ecco can now take to the skies!

The second thing to grab you is the character interaction. Just like the
original game, there are plenty of marine inhabitants around to talk to
and set you tasks - and thanks to the extra memory, there’s a far wider
diversity of things to do, not just rescuing dolphins. But perhaps the most
revolutionary thing about the game is the introduction of a superb 3D
bonus stage - boasting some incredible visuals. Ecco 2 is shaping up
extremely well and should be as awesome to play as the original - if not
more so. The game is being released in September, so stay with SEGA
MAGAZINE for more exclusive coverage.




Capcom of Japan have released the
first shots of the home version of Super
Street Fighter Il. The shots on this page
are taken from the actual Megadrive
version.

No one outside of Japan) has been privileged
enough to see the Megadrive version, but a few
snippets of information about the game have been
released.

First of all, the game is a mammoth 40-meg!
This fuels speculation that SSF2 is in fact a conver-
sion of the new Capcom classic: Super Street
Fighter Il Turbo (which features ANOTHER new
character along with hundreds of new animations,
which might account for the addition of another 16-
meg on top of SF2: SCE’s 24-meg spec). However,
the conversion isn’t finished yet. In the current ver-
sion, the game has speed settings similar to SF2:
SCE, but the extra moves and hidden boss of SSF2
Turbo were not in... although that could be subject
to change, apparently. Let's hope eh?

Still, as you can see from the shots, the game
looks very similar to the coin-op, with some stun-
ning graphics, and all four new characters
(Cammy, Dee Jay, Fei Long and T Hawk). In terms
of gameplay, we can report that it's as close a
conversion as any one could ever hope for.

All being well, we should be bringing you a lot
more coverage... and soon.

SPARKSTER SHOT

Konami’s crack coders have been busy
putting together the sequel to Rocket
Knight Adventures, and it’s shaping up to
be a right “corker”.

Featuring gameplay even faster and more furi-
ous than the last game, Sparkster boasts more
sprites to do in, along with a far larger game
area. And being a Konami game, you can
expect to see plenty of technical wizardry
brought to bear in the form of some massive
bosses.

Take a look at these pictures and prepare
yourself for some preview-related action soon.
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PROBOTECTOR

You can’t beat a bit
of Probotector can
you eh? If you're
wondering just what
Probotector is, know
that is also called
many different
names, such as
Contra and Gryzor.
Ringing any bells
now?

Well, here’s your opportu-
nity to check out the
Megadrive version any
way. The game’s looking
excellent at the moment,
featuring all the scrolling
blasting action you could
possibly want. While it
lacks some of the flash
technical trickery of some
of the other versions, it
more than makes up for it
with legions of enemy sprites to waste. Also in the new
features roster you'll find a choice of four different char-
acters, adding variety and lastability to the game -
something which isn’t exactly synonymous with previous
Probotector offerings.

As we're sure you'll agree, this is all looking rather
nice. Look out for a top preview in the next couple of
issues of SEGA MAGAZINE.

Already a hit on other 16-
bit systems, Virgin are
bringing Interplay’s excel-
lent Rock “n’ Roll Racing to
the Megadrive. To prove it,
here are exclusive screen-
shots of the conversion.

Basically, Rock ‘n’ Roll Racing casts
you as a warrior driver of the apoca-
lypse, participating in incredibly dan-
gerous and rather violent races, using
prize money to power-up your motor
to truly devastating lengths. Adding to
the basic “hardness” of the game are
a number of top rock ‘n’ roll classics
playing in the background, including
the likes of Peter Gunn and Born to
be Wild.

Featuring both single and dual
player action, Rock ‘n’ Roll Racing
looks just as fast and playable as ever
it was. A full preview follows next
month.

If you’ve been watching GMTV recently,
you may have witnessed the phenome-
non that is The Mighty Morphin’ Power

Rangers.

CombininE mad-cap martial arts action with some
of the tackiest special effects imaginable, the series
follows the antics of five ieena%e superheroes as
they protect the fair citizens of Earth against the
dread legions of the sinister moon-dwelling Rita
Repulsor. Calling on the power of the ancient
dinosaurs, they race around in their giant
‘Dinozord’ vehicles, battling against monsters that
bear more than a passing resemblance to people
in cheap ‘mu *pet’ costumes. You might think this
sounds dreucrul and you’d be right, it is, but it’s
also an excellent laugh. Look out for the series in
its re‘?ulur daily slot on GMTV, starting from
Monday 25 July. If, however, you feel the need
for a Power Ranger fix before then, you might
want to check out the excellent Power Rangers
toys that have just hit the shops. Best of the bunch
is the massive ‘MegaZord’ which actually breaks
up into the five Dinozord crafts.

Retailing at £34.99, the Megazord can actually be
upgraded to the deadly ‘UltraZord’ by clipping on
an additional Dinozord. However, real Power
Rangers fans may want to invest in MegaZord'’s
trusty steed - Titanus, a battery-powered bron-
tosaurus. More fun than barrel of monkeys!




of our free Mégrive systems — ¥
then charged her kid brother a
whopping £3 an hour fo use it.

- ~P

(A}

ordered his “Pizza for a penny”
pizza and then deceitfully asked
his girlfriend to pay half the

normal price.

'”@ his cut-price cim!mo
tickets in blundering attempts to

impress his sister’s friends.




SEGA MAGAZINE
RECOMMENDS...

Just what has been tickling the tollective funcies of the SEGA MAG-
AZINE crew this month? Find out below...

DAVTIONA USA

This coin-op is just sooo good, it’s almost
unbelievable. You’ve GOT to get down to
your local arcade now and check this one
out. Multi-player Daytona is an experi-
ence not to be missed.

?

VIRTUR RACING

Four months on from our initial review
and VR is still enthralling the SEGA MAG
staff - mainly because Tommy G is con-
vinced that HIS way of completing the
Expert course is better than Rich’s...

STREETS OF RAGE 3

Out around now, this is the best Rage
game to date and although it’s easy to
complete (as usual with SOR games),
there’s plenty of secret stuff to locate,
including a few hidden characters.
However, we are remaining tight-lipped
at the moment on that particular score.

STAR CONTROL

ram DBmmaen| This game is over two years old
Yol gialll | and is STILL one of the best two-
player games that money can
buy. Star Control was released

_ ‘ by Accolade (and is still by far
TERnFEED %] and away their best game to
date) and was the first 12-meg
Megadrive cart ever. Contirol a vast star fleet of differ-
ing craft and use their special abilities to blast the
brown stuff out of the enemy empire. A brilliant game,
but extremely difficult to find now. Star Control 2 was
released on PC and is even better than this - come on
Accolade, let’s see a Megadrive version!
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TINV TOOI

The sequel to Tiny Toons is in the works
and here are some pictures of the game in
action. Tiny Toons Sports features just
about all the toons, participating in either
basketball or soccer. Each character has
special powers that become evident once
the NBA Jam style “turbo” mode has been
engaged. Tiny Toons Sports offers four-
player multi-tap action as well. Glance, if
you will, at these screenshots, and prepare
for some more coverage in the very next
issue of this fine magazine.
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GAME GER
GUNSTAR!

No, we didn’t believe it either, but
top coders Treasure, have convert-
ed Gunstar Heroes onto the Game
Gear. And from the looks of it, the
lads Treasure have handed in an
exceptionally faithful conversion.
We're currently chasing this one
up with Sega Europe, but in the
meantime, enjoy the screenshots!

THAT WAS THE
MONTH THAT
WAS

July. Synonymous with summer. Which
usually means no games about (every-
one’s out playing footie or whatever).
Or does it? We jump into the nearest
temporal vortex to find out...

ONE VERR RGO

Sega unleashed a veritable barrage of quality wares in our direc-
tion - including the excellent blaster known as Ranger-X. Scrolling
carnage on a grand scale, this game was overlooked by many -
but to this day remains a classic.

Other good ‘uns included a first look at Batman Returns
on CD (still a fine Mega-CD title) and Tengen’s excellent
Davis Cup Tennis. Jurassic Park was revealed in all its 16-
meg glory, along with a diabolically bad game known as
Balljacks. Crap, but strangely compelling in an utterly per-
verse way...

TUWO VEARS AGO

The summer months often produce a drought of decent
games, and July 1992 was such a month. Splatterhouse
2 was Sega’s only effort that month - and let’s face it,
that isn’t exactly the pinnacle of Megadrive gaming... US
Gold released Olympic Gold to a supremely indifferent
press whilst Virgin unleashed Chuck Rock in Megadrive
form. Acclaim astounded us all with the sheer crapness
that was Arch Rivals...




DO 1 NOT LIKE THAL...

First in a new series...

Most people have some sort of skele-
tons in their respective closets,
whether it be wearing checked flares
when they were five, or having mur-
dered their siblings and blamed it on
the neighbours. Sega, of course, are
no exception from this rule...

NUIMBER 1: THE SEGA MASTER MIX ‘30

Undeniably the number one mistake ever made by
any human being, the unearthing of this previously
forgotten secret alone could destroy Sega’s reputa-
tion.

Many moons ago, someone thought it'd be a great
idea to hold a Sega Song competition, with the win-
ning console-type ditty being mounted on issue 2 of
old-style MEAN MACHINES. There can’t have been
many entries, because the victor (lyrics reprinted by
kind permission), known as the Sega Master Mix, per-
formed by MCs Nick & Steve (gnn!) was an astound-

ingly inept rhyming couplets rap-effect thing featuring

the immortal line “Donatello, Raphaello, grey
imports, pizzas - diss ‘em, boy.” Gnnnnn! Cypress Hill
haven’t got much to worry about, put it that way. In
fact, Slow Boat to Barnet haven’t got much to worry
about to be honest.

THE SEGR IMASTER MIX “90 - IN FULL
EFFECT HOMEBOVY

Yo Nick and Steve you coming aaaaaht tonight?

No man we're staying in to check out our brand new
Sega console.

Sega? What's that?

Hey - check this out!

Yo! Master System costs from eighty paaaaahnd
One-two-eight colours and three channel saaaaahnd
Yeah they got more games than fish in the docks
Like Operation Wolf and Psycho Fox

Golden Axe, R-Type, World Games, Chase HQ,
World Soccer, Baseball, Wonderboy 2.

The list of games goes on and on and on

The Sega posse is over a hundred strong

Yeah man sounds dope tell me more

Yes, OK.

As well as a console you get a Light Phasaaaa,

With Wild West War, games to amaze yaaaaa

3D glasses will blow your mind

Better peripherals you cannot find

Def joysticks that simply flow

Rapid Fire Units - bo bo bo [We're honestly not mak-
ing this up]

Waiting for games to load is wik-wak we say

Sega games load straight away.

Blow your minds in a Fantasy Zone

Turn other consoles - got nobody home

Your mutant just ain’t a hit

And your grey imports just don't fit

Onto any known British TV

So it's obvious to me

Check out your local dealer, not for drugs,

But for Sega

Haaaaaah do you spell that, G2

S-E-G-A. The hottest most respected console on the
streets today.

Yeah, we got the Sega Master System in the house,
yeah boy.

Donatello, Raphaello, grey imports, pizzas - diss ‘em
boy

Megadrive, buy one today etc etc etc until you die.

STREET F.
FIGHTER 2
MOVIE!

Check out these mean ‘n’ moody stills from
the forthcoming Street Fighter Il manga
movie. There isn’t a lot in the way of details
about the movie yet, but rest assured that
all of your favourite characters are includ-
ed. From the looks of these stills, it's a bit of
a violence fest, with the animators not spar-
ing anything in the gore stakes (or is Sagat
just being a bit careless with his strawberry
jam?).We hope to get a look at the finished
film in the next couple of months.

We'll let you know if it’s any good...
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/ LAWNIMOWER MAN (!
/ The Sales Curve are currently

NG “beavering” away on a Mega-
CD adaptation of the
Lawnmower Man, which looks
very nice indeed.

And, um, that’s about it really. In
fact, the only reason we printed
this is because Sales Curve’s new
PR “man” is in fact an esteemed
former colleague of ours, Andy
McVittie, ex-production editor of
MEAN MACHINES. “Use these pic-
tures or die!” read his charming
missive... and who are we to
argue? We promise to print a pre-
view in the next few months.

VIRTUR STAR
WARS UPDATE

We can reveal that Sega’s Star Wars arcade game based on Virtua
Model One arcade technology, is just about ready for release.

We hope to carry an in-depth showcase of the title in the very next
issue of SEGA MAGAZINE. In the meantime, you can get a look at
some more of the game (including the impressive two-player cabi-
net) by examining our Rebel Assault preview on page 32.

This is one coin-op we're really looking forward to seeing...

¢




JULIAN RIGINALL SPEAKS

Greetings from the Golden State, where the sun always shines, the land shivers
and shakes and people that look like extras from Baywatch freely roam the streets dis-
playing their assets. It’s been quite a few months since I left old Blighty to travel eight
hours into the past and join Virgin Interactive Entertainment, so now I'm settled in |
think it's high time | started giving you a monthly lowdown on what's going on in the
software industry over here. So here’s the first US report...

...and excitement isn’t a word that springs to mind.
Not a lot's been happening in the industry over here
since the New Year. Yes there’s been big games such
as Sonic 3 and NBA Jam, but other than that there’s
been a veritable goodie-bag of middle-of-the-road
titles which feature little in the way of innovation and
excitement. And consumers don’t seem to be too
happy about this. Super NES sales are wilting, and
although sales of top Genesis titles (what they call the
Megadrive over here, but when in Rome and all that)
are still very good, anything that's seen to be an aver-
age piece of software - which is virtually
everything not in the top ten - pretty much =
bombs at retail. | think that players have had §=
enough of buying mediocre titles and are
now educated enough to be able to tell the
difference between top stuff and fetid
cheese.

Good for them, | say.

What interest there is in the marketplace
definitely seems to be generated by the

packed into the cartridge. It'll be going up against
Mortal Kombat Il, which is slated for a September 13th
release. That one too is rumoured to be an absolute
whoppa, with arcade-quality graphics and spot-on
sound. I¥'ll be interesting to see which one outsells the
other - I'll keep you posted as time goes on.

Another very interesting title to look out for is
Mickey Mouse’s 65th Anniversary by Sony, which will
be out later on in the year. According to those who've
seen it, it's a fabulous looking platform game which
features some of the best sprites and backdrops yet
seen on Genesis. The game starts out in
black and white and looks just like old
Mickey Mouse cartoons - complete with
“scratches” on the screen to give it a really
faithful look. As Mickey progresses, the
game becomes coloured until everything
looks like a modern-day cartoon. Keep
watching for this one - | reckon it’'ll be huge!

| must say I'm highly amused at Sega’s
latest ad campaign over here, which is a

Genesis 32X add-on (exclusively revealed in “.players have had  series of TV adverts giving lots of alternative
its UK form as Megadrive 32 on page 46), enough of buying  yses for old black and white hand-held

which looks like a brilliant piece of kit. The
rumour mill is certainly grinding about titles being
developed for this machine - over 40 apparently - and
those who've seen some of them have come away
with jaws agape spouting nothing but praise.
Personally, | can’t wait to get one - from what I've
seen it's able to produce games of a standard far, far
higher than the Genesis could ever hope to achieve.
CDX, or Multi-Mega as you will know it, was released
here a few weeks ago and has sold in really well. And
deservedly so. Like nearly all electrical items available
over here, it costs a lot less than it does in Europe
(about £225.00) and at that price represents pretty
good value for money for a cool-looking widget that
plays cartridges, CD-ROM games and also doubles as a
portable audio CD player.In regards of upcoming soft-
ware, it seems that many software houses are waiting
for the CES before making any really big noises about
their forthcoming titles. Still, Super Street Fighter I
Turbo sounds like it’s going to be an absolute cracker,
with 100% faithful graphics, gameplay and sound

mediocre titles..”

machines you may otherwise want to throw
away. Yes indeed, it's a thinly disguised 101 Uses of a
Dead Game Boy - and some of their suggestions are
very funny indeed, ranging from doorstops to bizarre
hair-removing gadgets! If | can catch it, I'll tape it and
send it over to Rich so he can take some pictures.

In movieland, Jean-Claude Van Damme has been
signed up to play Guile in the forthcoming Street
Fighter live-action flick, which is scheduled for release
in this country in the first quarter of next year. I'm cur-
rently trying to track down more information on this,
and | hope by next month I'll have the complete cast
list and more detailed release dates. I'm also trying to
find out some more about the Japanese Street Fighter
manga film which is currently in production. One of
our artists at Virgin knows somebody who works on it
and reckons it's going to be utterly fab. | can’t wait!

Anyway, that's all for now - I've got a dirt bike on
the back of a pickup truck waiting to be driven out to
the desert for some serious off-roading hilarity. See
you next month!

JOVSTICHS: THE RESULIS

=

Remember those Golden Joystick awards you voted for a
couple of months back? Well, here are the highlights (the

low-light being that FIFA Soccer should have won some-
thing. Come on, where were those votes?).

Core Design scooped best console simulation of the year for
Thunderhawk, somehow beating off FIFA Soccer!

Congratulations.
Congratulations to Treasure: Gunstar Heroes scooped the best original

console game of the year award. Nice one, lads.

Andrew Wright (marketing director for
Sega Europe) accepts the best original
console game of the year award, pre-
sented by Steve Wright. Looking like
Data from Star Trek, Rich, quite clearly,
betrays his own android origins in this
“intriguing” photo.

Acclaim won the best licensed console game award
with Mortal Kombat (again, FIFA was a runner-up).

Hirokazu Yasuhara, lead designer for Sonic 3,
scooped the prestigious console programmer of the year
award...

Acclaim won an award for their services to the
industry, but it was hats of to Virgin Interactive
Entertainment, who won the Software House of the
Year trophy!
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DRAGON'S LAIR
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(RESAR’S PRLALE
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ERCELLENT DIZLY
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MORTAL KOMBAT 2

know, nohody’s perfect
and while we here ot
SEGA MAGAZINE NEVER
muoke mistakes, it's just
possible that the soft-
ware houses moy
thange the relense
dutes for their gnmes.
If this kind of chopping-
and-thunging, scatty,
tan’t make-their-
minds-up, indecisive
hehaviour hothers you, :
try tontacting the spe-
tinl Segn Relense-
Schedule-0-Matic, o
mussive super-comput-
er - more powerful
than the ones they use
at NASA - which can tell
vou all the lutest
relense dates. Just dial
071244 2698. Culls are
tharged at normal
rates, although you do
need o touth-tone
phone, us the Release-
Schedule-0-Matic
doesn’t talk to owners
of pulse-diullers or
Fisher Price.
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If you're a regular render of SEGA MAGAZINE,
vou should aiready be familior with Dynamite

Headdy. Ever since we featured the gome os 8 aa impressive
part of our Trensure showease batk inissue 4, §K & :p.;*"dfh
we’ve been getting pretty hyped up abhout

this particulor title. Why? Becnuse Dynamite
Headdy is o hot fuvourite in this year’s
Christmus gumes line-up. Trust us when we
say, this game is going to be BIG!

The incredi-
ble dog-boss in
action. Possibly
one of the most

So, what's all the fuss about then2 Who or what is Dynamite
Headdy? Well, he’s actually a toy whose head has come off. Doesn’t
sound so exciting, eh? However, rather than being just another
cheap video games character with a clever gimmick, the whole game
is based around this feature. You see, Headdy can actually use his
removable noggin as a projectile weapon, performing long distance
head-butts on anyone who gets in his way. What's more, he can
also ‘adopt’ new heads, each one with its own unique trait. Some
fire sparks out the nostrils and there’s also metal heads with exira
butting power, super-swift heads, invisible heads, cherry-bomb
heads, heads that miniaturise Dynamite, even bad heads that put
him to sleep or are foo heavy to move.

It may be yet another platformer, however, coming from the makers
of Gunstar Heroes, you'd expect it to be something a bit special. The
graphics are already looking incredible, with beautifully detailed
backdrops full of all kinds of little humorous touches.
Graphical trickery was the main ingredient that made
Gunstar Heroes such a winner and the programmers
have developed the technique to produce some stun-
ning results in Dynamite Headdy. Wait until you see
some of the huge bosses in action, most noticeably the
giant clockwork dog, which rotates, spins and flips all
over the screen.

What's more, Headdy is more than a pretty face. Each
level is packed with all kinds of weird, wacky and
downright original ideas. Using the theme of a film set,
he continually ducks behind the backdrop, running
around the stage set behind. There’s even a crazy
shoot ‘em up-style section as he is dragged through a
backstage area by a mad cat.

Mark our words, Dynamite Headdy is definitely a game
to look out for, so watch this mag for the exclusive
review — possibly as soon as next month. Eep.

1) SEEA )




Blam! One well-
placed headbutt does
away with this
strange Aztec dolly.

The dreaded
puppet-show.
Battling this wooden
doll as it changes is
absolutely rock-hard.
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Watch the tilting platforms.
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Dynamite picks up the
Invisibility Head making him
undetectable to baddies.
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This plane zooms in and out of
the scenery as it tries to catch the
escaping Headdy at the beginning
of the game.

Northtown - the
first level of the game
- is nothing more than
a film set.

There are three
training rooms to
practise your head-
skills in.

£
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This basketball game is just one of the bonus levels.
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So what's the plot this time2 More Middle Eastern
tyrants craving for power2 Foul drug barons seek-
ing revenge against the accursed Americanos per-
haps? Well actually, it's nothing like that at all.
This time the baddy is a good clean-living
American tycoon.You see, Urban Strike is set in the
future. The year is 2006 and the World is at peace.
However one man, evil masterbrain and million-
aire bitter brewer, John Smythe, has recruited the
now redundant rocket scientists of the World and is
using them to construct all-powerful weapons of
war. With these he could easily achieve total glob-
al domination. However, his goal is far more ambi-
tious — complete domination of the United States.
Bwaha-ha-hal

Anyone who's played the previous two Strike
games should be more than familiar with the look
of this latest installment. Once again, the action is
played from a 3D isometric viewpoint as you fly
your attack chopper through each level, blasting
away enemy installations.

Urban Strike features 13

levels and the actual

game is 50% larger than Jungle Strike.
What's more, using special compression tech-
niques, the programmers have managed to cram
all this game onto a 16-Meg cartridge.

So, what new features are there? Well, perhaps
the most exciting new addition is the ability to
leave your helicopter and enter buildings on foot.
In fact, this is essential for the completion of cer-
tain levels, as you find yourself landing atop sky-
scrapers in New York, oil rigs in the Pacific and
even Alcatraz Prison in order to take on the enemy
face-to-face.

Remember how you could make use of a variety of
different vehicles in Jungle Strike?2 Well, that fea-
ture rears its head once again. You can clam-
ber into one of the freshly-constructed

M-4 Armoured Assault Tanks and

take it for a spin. On top of this, you

can also exchange your fictitious futuristic Phoenix
Thunderhawk Attack Chopper for an Osprey i
Transport Chopper.

At present, Urban Strike is still in the early stages
of development. However it's already clear to see
that this is going to be hot stuff. Set to feature
more air-to-air combat, a stronger arcade feel,
puzzle-oriented levels and a greater degree of
challenge than its predecessors, this could well be
the best in the series.

: SEEA

There’s nothing o good gome deserves more than o sequel ond lost year saw
the sequel to one of the greatest Meguadrive gomes, Desert Strike. The thing

is, the sequel, Jungle Strike, hus proved such o monumentul success in its-own
right that, well, it Kind of deserves o sequel of its own. And here it is! 7
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A It's the Luxor
Hotel in Las Vegas.
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A This is your all-new
futuristic helicopter, the
Phoenix Thunderhawk
Attack Chopper.
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You may remember back in Issue 4 we
gave you o sneak preview of o forth-
coming adventure gume called Soleil.
Well you cun forget about it now,
because Soleil isn’t going to he toming
out. Nope, hut don’t fret because
A e * B vyou'restill going to be ahie to play the
All kinds of niufere. Here eepeu. gume. Confused? Well YOU 5EE, the
game is going to be released, hut
under an all-new nume - Rugnacenty.
What's more, the final Jupunese ver-
sion of the gume has just arrived ot
Sega’s UK headguarters and we’ve
had a little tinker onit.

Following the usual RPG format, Ragnacenty puts you in
the role of a young hero as he faces all kinds of sword-
wielding adventures. Although the game is finished, all the
text has yet to be translated from the original Japanese,
making it very difficult to work out what the plot is, or what
anyone in the game is saying. However, it seems that early
on in the game our young hero has a fateful encounter
that renders him unable to talk to humans. He can, howev-
er, speak to animals and it's only by communicating with
various fluffies such as chickens, dogs and pigs that he can
progress through the game. In fact, animals play an
important role throughout, as our hero can call on certain
animals he’s befriended and use the various powers to
overcome certain situations.
As with all RPGs, there’s a strong puzzle element, which
became quite apparent even whilst playing the game with
the Japanese text. For example, through trial and error
conversations with people in the town our hero managed
to acquire a super sword attack which is vital in order to
reach the first boss.
The most impressive feature of Ragancenty however, is the
awesome graphics. The full-colour backdrops are incredi-
bly detailed and there are all manner of clever touches,
such as footprints being left on the beach and drifting
clouds casting shadows on the ground.
So, why change the name to Ragnacenty? Did Sega think
Soleil was a little too difficult to pronounce? Perhaps they
thought the old name was too meaningless? Well who
knows, hey, and who cares? All that matters is that the
Ragnacenty is already looking mighty fine. Look out for
the full SEGA MAGAZINE review soon.

SEGA

TBRA
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A As with all blood-
drenched RPGs,

A Many are the
perils our hero

Ragnacenty has a
deadly playground

must face. Here, he
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with slide.

must destroy some
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Armadillo spore attack! It's a trap!
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Think these
graphics are
nice? You
should see the
update that
Sega have just
showed us -
more next
issue!

Fight! Fight! Wahey!
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¥ OF THOR

UWe might all be enjoying the sum-
mer sun right now, but with
outumn just around the corner,
Sega are aiready preparing their
red-goiden-brown autumn games
assault and one of the biggest
titles lined up is o beat ‘em up
odventure called The Story 0f Thor.

It was way back in April that we first took at look at
this game and at that early stage there was little
more to see than a few fighting scenes from the first
level. Well, a great deal of progress has been made
since then and the game looks set be pretty hot
stuff. Taking on the role of Thor (who incidentally,
isn’t the ancient Nordic God of Thunder, but in fact
a swashbuckling hero of the Aladdin variety), the
player must battle their way around a land filled
with all kinds of supernatural nasties. The plot
remains something of a mystery, but from the sec-
tions of the game already programmed it seems
that Thor's adventures take him from his seaside

hometown, across marshy wastelands, grassy plains,

rocky mountain tops, through strange cities and into
enemy castles.

The meat of the game comes in the form of some
pretty satisfying beat ‘em up action as Thor uses a
wide variety of punches and kicks to floor his foes.
On top of this, there’s a whole range of weapons at
his disposal, from daggers and swords to bows and
even bombs. Catch an enemy with these and they
stagger around covered in flames. To round off
Thor's deadly range of attacks, he can also enlist
the help of some handy magic such as firebolts,
whirlwinds and electrical charges.

Mind you, he’s going to need all the weaponry he
can get, because there are loads of baddies to
face.For the most part, these consist of armoured
foot-soldiers, giant venus fly traps, swarms of marsh
flies and strange living blobs. Some of the bosses
however, are positively chilling. There’s a huge spi-
der with a Predafor-s’ryle mouth that leops and scut-
tles at Thor, but most impressive of all is a full-sized
red dragon that attacks our hero with its jaws and
flaming breath, from the bottom of a dark canyon.
Unfortunately, ihe programmers don’t want some of
the later scenes - including this incredible beast —
revealed until more of the game has been complet-
ed, so we're unable to show you any pictures of it,
yetl

If The Story of Thor proves to be as superb as this
early glimpse suggests, then it could turn out to be
THE hot game to get this Christmas. There’s only
one way fo find out for sure — check out the full
review in an upcoming issue of SEGA Magazine.
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A Baddies, yep. There's got to be some around.

A Plants huh? Aren't there any people around? A Hmm. A group of battered prawns. Great.

¥ This spider boss is just one of the exciting 'baddies’ Thor has to face. Thrilling stuff, huh?




If you were one of the millions

of people whao played Micro Machines to
death, and you’re still ploying it even now, then youll be pleased to

know that for the lust six months, (odemasters have been working on o
sequel. While the original gome toncept remains, (odies hove pulled out all

the stops to produce a four player game that's THREE THNES the size of the
original, with all-new drivers, tracks and millions more options than you

tould ever dream of...

When Micro Machines was officially released last
year, no-one was more surprised at its success than
Codemasters themselves. It had previously enjoyed
minor fame as a 4 Meg cart on the NES, and
although the Megadrive version was almost a
straight portover, its originality, coupled with fast,
fun gameplay scored an instant hit with Megadrive
owners everywhere. In fact, it's been Codemasters’
most successful game to date and has currently
generated 250,000 sales on the Megadrive alone.
Fortunately, instead of plumping for an easy fol-
low-up with a couple of extra tracks and drivers,
the game designers have tried to add in as many
new features as possible. The sequel is three times
as big (that’s 12 Meg if you can’t work it out) with
16 new drivers, 17 vehicles and 54 courses. Some
of the additional vehicles include a land rover, a
Porsche, a dumper truck, a YW Beetle a stock car
and even a Le Mans sports car. The helicopter
makes an appearance again, but the controls have
been tweaked so you don’t crash so often, and the
movement is more fluid. Also, instead of just being
able to use the helicopter on one level, it pops up

several times throughout the game.

The courses have been overhauled too. As in
the original, each race takes place in a dif-
ferent part of the house, and although
some of the original locations such as the
bathroom and the beach remain, all of

the courses are different and most have
many more features. For instance, many

of the levels feature semi interactive
backdrops (you can bounce off jellies in

the dining room and flowers in the garden),
and instead of dodging around the balls in
the pool room, there’s a pool game actually going
on while you race. In the kitchen level, you'll even
have to battle with rotating corn on the cobs!

And just in case you're fed up with the familiar close up
view of the game, in some parts of the game you can switch
to an overhead view which condenses the track by 400% (the
smallest track is 3x4 screens, the largest 10x12). Many of the
tracks have hidden levels, which either lead to new parts of
the game, or act as a short cut to victory. There's also 100
cheats to find!

In addition to all this, there’s a variety of weather conditions

| GARDEN GRMES

POMERBORTS -+




A Not much action
here folks, but just in
case you can't tell,
this is one of the
kitchen levels, and

E¢ you can actually get 4
{ blasted by either of A
BERHUDA| BUGGIES ' the taps. ;

A See that corn on the cob? well, as you drive over it, it rotates. This is a good place to try
and take the lead, as you can knock your opponent off easily.




A Some familiar levels pop up in the sequel to
Micro Machines.
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A Part of the newly-developed
pinball level.
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to contend with in the garden levels (such as wind and
rain), and there’s an abundance of power-ups to discover
- 4.8 P -
1 3 9 too. Don't expect to see anything too spectacular as far as
“Laps these go though - the programmers have made them sub-
tle, so that when they’re picked up, a driver can only get
3 half a screen ahead at the most before they return to their
Check normal state.

1L75 Ak
TAKE YOUR PICR
. R \TURES OF Instead of just having a choice between two-player mode,

Tine

or a single player tournament, there are a multitude of new
options for the sequel. Between 2 and four players can play
. ! in the head to head option (the four player option is chaot-
T * - ic) and players can also drive in teams of two in four player
lm ] Hﬂnunl_ mode. In single mode, there’s a time trial option, a pro-
gressive option (as in the original, but this tine you're able
P R K to miss out earlier levels if you gain a record time) and a
league option. Beginning in the third division, you must
battle your way through the various locations in order to
move to the top of the league. And if you're competing
against a Micro Machines veteran, there’s also a practice
mode, so you can plan your tactics in advance.

Although some of the basic spot effects have already been
inserted into the game, the music and other effects are still
to be produced. Tim Bartlett, chief musician for the project
is currently working on some “extra special” sounds. He
wants to make all the engine sounds and skids as realistic
as possible and is also working on a variety of “hard
rockin’” driving tunes. Expect it to be very different from the
original Micro Machines.

AND FOR OUR NEXT TRICK...

Although just twelve levels of Micro Machines 2 are cur-
rently complete, it will only take the programmers another
month or so to complete the whole game, as most of the
actual design has already been finished - all the program-
mers have to do now is generate the graphics. And in the
meantime, they're also checking out the all the latest con-
soles to find a worthy recipient of a Super Micro Machines
Turbo edition-esque adventure, featuring 3D perspectives.
At the moment, they won't confirm any information, but the
possibility of a 32 bit version on an up and coming Sega
system was mentioned several times...

P

A You guessed it - a decorating level.
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REBEL

At the beginning of this year o game cume out for the PC CD-ROIM that blew
gumesplayers away with its awesome visuals and sound. That gome was
Rebel Assault, a shoot ‘em up from LucasArts based around the hugely sut-
cessful Star Wars trilogy. Why are we telling you all this? Well, becuuse Rebel
Assault is all set for releose on the Mega-(D and we’ve tuken o peek ot the
only opy of the gume in this country.

PILOTS

PILITS

A The final assault on the
Death Star. Take out this
huge cannon and then pre-
pare for the final trench run.

A Once you've defeated the
AT-AT Walkers, it's time to
ditch your snowspeeder and
head back to base.

For those of you who are unfamiliar with the PC game,
Rebel Assault is an ‘interactive movie’ in the truest sense
of the term, because it actually gives you the chance to
take part in all your favourite scenes from the Star Wars
movies. What's more, since LucasArts is actually owned
by George Lucas — creator of the Star Wars movies — the
programmers have had unparalleled access to material
from the movies. The resulting combination of actual
footage from the movies coupled with computer-generat-
ed action scenes captures all the atmosphere of the Star
Wars epics to a tee. And on top of all this, the John
Williams soundtrack performed by the London Symphony
Orchestra plays throughout the game.

As far as gameplay goes, Rebel Assault is not dissimilar
to the antique Star Wars coin-op. Shoot ‘em up action is
the order of the day as you battle your way through 15
levels, each one based on famous scenes from the trilo-
gy. However, because the stunning background visuals
are actually pre-rendered graphics downloaded from the
CD, the level of interaction is limited to set flight paths as
you fly snowspeeders through the legs of giant AT-AT
walkers, straff giant Star Destroyers in your X-Wing
Fighter and, of course, face the now-legendary Death
Star trench run. With ‘in-the-cockpit’ levels such as the
trench run, this requires little more than a bit of target
shooting. There are however, behind-the-fighter levels
where you actually get to manoeuvre around the
scrolling screen avoiding stalagtites, cavern walls and
such like.

There’s no doubt that the biggest appeal of the PC CD-
ROM game is the sheer gob-smacking brilliance of the
visuals and we all know that the Mega-CD isn’t exactly
renowned for producing crystal clear FMV visuals.
However, from the what we've seen it looks like
LucasArts have managed to work miracles with Sega’s
CD machine. Although not up to the quality produced by
the ‘considerably-more-costly’ PC CD-ROM, the clarity of
the Mega-CD version is nonetheless extremely impres-
sive.

When Rebel Assault was released for the PC, sales of CD-
ROM drives rocketed.

Could it do the same for the Mega-CD? Well, at present
nobody has picked up the UK rights for the game and no
release date has been set. However, you can guarantee
that as soon as it's ready, we'll give it the full SEGA MAG-
AZINE review treatment.
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Oof, bad landing. I think | crunched my
nuts on the handlebar clamp.

pany. All screenshots are ©
Used under authorisation.

All the original costumes from the
s S films have been used. If you look at
mm 1 | P I DTS ] | the bottom picture you can see that
- — — the Stormtrooper is wearing one of
Obi Wan's gardening moccasins.

Rebel Assault is a trademark of LucasArts Entertainment Com
1994 LucasArts Entertainment Company. All rights Reserved.

"What's that mate? I'm driving the wrong way? How do you know where I'm going? Aargh! Squeal! Fart!"




AS SEEN On Tv! |

Due to the fact that Rebel Assault uses actual footage
from the Star Wars movies, you get to see more than a
few familiar faces. Darth Vader, Luke Skywalker, C3PO
and R2D2 all make appearances in the game. On the PC
CD-ROM version however, it seems LucasArts had a few
problems licensing the voices of the actors used. As a
result, Darth Vader and C3PO sounded a little, erm, odd.
Whether this will be the case with the Mega-CD is
unclear but chances are, it won't be any different.

THE LEGEND CONTINUES

With all the interest that Star Wars still generates nowa-
days, it's hard to believe that the original film came out
as long ago as 1977. At the time it thrilled audiences
with its pioneering special effects and became the biggest
grossing film of its day. Three years later the long-await-
ed sequel, The Empire Strikes Back, was released and
performed the same crowd-pulling stunt all over again.
Finally, in 1983 we saw the trilogy wrapped up with
Return Of The Jedi. Or did we2 When Star Wars was
originally made it was claimed there would be nine
movies in total, of which Star Wars was merely Chapter
Four. Well, since Return Of The Jedi, rumours have
abounded about the production of a fourth movie. All
however, have proved to be foundless — until now! Yes, it
seems that Star Wars 4 IS in production and will consist
of the first three chapters rolled together. Of course, this
means that none of the original actors will feature in the
movie, however the script supposedly does exist and cast-
ing for the new characters is underway. What's more,
rumour has it that the whole movie will be filmed against
a blue-screen with the whole backdrop being generated
using Silicon Graphics technology, as witnessed in
Jurassic Park. In fact, George Lucas, it has been quoted,
reckons that this movie will be as ground-breaking today
as the original Star Wars was 17 years ago. Word has it
that the movie will be ready in 1995 and already the Star
Wars craze is on the comeback. Look out for the all-new
bendy Star Wars figures.
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PILOTS

The first mission. Steer your T-16 through this canyon.

WHRARE = I PILOTS SCORE

It's easier said than done though, as your ship weaves about.
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BILOTS SE1

Yoohooh! The final
trench run. Shoot the
wongo-nuts from out of
Darth's dirt-track.

AT-AT Walkers ahoy.
Aim for inbetween their
legs and stop them
fathering any children!




ONE DARTH KNIGHT...
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There are fifteen chapters in Rebel Assault and each one charts a major event in the bat-
tle against the Empire. Fans of the Star Wars movies may experience deja vu over some

of the following scenes.

The game opens on planet Tatooine.
Here, as a rookie Rebel pilot you're
\ preparing for your first training flight.

1 PILOTS SCIRE

A series of different training runs
across the surface of Tatooine in your T-
16 gives you a chance to get to grips
with the controls.
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You need to get to grips pretty quick
though, because your first real mission
pits you - in an X-Wing fighter - against
a Star Destroyer orbiting the planet.

| Barely have the Rebels found asylum

on the ice planet Hoth, when their base
is discovered by a Imperial Probe Droid.
Time to take out the AT-AT Walkers in
your Snow Speeder.

On the run from the Empire, you
have to escape from TIE Fighters
through an asteroid belt.

It's too late! Enemy troops have pen-
etrated the base. Here, you actually
wander around a maze of caverns on
foot, in search of your X-Wing.

i A ——— | | |- SCORE
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Escaping from the planet in your X-
Wing, you acve to protect the Rebel
Transport until it can move into hyper-
space.
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Having rendezvoused with the Reel
Fleet, the final mission is a full-scale
attack on the Empire’s dread secret
weapon - the Death Star.

VIRTUR STAR WARS!

Ever since the original Atari Star Wars coin-op
was released in the early Eighties, all manner
of Star Wars-related home computer games
have seen the light of day. However, at long
last Star Wars is set to return to the arcades,
this time as part of Sega'’s Virtua series. Sega
Star Wars uses the Model 1 CG board and
recreates all the action of a full-scale space
battle — complete with Death Star trench run —
using Sega’s polygon technology. Two players
can work together, one operating the guns, the
other steering the ship, as they fly around the
fully explorable space environment battling Star
Destroyers, TIE Fighters and other war
machines of the dread Empire. The game is
soon to be released into the Japanese arcades
and we'll be giving it a full test flight in a forth-
coming issue. More importantly though, we'll
be keeping our ears close to the ground for any
information on the rumoured Mega-32 version!
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Just look atiitl
Imagine taking on
the Death Stcll‘rg f&»
that. If Darth Vader ™, 1 -
saw you, he'd : w.
probably fill his
colostomy bag.




- are. [ s
TRl —1" 1 -9 iI=21 W &=

™
PREVIEW

BY:
ﬂttﬂll!ni
RELEASE:

1:]!]

A Instead of having static back-
grounds, the screen scrolls left or
right as you fight.

A Iron Clad, one of the
hardest competitors look-
ing, er, well-hard.

QueGELS 93

A Some of the competitors
you can expect to see in
the final version.

Straying away from the recent flurry of one-on-one beat ‘em ups, Acolade’s
lutest Megadrive title New Breed uses Silicon Grophits workstations (u lo
Jurassit Park) to create what they ore hoping will be the most realistic fight-
ing 5im yet.

Obviously, the Megadrive isn’t exactly capable of The game itself is still largely a demo, although the pro-
producing such awesome animation as seen in JP, so grammers have manages to get the preliminary punches
Accolade are using a rather snoot technique known and kicks up and running. Two of the main sprites are
as Motion Capture technology to attain a reasonable also finished and from the little we've seen the game
level of realism on the 16-bit machine. What this looks pretty stunning. By the time it’s finished, there will
basically means is that real fighters are filmed, and be eight characters (four good ones and four bad), a
then that film is processed and projected on to the variety of different modes including a duel mode and a
3D computer models — giving them the most realistic choice of in game options. As we've already mentioned,
animation possible. This is the first game ever to use there's little to see of this as yet, but look out for a full
this technique. preview in a couple of months.




= HRETEAM ROGUE

When the press release for this gume arrived on our desks, we thought that
since it was sooo special we'd reprint it word for word. (un you Illlll'k it out?
Suggestions to the usual nddress....

“...Near the end of the Cretaceous period of our world, then
called Ammon Dum, was caught up in a great struggle
between the people of the Spiral Arm and the evil forces of
Umbra. On this world, sealed in a secret vault lay the Dark
BY: Talis of Kangor Thrag, a weapon of incomparable power.
n(f.ﬂlimﬁ Hidden for millennia, a young Khan of the Torakazi named

. Chance accidentally stumbles upon it and Umbran forces quick-
" RELEASE: ly move in to steal it...All that stands between them and the evil
1BA A\ hosts of Umbra is an unlikely band of heroic outcasts named

Fireteam Rogue.
“...Held captive aboard their own vessel, the Amulet,
b Fireteam Rogue must escape their captors, recover the
® dark tails and regain control of their ship. To do so , ’ 3

involves hand-to-hand combat, puzzle solving, mazes, i
i )¢ role playing, and piloting in a Zelda-style, retro Star -~

A Wars-Tolkien-esque [you what?] adventure...” £
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The development for this game has hardly | s LA B
begun and already almost every game
 genre EVER is down on the list. We can't
‘| wait to see how it turns out!
] 1\ /
i  ; -—,:.t"'*";‘ Ten
'\" - e AT
LS omics T .
A A pink blob and a bit of white fuzz.
™ -
= L% ‘
A Zeut, the hero of the % .
game. Nice drawing, o 3
eh? § TR LS
e T e 5
A Part of the unfinished flight sim level.
- S ]
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A More flying action here, folks.
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LETTERS

DO YOU KNOW WHAT I'M TRLKING
RBOUT?

DEAR SEGA MAGALZINE,

Excellent! What more can | say about the Greatest Sega
Magazine of all time. Do you know what I'm talking
about? Yes, you're right, Digitiser on Channel Four
Teletext, it’s brilliant, fantastic and always tells the truth.
No no, only kidding, Digitiser is the biggest load of
horsepoo ever, but SEGA MAGAZINE is the greatest
magazine ever. | loved your previews on full-motion
video games. | know a lot of Mega CD owners don't like
them, but | love them. I've got Night Trap and Sewer
Shark and 1 think they’re both great.

Do you know if there will be a Night Trap 2, because |
think that using Cinepak could make it brilliant. Do you
also think there will be any 18-rated FMV games since
Night Trap was given a 15 certificate?

Finally, Id like to ask you about something | read on
Digitiser, it said that the Mega CD is a massive flop and
that this year it will completely fade away. Is the Mega
CD a flop, and will it fade away this year? | hope not
because | really like it, seems to me though I'm one of
the only ones that do. Please answer my questions and
put my mind at rest about the future of the Mega CD.
Thank you.

Peter Wright, Dover, Kent

SM:lt's very likely that there will be 18-rated FMY games
thanks to the new (and voluntary) ratings systems cur-
rently being adopted by all sofiware manufacturers.
Don't get too excited though, FMV games are unlikely to
be more “shocking” or “outrageous” than they already
aren't. The good news is that the Mega CD will certainly
not fade out this year - the Megadrive 32 (as it's now
officially known) will allow the CD to do run some truly
incredible pieces of software and should lead the older
add-on fo total world domination. Ahahahahahaaaaal!

I'UE HERRD RBOUT THE GRITIES

DEAR SEGA MAG,

| think you are the best mag with previews before I've
heard about the games and the previews are excellent.
But do you check it before you publish it, there are loads
of mistakes.

Lucy B

SM:Hey, don’t blame us. If Sam spent less time in the
pub with her cronies and more time casting anti-typo
incantations we wouldn’t have this trouble.
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I’UE ONLY JUST MANAGED TO SHIFT
mvy BuUTT

DEAR SEGA MAGAZINE,

Your magazine is the best thing ever created! | will buy
your mag every month. | was looking at Digitiser a while
ago and | was very angry at how unfairly they rated
Sonic 3. They gave it 72% saying it was nothing new at
all. In all the other magazines | looked at Sonic 3 got
90+. The Digitiser review of Sonic 3 was a crap one-

page review with no screenshots and didn’t even make
the effort to even briefly tell you what the game was
about. | know it is a bit late to write about Sonic 3 as it
was released months ago bit | have only just managed
to shift my butt to write. | would just like people to see
my view of this as they were probably pretty annoyed as
well.

Susan Baker, London

SM: Ooh, it's those Digitiser types causing trouble again!
Well, they’re entitled to their own opinion, aren’t they?
The fact that everyone in the world thinks Sonic 3 is ace
and they think it's useless is purely down to subjective
opinion. The fact that they seem to be wrong about every-
thing just shows that they must all be true individuals.
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DEAR SEGA MAG,

1 would like to write in to ask for a pen pal between the
ages of 11-13, must be female and send a photo if pos-
sible. Write to Gareth Mawby, 10 Lancaster Rd,
Newcastle, Staffs ST5 1DS.

SM:Hey! If any of you pen pal types actually have any
luck, write and let us know - we might set up some sort
of regular column. Maybe it'll be like Blind Date and
we'll be able to do a Showcase on the first SEGA MAG
Pen Pals wedding. | doubt it, though.
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1 (AN TALK ABOUT WITH NMIMENSE GLEE

DEAR SEGA MAGAZINE,

| just thought I'd drop a line and let you know my opin-
ion on a couple of subjects. First of all, | have o congrat-
ulate you on your magazine, your Showcase features are
superb and the range of different topics you cover is sim-
ply amazing!

Now onto another subject, one that | can talk about with
immense’'glee. For once | can be proud to be a Sega
owner and look forward to an action-packed future.
Sega are whipping Nintendo’s ass hands down in every
department. Christmas saw Sega lead in nearly every
area. The three biggest Christmas games were FIFA,
Aladdin and Sonic Spinball and these three games sold
more than any other games on any other format. While
Nintendo persist in releasing substandard, bland and
unoriginal games, Sega are releasing scorchers and for
once Sega are catering for all fans of every genre. This is
shown by the release of Sonic 3 (platform), Sub-Terrania
(shoot ‘em up), Virtua Racing (driving), Streets of Rage 3
(beat ‘em up) and Landstalker (RPG). And all of these
games are 16 MEGs or more and each one pushes the
Megadrive to its limits.

There used 1o be a time when Nintendo had it all, what
with Street Fighter 2, Zelda and Starwing. Now even
those games look dated by Sega’s latest barrage of
releases, and with the forthcoming Saturn, Sega are
going to remain the number 1 games producer...in the
world.

Chris Quigley, N Ireland.

SM:Hooray for you and your sensible, perceptive letter,
Chris. It's true that the European Sega release schedule




represents a good cross-section of product, with plenty of good
original titles accompanying the licensed titles. If you're forking out
forty quid plus for a game, it's essential to have a good choice -
you don't want yet another platform title exactly like the ones you
already own. Hopefully Sega will stick to this release policy, eh?
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DEAR SIR/MADAM,

| am writing this letter to inform you that | sent a letter in just
Before Christmas, and that | have not seen any thing in your mag,
so | have moved mag's. In the future if you don’t want to lose more
reader’s print their letter’s.

Yours optamisticaly,

A Bedford, Bagillt, Clwyd.

SM:Dear A, do you have any idea how many letters we receive
each month?2 The volume of post means that there unfortunately
isn't room tfo print every missive we get, especially not ones from
semi-literate whiners with no command of the apostrophe.
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DEAR ALL AT SEGA,
I am writing to tell you how brilliant your mag is, | mean | haven't
even got a computer but when your mag came out | thought |
would buy it to give me ideas for
buying my Megadrive. | couldn’t
believe how helpful it was. It told me
about the new computers that are
coming out. When | get my computer
I will use your tips for the computers.
So to all those readers out there, get
your friends to buy this mag even if
they have not got computers | would
recommend this mag to anyone.
Chris Garrett, Banbury, Oxon.

SM:You know, you can’t get much
more of a recommendation than
that. Except off the Queen.
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HITIM, WHAT A QUIZLING

DEAR SEGA MAGAZINE,

HAZAR to one and all. Finally I've
got around to writing you a letter.
Firstly 1'd like you to de-confuse me
(ooer missus | thought this was a family mag). In issue 4 page 9
you printed the Game Genie codes for Sonic 3 (to which | am
grateful for). You were about to divulge the full explanation of why
there are zones called Flying Battery and Mushroom Valley. Also
why are the level pictures for Sonic 2 there as well (hmm, what a
quizling). Also a friend of a friend says that the laser in the Mega
CD causes damage to audio CDs. | said this was total poo!! Could
you please reassure me. Great mag. Keep up the good work.
Simon Morley, Gillingham, Kent.

SM:Rest assured, Simon, the laser in the Mega-CD does no dam-
age whatsoever to audio CDs, what with them being made of the
same stuff as game CDs. So unless Sega have some sort of plot to
make people buy games two or three times because their consoles
have knacked the first version, the Mega-CD is perfectly safe. Now
we'll finally answer your Sonic 3 question, the real reason for those
levels is because (GUNSHOT)...gak!

A COMEDIAN WRITES...

DEAR SEGA MAGAZINE,

Please print this. | think your magazine is brill NOT. How come
issues 2+3 don’t have numbers on the sides of them. Too lazy to
put them on hey. | payed £2.25p for them and they don’t have
numbers on the side.

PS | think your magazine is a rip off.

Trainspotter, Merseyside.

G Plaskitt’s deluded vision of the Megadrive
32. See page 46 for the real thing...

LETTERS

SM:Hey! Here’s a good idea - try going to school, you moron.
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DEAR SEGA MAGAZINE,

There is a God after all and he has shown his powers again in the
creation of another beautiful creature, namely Sam Hickman. If
there was ever a mould for women to be cast out of then Sam
Hickman came from that mould. In my short lived 16 or more years
on this planet | have seen beautiful women come and go from
Kelly McGillis in the 80s to Julia Roberts and Cindy Crawford in the
90s but never before have I laid my unworthy eyes on such an
attribute to the female of the species. Ever since | picked up an
issue of my little brother’s collection of computer magazines and by
chance came across your wonderful contribution to the world of lit-
erature and came across a small section of a page entitled
“Welcome Sam and Tom” which | read half apathetically. But when
| turned my attentions to the left of the welcome to see the pictures
of the head employees of the magazine | was strangely grasped by
the picture of Sam, however bad a picture it may seem to everyone
else, and when | charged through the pages of the next issue to
come across the new picture of Sam | was completely captivated by
the vision of beauty which had caught my attention before. | hope
it would not be asking too much (especially after all that flattery) if
you could tell me more about the new-found woman of my
dreams, perhaps a little about her background (with her consent of
course) or what she's really like, or Sam if you'd rather not talk
about yourself in these pages maybe you'd like a pen-pal or a
close friend (or even a husband), if so
then my address is at the top of the
letter and if ever there was a woman
to spend a lifetime of infatuation then
no-one deserves it more than you.
Take care of the woman | love.

Peace out,

Gene McQuaid., Kilmainham, Dublin.

SM:Well, Gene, Sam’s come over all
shy and can’t answer your letter per-
sonally - aah! However, we’'d be only
to pleased to tell you about Sam'’s
background. Born in the basement of
a derelict cottage in the small village
of Herbyderbyshirestone on a wind
swept moor, Sam was abandoned to
the care of the local coven by her
mother - a were-demon. Sam was
raised in the black arts until the age of
16, when she was kidnapped by a
deadly ninja squad and instructed in
ancient Oriental death techniques.
Working at SEGA MAG as cover, Sam
is now plotting to construct a mystic bridge between this plane and
the Netherworld, allowing her cohort the half-beast K'Threngar
and his demon hordes to invade. Hope that clears everything up
for you.

IT DOESI'T MATTER

DEAR SEGA MAG,
Congrats on producing what is the “premier” Sega mag. It really is
a “top” read.

Er, right, enough brown nosing and down to business. The news on
the Mega-32 was very interesting indeedy. If the preliminary specs
are anything to go by, the Mega-32 is going to be a real botty-kicker.
Anyway, since nobody knows what the beastie (Mega-32) looks like
| decided to put my meagre artistic talents to some good(ish) use
and come up with an “artist’s impression”.

Whether I'm quite close to the final design, or miles away it doesn't
matter, | just thought you'd like to know what one of your readers
thinks the Mega-32 may look like.

One last question though (well it’s my first actually), do you know if
Sega will be installing any extra joypad ports on the Mega-322 This
would be a good idea making multi-player games more the norm
and saving us tight wads having to shell out for a Sega Tap.

I shall trouble you no longer, keep up the excellent work and, er, |
read you every month. Ooops!!

G Plaskitt, Cleethorpes, S Humberside.




LETTERS

SM:Yo G! Thanks for your pic, but just how do you think that's going
to hook up to a Megadrive 2, eh? Eh? Answer us that one. Still, you
should be able to see from our exclusive shots this ish that you were
indeed miles out, but cheers all the same. Anyway, there are no
plans to install extra joypad ports in the Megadrive 32 (as is its name
now), but | shouldn’t worry about that unless you've actually got
enough friends to have a four-player game, which, living in sunny
Cleethorpes, | doubt you will have. If it were Grimsby that might be a
different matter. Besides, if any four-player games are coming out for
it, you'd use your Megadrive Sega Tap, as you do now.
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(HANGE YOUR NAIME T0 GOD

DEAR SEGA MAGAZINE, | think you should change your name to
God because that's what you are to me.

Now onto the proper part of the letter. It has come to my attention
that Sega have been selling us rubbish for years apart from a few
things. | have just upgraded my Master System to a Megadrive and
am thinking of getting a Mega-CD after | have saved up enough
but Sega need to upgrade the games for it. They have just started
to do this and | hope they will continue or the CD32 will take over
(oh no).

About a month ago me and my brother went round to play on our
mate’s new game Eternal Champions. On the way | got Issue 1 of
Sega Mag from the shops. When we got there our mate read all
about Eternal Champions while we played on it, after a while we
had to go home. On the way my brother said “Eternal Champions
and Sega Magazine rule!” before collapsing and going into a
coma. | rang 999 and he was rushed to hospital. He has now been
in a coma a whole week only opening his eyes to say “l need
Eternal Champions” before closing his eyes again. As | am on a
low budget | turned to my God and | am hoping that you, the
world’s greatest Sega mag can save my brother by sending me
Eternal Champs.

PS | will worship you twice as much if you do save my brother!
James Thompson, Quorn, Loughborough

SM:Oh dear, I'm afraid this letter’s been lying around for months
and we've only just found it. Well, you should have had time to

save up for your own copy of Eternal Champions by now then, so
we won'’t bother sending you ours. Hope your brother doesn’t die.
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BLAZE IS LUSH SHOCKER

TO THE BODS AT SEGA MAGAZINE,

Hi! Before | begin | must say your mag is excellent. Can you do me
a favour by printing my letter in the next issue of your mag please.
1 Is Streets of Rage 3 going to be a 24-meg cart?

2 How is the MEGA-32 going to hook up to the Megadrive and
Mega CD? Have you got an artist's impressions drawing or some-
thing to show us what it will look like?

3 Will Sega release a Sonic game for the Mega-32 or will they just
convert the arcade version to the Mega-32 and the Saturn?

4 Have Sega thought about giving Tails his own game as Dr
Robotnik has one?

5 In the Letters Page of Issue 5 you replied yes to that Sega.and
Ni@"*@do were working together on a new console, why? This
means that Ni@"*@do can catch up on the competition with Sega
if that's possible?

6 What will the machine be, 16-bit 32-bit, 64-bit?

7 IS there going to be an Ecco the Dolphin 22 If there is are Sega
going to do it a bit like last time where you have to find out what's
happening as you go along?

8 When you hook up the Mega-32 to the Mega CD will it automati-
cally upgrade FMV games like Night Trap?

9 Is Blaze (ssshhhhwwwwiiiinnnggg) going to be dressed in red or
in white clothing because | have seen two reviews of SOR3 and she
is dressed in red and in the other (your review) she was in white. So
what's it going to be, red or white, because Blaze is lush.

Later buds,

David Landers, Harlow, Essex

SM:Hey! G Plaskitt wasn’t wasting his time after all with his Megadrive
32 design! Look - someone’s interested! Mind you, given the intellect
indicated by the rest of Mr Landers’ queries, perhaps it wasn’t such a
good idea. Have you ever heard of irony, David¢ Well, that’s what the
Sega/Nintendo collaboration answer was you see, it was a little joke.
It was not true. As for your question concerning Blaze - don’t you
think you should be getting out a bit more?

MV POINT IS ABOUT GRIMES

DEAR SEGA MAG

Congratulations to you for a class mag. My point is though, about
games. Me and my mates design games for Sega formats. If they
were good enough could somebody program them for us? Also |
have heard rumours that Codemasters are currently working on
Micro Machines 2 as a J-Cart game. Is this true?

Mark Williams, Portadown, Co Armagh, N Ireland

SM:Well, Mark, I'm sorry to say that sofiware houses rarely solicit
work from outsiders, but it isn’t inconceivable if your effort really was
good enough. You'd need to map everything out pretty thoroughly,
though. As for your Micro Machines query, perhaps the Work In
Progress feature in this very issue may put your mind af rest.
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DEAR SEGA MAGAZINE

1 would just like to say how disappointed | feel when | play a game and
finish it just to get an ending which says “Congratulations!” or
“Thankyou!”. | feel an ending to a game is quite an important factor of
a game. So in your reviews of games | think you should incorporate a
mark towards the ending of a game. | personally usually go back to a

- game which has a really good ending just to see it again, rather than

one | spent twenty hours on, just to get a congratulations (Krusty’s Fun
House for example).

1 used to be an avid reader of Megatech, but since it has been sold it
has gone downhill drastically, but | am stuck with it because | subscribe
fo it. Actually it was a letter from Tom Guise pleading to re-subscribe,
saying “the only Sega mag I will ever work for”, and now where do | see
him, but gracing these very pages.

PS If Paul Johnson hates Digitiser so much why does he keep reading it?
Miss N Hobbs, Ryde Isle of Wight

SM:1t'd be taking the ratings a bit far to judge the ending of a
game. However,if a title has an especially good or lame end game
sequence we do try to mention it in the main text of the review. As
for Tom, you'll have to excuse him, he meant to say “I will only ever
work for the SEGA MAG”, but his grasp of English doesn’t quite
stretch to sentence structure yet, sorry.
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| CUT MY FINGER

DEAR SEGA MAGAZINE,

After purchasing your May issue, | was extremely impressed by the
quality of your magazine. | loved the Showcase of Streets of Rage 3
and | think I'm going to buy it. The Sonic 3 map helped me find
special stages | didn’t even know existed.

However, | am upset because as | was flipping the pages, | cut my
finger on the the side. Please be sure to take greater care when
cutting your paper to ensure that others do not cut thumbs causing
a lot of pain as | did.

Matthew Goldman, Edgeware, Middx.

SM:We're sorry to hear about your mishap, Matthew, so from now
on we'll be releasing SEGA MAG with special cork-tipped pages to
prevent any further harm coming to our noble readership. You
might like to protect yourself from this month’s harsh and down-
right dangerous leaves by wearing <ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>