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If you thought
SPLATTERHOUSE 2
was bad,
Razorsoft’s
KEEPER OF THE
GATE’s gonna
blow you away!
The sequel to
Stormiord’s got
more gore than
a butcher’s
abattoir — and
it's twice as
grisly! Pull on
your rubber
gloves as the
Black Marshal
exposes the ¢
innards '
inside!
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ADVERTISING MANAGER

SCREAM ALL YOU

0 The alien nightmare has returned and you're
not even safe in your own bedroom! Plug in
your Mega Drive if you dare and take in Flying Edge’s

fearsome ALIEN3!

THE ROAD
18 et

blood and guts,
steer clear of
Razorsoft's

gruesome Stormlord
sequel, KEEPER OF THE GATES!

THE ULTIMATE DETERRENT!
e

spanking-new MENACER Light

Gun through its paces and finds ;
it packs one helluva punch! >

2 v e OF FUN
Flying Edge’s totally brilliant,

rat-smashing epic, KRUSTY'S SUPER
FUN HOUSE, hits the MD. Is it a belter or wot?!

GOOD VIBRATIONS!

WIN a brilliant music soundtrack
cassette and loads more! Termie,

Chuck Rock, Prince Of Persia... you name it, the
dudes at KRISALIS composed the music. Adrian

Pitt went to Rotherham to ask how!

PRIZE DRIVE

Get your SEGA
FORCE XPRESS
Club Card at the ready and
see if you've won any
outrageously good prizes
on your Club page.

FORCE
teslep!

ALL THE
ANSWERS

@ Fill in our

game-freak
SEGA FORCE survey
and you could walk off

with a mammoth €100
software voucher!

And here's
something to
spend it on — six old
classics under the
SEGA FORCE hammer
all for under 20 quid!

AWESOME
ADD-ONS

2 Get a load of our fantastic 5SSt
subscriptions offers like g

2 this fab Pro Pad A0 Sl
<

S
i

and make
sure you get
regular!

REGULARS
6 Gutter Talk — More CES stuff and the latest
Sega gossip from game—freak alley

34 Poster — Part 2 of the Oli Frey masterpiece
gets a bit split up. But you'll see why

35 Pittstop — The best tip spot in the world's
just got go—faster stripes! Get in there

94 Guttersnipe — Gut's caustic wit could
freeze the balls off a brass monkey! He's on
top form this month



ead the news item about
: the Game Genie? Looks

s like the Mega Drive

Superman should
hit us soon, thanks
to some hard work
at Sunsoft.

Bop and Bump look
set for blistering
platform action in
The Gadget Twins!

Epic fight action is
promised
inActivision's Super
Battletank!

Asciiware hit the

NIPPETS

ummer's hera! Or at least it is if you
s work in the console industry. The
annual CES (Consumer, Electronics
Show) in Chicago got underway and any-
body who's anybody was there. If you want
to know what's coming for your Sega
machine, drool over the rumours and gos-

sip we picked up:
i The first thing you notice about Sega
tom L ST stuff this year is there are a lot more third
CADNET - party publishers than ever before. This
D means more games and cracking licences
are in the pipeline. Read on and star

droolin’!

Let's start with the big names. Big coin-
op manufacturers Taito have just jumped
on the console bandwagon. Their first MD
title is the coin-op conversion of Cadash
(import review this issue) and fits in nicely
with the already released (on import) GG
Chase HQ. There's sure to be some more
coin-op releases from them pretty soon —
we'll be the first to let you know.

Having a ball!

Next up are old friends Tengen, distributed
in the UK by Domark. Theyve got some
cracking titles ready to hit the streets. ABI
4's the next instalment in the ever-popular
baseball simulation, offering more stats
and options than ever before. Baseball
freaks are gonna love this one.

It doesn't stop there, though! Fancy get-
ting behind the wheel of a dirt track 4x4
racer? Look out for Road Riof. Steel
Talons keeps up the action with a hell-
copter-based simulation, taking you
through 12 missions featuring amazing

STATES EXTRA

If that's not enough, they're also respon-
sible for Humans, the Lemmings—snh can
about the development of mankind (thats
us, in case you'd forgottent).

Adrian and Paul!

Sunsoft have been pretty quiet since
Batman and Super Fantasy Zone, but the
latest word is they've secured the Beauy
and the Beast licence. The film should be
out in 1993,

Meantime, Lemmings is due for officia
release sharpish and Stateside they're
working on Virgin's Superman and othes
hush-hush games.

Mext up is one of the new boys in town
Activision. Although they've been around
a long tme on the Commodore and
Speccy front, they've just dived into the MD
market and look like making a belting stan
with Alien Vs Predator, involving the char-
acters from both films. Sci-fi freaks'll fa
over themselves to get at this one.

The old MS and Nintendo favourite RC
Grand Prix should be here soon on the GG
while MD owners can look forward ic
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MD market with the
Power Clutch.

version's going to be around
i sooner than we thought.

\. ' It's taken a fair old while for
the eoncept of the original Code
Masters invention to be fully
accepted, both in the States and

360-degree polygon graphics. Phew!

Did you catch the Gametek Wheel of
Fortune review last ish? Hot on its heels
are some very strange games indeed.

Prepare to meet Bop and Bump, the
Gadget Twins, in a platform/action game

Not to be outdone,
GG owners get a
host of Ascii
goodies on offer.

?
.
-
Fag
._'~
] . =1
!
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‘aver here. Even though there've
been codes filtering through from
Marshal Rosenthal over the last
few months, you can expect the
trickle to become a flood very
shortly. Hornby, who are
launching the Mega Drive version
over here, are already working on
a special code book, just like the
Nintendo version, and they've
also agreed to supply red hot
new codes to SEGA FORCE —
hot off the cart, so to speak!

If you go the International
Computer Show, you'll see the
MD Game Genie up and running
on the SEGA FORCE stand. As
the Game Boy version’s probably
going to be demonstrated as
well, let’'s look forward to the
other Sega versions seeing the
light of day as soon as possible.
Keep scanning these pages for
the latest info!
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that should be a real eye-popper.

H aving trouble with your hardware? Not anymore,

because you can now send all your broken Sega con-

sole units to some truly caring people in South
London. HC Rowland & Co are the technical bods who help
out Sega Europe in a tight repair spot, but that doesn’t mean
they can't help you lot out as well! For a set fee, most faults
can be put right and your beloved unit returned to you pronto.
On top of that, those awfully nice people will also sort out
conversions for all units. Have a look through the price list
below and see if they can sort out your problem.

REPAIRS Mega Drive: £35.25 Other unit: £28.20
CONVERSIONS Game Gear: £28.20 Other unit: £38.78

If you have a problem with your Mega Drive, Master System
or Game Gear, try and write down where you think the fault
lies before sending it off, as it speeds up the repair time.
Contact the company on (081) 543 9898 or write to them at
59 High Path, Merton, London SW19 2JY for more details
of their Sega repair hotlist.

POTTY NOODLES!

If you like Heinz Spaghetti, Spaghetti
Hoops or Spaghetti Noodles, there's &
chance you might win a fabbo Master
System while you're noshing! Under &
new promotion, Sega's giving away a thou-
sand Master System |l consoles between
September and November in a series of
ten prize draws. Fill in the label on the spe-
cial cans, send it off for and try your luck!

OODLES OF VIRGINS!

Virgin Retail (you know, those chappies
who give us our mega charts) are 10 open
a whopping 20 new dedicated Games
Centres across the country this year. New
Megastores are planned, too, to bring
Virgin's total presence to 32 Games
Centres and 20 Megastores. Check out
future issues to see if one's opening near
you and get down there for great gaming!




Super Battletank, TOYS and David Crane’s prepare to be knocked out of yer socks!
k Tennis. It's an amazing litle device that lets you
. alter the game you're playing by using
o last but by no means [east, Things like infinite lives and more
art Acclaim/Flying Edge have announced power-ups are common place codes for
rs some more titles to take them right up to the Genie, but things like growing bigger,
the beginning of 1993. You can expect to ADEY o0 firing faster, having unlimited maney or
see Hoger Clemans' MVFP Basebal, BABE'S MOST fter months and maonths of basically any function controlling the
Spider-Man and the X-Men, Super Smash  MEANINGFUL A speculation, the truly magnificent = game can be altered to your specs,
- TV, Super High Impact, Terminator 2: The NATTER BIT Mega Drive Game Genie's all making it as easy or as hard as you like.
M Arcade Game and Terminator 2: Judgment set for a mammoth UK unveiling on the Fab or what?
ty Day, finishing off with, wait for it, WWF @ Those who FORCE FIELD PLAZA at the 6th Speaking about the show, Homby's
he Wrestlemania. know and love International Computer Show Andy Hiseman commented, ‘This has
Don't fret, the GG's not been left out in ~ me (hello (Wembley, 10-12 July). come at just the right time. The Game
ol the cu_ld, 'cos Super Smash TV, T2 and  Auntie Phyllis!) Though the big launch of the day will Genie was due for launch in July anyway
= The Simpsons should keep you busy fora  are well aware be the NES Game Genie, UK launchers  and that, plus the fact that SEGA
ol fair old while. that my Hornby are promising the MD version'll FORCE will feature us on
That's enough on the software front for  woeation in life be in demonstration mode on the SEGA their stand, are the
o now, but there's plenty of new hardware was radio. FORCE stand, ready for its September main reasons for going!'
"|d due to hit the streets soon. Then, for a release at a tentative price of £44.99, Good on ya, Andy.
d Asciiware are always full of new ideas  reason If you're behind the times and don't Already out in the States,
D and they're launching their smart Power unbeknown to know what the Game Genie's all about, the Game Genie's going to be
. Clutch joystick for use with the MD. No  myself, | ended huge over here, so keep SEGA
. official news as to when we'll get it bt  up here! FORCE close by for exclusive
-l importers should have it soon. So, | was well codes for old and new games alike,
To tie in with the Power Clutch comes  dischuffed Very soon.
C Double Clutch, a racing game in the Super  when | heard Meantime, get yerself down to the
G Sprint mold. Boasting HOT graphics and  some bloke, show this weekend, using the special £1
o wicked upgrades for your car, this one  who | believe to discount voucher we gave ya last month!

could be a lot of fun.

One last piece of CES info to finish is
news of the Turbo Touch 360 from Triax
Controls.

A weird looking joypad this! The
key feature here is the claim that
you'll never have to suffer
from Joystick Finger

TLIREL

be named after
a holiday resort
in Frinton-on-
Sea, was
presenting a
show called
Force Field on
Atlantic 252. In

gives the low-
down on all the
best games
featured in
SEGA FORCE
and t'other
mag, N-FORCE.
It's fab!

it'd be better if
I was sitting in

|or thumb) again. case ya don’t
Apparently, know, it goes :
al  you out at 8.30pm G‘mer a’k
do I  on Wednesday
nights and

1~ SMASHING
3.7 STUFF!

If you don't, you'll be very, very sorry
indeed.

There'll be a full report on madcap
show events in next month's ish and be
warned, if you do miss out, it'll end in ‘

tears!

the hot seat. n case you didn’t notice last month (which stone

pass  Fret not, | I were you hiding under?), SEGA FORCE has got a

g your intend to piddle new blockbuster game logo — The SEGA FORCE

o fingers on that dude’s SMASH! Just like the old Mega Blaster, Master Blaster

= ever so lighty sandcastle. and the like, the SFS'll be awarded to all those games

. over the direction This is war! getting a knockout 90% Force rating or more from the

n sensor and it does all tireless SEGA FORCE deadheads. Look out for it

\f the hard work for you — no more keypad @ You may have When you see it, you'll know the game's an essential

i punching, no more — as the Triax blurb  noticed SEGA buy! Just for good measure and to check you're all

' has it — numb thumb! We're gonna wait FORCE is awake, here's a little observation test! Which game

until we see this one for real before believ-  getting bigger got the highest Force rating and the new SEGA

Ing It, but our publisher, Roger Kean, tied and — although FORCE SMASH award in Issue 77 If ya know, send

it out on Sonic while at the CES, and | don’t know your answer in on a postcard to: | SAW IT FIRST YA

g claims it really does work and take the quite how — LYING GIT!, SEGA FORCE, Europress Impact,
n strain out of winning! Meantime, make up  better. Ludlow, Shropshire SY8 1JW.

" your own minds, but it sure sounds impres-  As the leading The first correct entry we get through our

. sive at around £26! Sega mag, we humungous letterbox’ll win one of the all-singing,

That's the big Stateside show for anoth-  listen to what all-dancing, brand-spanking, stonking new SEGA

g er year. The stands are closed, the free  you have to FORCE T-SHIRTS!! Get searching and get those

1 drinks have been drunk and the grub's say, so keep answers in ASAP 'cos we've only got one shirt in the

" been eaten! Roll on January 1993 and the  your ideas office and Mad Dog Mat's already started chewing at

| next CES! coming in! the sleeves!
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TV GAMES
GO GA-GA!

tuff the recession, business is
booming down in Ewell,
Surrey, home of console
experts TV Games. Not content
with one mind-blowingly game
store, our quick-witted impresarios
are planning a second shop in
Purley, South Croydon, with a third
due to appear this Yuletide (or
should that be Ewell-tide?!).

TV Games have been around
for nearly two years now and 'boss-
cocky' Jason Henton's so excited
about their success, he ain't gonna
let things stand and stagnate, no
sireeee!

Three shops definitely ain't a
crowd! As Jason said: ‘We intend to
keep things local for the time being.
My vision's to see ten shops up and
running in the vicinity of the M25.
However, we're looking nationwide,
too, and hope to find the ideal spot
for a new store.’

What makes TV Games so
successful? Jason explained: ‘Our
motto's Try Before You Buy'.
Customers get the chance to see a
game in action right there and then,
in-store. If they don't like what they
see, there's no obligation to buy.’

What've they got?

TV Games stock a whole range of
Sega and Nintendo consoles (as
well as the Atari Lynx) and more
cartridges than there are ‘tasteful’
Benetton ads!

Jason said: 'We have 240 Sega
titles in all on display at any one
time. Virgin Megastores can't lay
claim to that!'

There are plans afoot to branch
out even further, with the latest
Amiga and IBM PC games.
Business software will be available
by order.

Who knows, TV Games could
be coming to a town near you real
soon. Tune in to SEGA FORCE and
keep your eyes peeled for a
fabulous TV Games Competition.
If you pin-point the exact location of
a new TV Games store, a
bamstormin’ barrel of booty could
be yours! More news on that in a
future issue, so keep watching up
and catch the compo when it
comes.

Listen up — don't be a fool,
phone TV Games in sunny Ewelll
(Strewth! we're wasted here! Want
us to write your advertising slogans,
Jason?!) If you want more info, you
can contact TV Games on: (081)
786 7816.
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DOMARK'S

DEADHEAD DEBRIEF!

ot only do we have a plethora of
N previews from Domark and

Tengen this month, the guys and
gals down in Putney (famous for its bridge
and a pretty good fish 'n" chip shopl) are
keeping themselves busy with a grand line-
up of new releases for all three systems.

He likes 'em shaken not stirred, yes
sireel The name's Bond, James Bond, and
he lands with a thump on the MD in
September, MS in October and Game
Gear in January 1993,

Arch-enemy Emst Blofeldt has mar-
shalled his forces for one last attempt at
conquering the world. He's kidnapped
Professor Michael Jones and his beautiful
daughter, Sarah.

Worra hunk!

As the suave, sophisticated hero, you
search for the distressed couple on an oil
tanker, through a jungle, volcanic cavemns
and finally aboard a space shuttle.

Bond's old adversaries crop up time
and time again, but if the hunk collects the
briefcases dotted here, there and every-
where, he can use some of those weird
and wonderful technical gizmos he's
renowned for to hack 'n’ slash 'em! James
Bond's a mixture of platform and beat-'em-
up action. I've seen a demo and the graph-
ics, animation and scrolling look pretty
slick. Fast cars, fast women... | can't wait!

Fighting for knowledge

That awesome MD game, Pitfighter (Issue
2, 90%), is set to kick up a storm on the
Master System this October. Choose from
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Dudes up North can get their Sega stuff
from brand a new outlet — the Yorkshire
Electricity Board!! Ee by gum, who'd ¢
thought it, eh? True enough though, and
most of the YEB stores will stock Mega
Drives and Master Systems (no news on
Game Gears yet) by September. You
never know, come Christmas time they
might well have installed coin meters on
the side of 'em!

The lo ited
Bond ﬁusl makes it
to the MD, and it
looks bleedin'

amazing!

MS drivers
shouldn't worry
either, 'cos this
version's looking
outta sight as welll

i e —
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three fighters, each with their own individu-
al skills and prowess, then bash butts &
the steroid-sucking sadists come home!
There are some mean bleeders walking
the sireets — not to mention the Ultimate
Warriorl Pitfighters a great challenge
Master System owners should be wel
chuffed with this one.

'
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If you don’t know what Desperate Dan
likes for lunch or how many gold balls
there are on the moon, you'd better grab
Trivial Pursuit for the Master System pretty
damn sharpish! The MS game's out in
September, GG and MD releases look
likely.

The game was well received on home
computer formats and looks set to be even
better this time around (it appears in four
different languages, would you believel?).
All the features of the board game are
there, plus musical and pictorial questions.

Matt intends to wow us all with his
knowledge when the game comes in. He
once auditioned for Mastermind but found
he was allergic to black leather upholstery!

Flying high

Finally, a few little titbits to tickle your
fancy! Super Space Invaders is due for a
September release on Game Gear. Many
new alien waves and attack formations are
included to challenge even the most hard-
bitten of shoot-'em-up fans,

Mega Drive Mig-29 Fulcrum makes an
April 1993 landing and my spies tell me it's
gonna be a corker! You fly the Soviet
Union’s most advanced frontline attack air-
craft.t There are numerous campaigns
based in many different locations. As cur-
rent realtime situations change, so must
your strateqy.

More gossip on Mig-29 and a sport’s
game for the Mega Drive, Rugby 2 (due to
hit the streets Feb "93), in future issues.
Stay tuned..,

SAFE BALLISTICS

The latest in the Accolade/Sega legal battle is set to take
shape on July 20, when Accolade has a hearing of its appeal
against the original injunction. Check out the next couple of
issues of SEGA FORCE for the results, Meanwhile,
Accolade’s been clearing up a retail confusion by stressing all
of their MD games, released in the UK on the Ballistic label,
are cleared for sale. So if you fancy one of Accolade's selec-
tion of games, don't worry, you won't be breaking the law!!




INSTANT
WINNERS!

TEN JOKE PAGKS

"”"_1.:

dzaei fug yung sagd e sl
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Y ou know the score! If your exclusive card number mat{:hEE any of the winning num-

bers on the SEGA FORCE XPRESS HOTLINE, you're a winner! It's that easy! Just

call the number below and if you've struck it lucky, send your card to MEGAFONE
XPRESS CLUB, Sandylands House, Morecambe LA3 1DG. We'll send your prize plus
your card back so you can try again next month! Ain't we bleedin’ generous or wot?!

BRI RN EEERITER I ZEB]

If your number
matches the one
on the hotline,
these flickin’
brilliant remote-
controlled racers
could be yours!
Get dialling and
see if you've won
fotal control over
this little

lot!

2 CLUEDO
BOARD GAMES!

101776

Get a load of
this superb Le |m
Mans Wrestling, Thunderbirds R T
Scalextric and hi-speed shunt stunts! iy S B |f you've been a truly lucky beggar and won an
track! With two Five brill videos are on offer T ey instant prize, just send your card via recorded
smart racers here! If your card number N delivery to Mike Watt, Instant Winner — SEGA
and acres of matches ours on the hotline, FORCE XPRESS, Sandylands House,
track, this they're all yours. Call up and and see if you Morecambe LA3 1DG. We'll get your prize and
one'll keep you can collect! card straight off to ya!
busy for a

~ long, long

time. Call up the hotline and see if your card
number matches ours. If it does, it's all yours!

CALL: 0891 424299

Please note that your card isn't valid until the Calls cost 36p (cheap rate) and 48p (at all other times) per minute, inclusive of VAT, If you're living at
registration form (page 57/58 — Dead Head home with your parents, or if somebody else is paying the phone bill, please ask permission before you
Survey) is completed and returned! call. A winners' list or a full list of rules is available by sending an SAE to Xpress Winners’ List/Rules,
If you missed last month'’s ish and haven't got Sandylands House, Morecambe LA3 1DG. No purchase necessary, just get holf of your card as soon
your card yet (bogus!), just send an SAE to as you possibly can and get winning!

Cece e p1000s OF PRIZES MUST BE WON EVERY MONTH!!
[ |} ]

Morecambe LA3 1DG and we'll send you a free
AUGUST '92 SEGA FORCE 9

mn:l and details of the winning numbers
aight away. Good luck!



ooh! Boy am | scared! | hate suspense/
o horror films, but like the extremely stupid

person | am (I hate to agree, but... —Ed),
| still watch them.

And if your idea of a good movie's having the
cack scared out of you, you've probably set up
your deck chair and sleeping bag (not forgetting
your hot Thermos) to make sure you get the first
ticket to this baby!

The return of Ripley...

Alien fans will have watched both films and proba-
bly spent all their dosh on any merchandise they
can lay their hands on. Now, thanks to Acclaim,
you can own the console version of one of the most
eagerly anticipated sequels of all time: Afien *.

For those who don't know what the hell I'm
talking about — and let's face it, most people
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don't half the time — Alien *s the latest and possi-
bly last episode in the ongoing struggle against
man-eating alien life forms with a curous fixation
for Ripley, a courageous woman played by
Sigourney Weaver,

After the first film, which saw Ripley the only
survivor from a ship boarded by the Alien, and the
sequel, where her mission was to save an infest-
ed planet, the third Alien adventure's definitely the
most bizarre.

And her friends!

Continuing exactly where Aliens left off, the victori-
ous Ripley's travelling in an escape pod with a
badly damaged Bishop (a man, NOT a member of
the clergyl).

But (there's always a but) the pod crashes.
Where? On a penal (prison) planet populated by

| Probably THE

¥ most terrifying
8 film of the
summer is here — and
so0’s the game. PAUL
MELLERICK, the
nearest we've got to an
acid-blooded fiend,
peeks out from behind
a cushion.

rapists, murderers and Mat Yeo! (Aaarrghh!)

But it doesn't end there. Unknown to Ripley
she's brought some Aliens with her — and one
of them's inside her! The resourceful, haroy
Aliens breed and soon spread through the plan-
et (like bleedin’ rabbits, they are!).

As a prison world, security procedurs
demands a clamp-down on guns and the like, so
using the meagre weaponry available Ripley
must again try and defeat the Aliens at all costs

But enough of the film, how does the game
tie-in? To be honest, | don't know.

You control Ripley through five levels of
Alien-busting action, mutilating monsters while
searching for hostages. | don't know how the
hostages got there, glued to the walls with Alien
slime, but there they are and you've gotta res-
cue ‘em,.
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You can't get outta this nightmare until you've res-
cued all the hostages. Save them from

e

o e

ir agony

by walking into them and unstringing them!

Always keep a close eye on your sonar scanner for
alien activity. Use the excellent downward firing

routine to finish off this ugly muthal

e

Going up! Looks like the route to another
weapon loose in the holster for an alien assault
rest of the corridor.

Ok, you've iuslwushd;
you've gotta grit

A'?ﬂhmﬂ can win here (remember Alien-the origi-
nal?). The clock’s ticking down so you can't afford to make
false turns or waste time. Just get in there, do the job and
get the hell out again. Your move!
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Below: Have your weapon at the ready —
those runners home in damned quickly!
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Destroying the pods before the ugly Facehuggers
erupt saves a lot of trouble - two shots should do!
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go into the air ducts

here!

running muthas. Now

il ilr

\
- k.

BEeeme B (%
-EH_E1 "II . LLI - ._' .'-
SECREREmE 2 -
S ey e T N Ly |
-‘:..-.: _

o

Dead end, Ripley! Wasted seconds could mean the death of the hostages!
More like it! IIf you picked the right route, get the last hostages and get out!

Gotcha! Put the hostage out of his mi nd
move on. Hang un,llm'emrldheumm
round here somewhere!
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Each level's a maze of ladders and platforms,
with the odd interconnecting tunnel thrown in for
good measure. Simply work your way through
each level and rescue a set number of hostages.

Don’t panic!

Easy enough... if it wasn't for the time limit! Even
when you've found all the hostages you're not
sale — you've still got to find the exit! The
adrenalin really gets pumping.

The controls are fairly straightforward. One's
the fire button, you select the weapon with anoth-
er, and the third button’s for jumping.

There are four weapons at your disposal, each
best suited to particular situations. You have your
trusty pulse rifle, a mean flame thrower, a mother
of a rocket launcher and ever-useful grenades.

But because of limited weapon supplies on the
planet, what you start with is all you can get, so
use them wisely.

On Easy level you have 99 shots from your pulse
rifle, 80 bursts from the flame thrower, 50 rockets
and 40 grenades to blow open doors. Pick Normai
or Hard level and watch those numbers come
crashing down!

To help save your ammunition you're holding a
motion tracker which picks up anything in your
area. Displayed in the top-right corner of the
screen, the tracker shows a sprinting Alien as a
blip moving toward the centre of the scope, the
centre being YOU! They move very quickly so be
careful and very alert.

As well as fully-grown Aliens, you have to con-
tend with eggs dotted around the platforms. Each
egg contains a face-hugger which launches itself
at your head if you walk past, draining energy.

-7 -C
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Above: Looks like the entrance to an air duct here!
Could this be the exit to level two you've been
hunting for? Maybe it is, but you've still gotta
negotiate the ducts to move on again!
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It's advisable to wipe out as many eggs as
possible. Contact with face-huggers and Aliens
gradually depletes your energy, finally taking your
lite.

Two biggies

Similarities to The Terminator are sure to be men-
tioned, unavoidable as both were programmed by
Probe. But as The Terminator's a good game this
isn't such a bad thing.

The Ripley sprite is very close to poor old
Sigourney in the film, running round in a pair of
combat trousers, a sleeveless T-shit and an
unsightly shaven head. Yes, she's a complete
slap-head, poor thing.

The animation's just like The Terminator
Brilliant. Ripley holds the weapon across her
chest as she sprints across the platform, and
recoils when she fires, her face lighting up from
the weapon discharge.

One piece of gossip you might like to know.
When first programmed, Ripley's breasts wobbled
outrageously as she ran across the screen (cue
lecherous laugh). Scolded for being sexist, Probe
designed a less, um, ample sprite.

The graphics really are excellent and the Alien
sprites, be they fully-grown or scampering face-
huggers, are scary.

Music and sound effects are also of the highest
order, with highly realistic gunfire and explosions.
The music’s very similar to Euro Club Soccer and
The Terminator — derivative but very effective.

Platform addicts have a very difficult choice to
make between the two blockbusting games out
this autumn, The Terminator or this. To find out
what we think at SF Towers, tune in next issue
when we hope to have the full lowdown on Alien .
PAUL

PR

Above: Don't dawdle through the mazelike corri-
dors and avoid the fan pits at all times, unless you
want to end up chop—sueyed, that is!

very tight at the end of the first level, but
you've still got one last scuzball to take care of.
Blast it away then use your grenades to bust out!

Below: Fail to save all of the hostages on each leve
and a grisly fate awaits. Cringe in shame as you're
forced to watch the aliens gut - busting!

'The superb Pump-action

grenade launcher should
see you through most
hassles. Probably your
best offensive, so use

sparingly!

Grenades come in very
handy for blasting
through the security
doors. Smart for testing
unexplored ducts too!

Not the most powerful
offensive in your
armoury. Shots are wast-
ed blowing runners
apart! Good last resort!

Mmmm! Very tasty! You
can almost taste the
stench of melting scum.
Go fry 'em with the
flame-thrower. Sweet!



Ten grizzly fiendish [ }- = >
Alien models, a chilling - _'/J .! J.n J_/j.f )
framed movie poster

i 1.-|_- rt -;-.' '.. ‘-"a-. .
and Alien® cinema J J
tickets must be won! D, AT
ancy scaring ya mother witless? Then .': . B _ : A J J J l -I

Yep, those kind dudes at Halcyon Models are
set to shock the living daylights outta ya with

these spine-tingling 1:5 scale Alien Warrior e " i s () ] j i
replicas. Worth about £20, those generous - ' = | -I j J

enter our great Alien giveaway and stick R
something gory in the airing cupboard! -' ' A /o j |
' 1

chappies have given us 10 to give away!

Halcyon specialise in science fiction film-
related merchandise. With the long-awaited
release of Alien3, they've added five new
model kits to their already grand collection,
which includes Back To The Future and
Terminator 2

The models are highly detailed
reproductions of the movie props. Research is
vital so film technicians are consulted to
ensure the models’ accuracy. They're all easy
to assemble and made from hard-wearing

plastic, or soft PVC for the larger creatures. i B ool l 1 J
And that’s not all! Flying Edge, the _( ...( J [

company responsible for producing the game » b L€ —! h —J

Aliend, have no less than ten pairs of film

tickets and a stunning framed Alien3 movie _— ' Y l _I_J
poster to add to the gruesome booty bag! - R

Our lucky first prize winner receives a y ; o il
superb Halcyon Models Alien Warrior, a ' f ] 4 _( l l |
framed poster and cinema tickets. Nine — yes, i3 L » /-‘ -“ s R :
’ e R H" '}f — E - . |

P

nine! — runners-up each grab a pair of tickets =
and an Alien model, '

Greepy conundrums

Just answer the three cinchy questions

screamin’ outta Mat’s go-faster Drop Ship o O B
1. wmll'h m ﬂ m"m‘r ] / __.'_::- . r_ - ". 'I, a.- { % : I | f I . ’
Semm (S SUHLST.RUSTIN
FAGE HUGGIN ’
it

a) Angela Rippon b) Eleanor Rigby
c) Ellen Ripley

2. What do the Aliens have for blood?
AIHHI!T '92 ﬂﬂ Fﬂll.‘! I:l

a) acid b) Paul Mellerick’s saliva c) porridge

:;:t I;nw many fingers has a Face-Hugger
a)257 b) 8 ¢) 10

Send your entries on a postcard or a sealed-down
alien foetus to FACE HUGGERS OF THE
WORLD UNITE, SEGA FORCE, Europress |
Impact, Ludlow, Shropshire SY8 1JW and make |
sure they get here by & August or Big Ed'll send
Mat round to burst ya chest! Ouch, nasty!

Oh, and by the way, if ya fancy getting more
information about the brilliantly nightmarish
Halcyon models, try giving them a ring on 051
924 9458, or write to them at 22 Grahams Croft,
Sefton, Merseyside L30 OPH.

L



High-powered execs, flash
suits, ridiculously expensive
‘business’ lunches... The
BLACK MARSHAL was really in
his element when he dug out
exclusive game news at

Chicago’s Gonsumer
Electronics Show.

UST. We all have it. The desire to
L obtain and own every great thing we
see. That's what the Consumer
Electronics Show (CES) is all about —
EVERYTHING'S HERE! All the latest, pro-
jects in development, teasers, sample
demos, moments and snips of sound and
graphics and animation.
Walk with us down the aisles of row
after row of video games in Chicago, USA,

where all the world's high-tech gathers in
just a few (admittedly towering) buildings.
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Aﬂfﬂrg: just one of
ig Sega game
producers who
were strutting their
) funky stuff at the
Chicago CES! Expect
big things in the
ETI-;MJM ;rdﬂn
o Fhvi

later through ‘92
and '93, as well as
other great blasts!

This year it's a bit different, in that the
public's allowed to enter after the initial
two-and-a-half days. Most of the big game
companies refuse to be a part of the
menagerie and hide their booths away
from the public eye.

But the Black Marshal sees it all. Doors
and barriers exist to be burst through, peo-
ple to follow if they refuse to obey.

Sega vs Nintendo:
the next round

The BIG Guns aren't hiding their affairs.
it's developed into out-and-out war
between Sega and their Mega Drive and
Nintendo's 16-bit SNES.

As well as releasing a stand-alone
Genesis for $99 (around £70), Sega are
lowering their cart prices across the board
for all existing 16-bit games, and perhaps
future ones. We're talking ten bucks off the
retail — and that's including Game Gear
carts!

They're also lowering some of the older
‘classic’ titles way down to basement level.
Good time to be a gamer, if this price war
keeps up.

Meanwhile, aggressiveness is building
for CD-ROM. Nintendo might be tossing
their unit into the ring months earlier to
keep pace, but Sega's drive's gonna be
tough to fight off — some really hot games
are pushin’.

CD cheaper than carts?!

Part of that aggressiveness comes from
smart folks who know what they're doing
— on Sega's end that's Doug Glen, who
heads the Multimedia Division as Director
Of Marketing.

Part the plan is to make CDs accessible
— ie, cheaper than carts. | hear the devel-
opment cycle's still 18 months per game,
but advanced planning can do a lot more
than keep the car windows closed when
rain's coming (er, yes Marshal —Prod Ed).
It means looking for the scorching titles
and getting them ready for when they'll
make the most impact.

That's gotta be Batman Returns, right?
Sega's planning simultaneous cart and

CD-ROM release, the later format ten
bucks cheaper.

A CD game itself don't mean jack — &
can't put more colours onscreen or change
the graphics chip — but CD-ROM's mas-
sive data handling capabilities does. When
you see the 3D perspective CD Bafman
Retuns can handle, you'll take notice —
quick.

War of the Walkabouts

We all got VHS, but there was a time when
Sony tried making Beta the preferreg
choice. It didnt happen but caused enough
grief in the process.

S0 here we go again, this time with
audio. Sony will shortly release their new
Mini-CD format, a great little disk that plays
near-CD quality sound and can be carried
around in a Walkman-size unit. It plays
about 70 minutes of music and can be
recorded on, too!

But also coming is Philips DCC, a digi-
tal cassette for recording and high quality
playback. The advantage here is that the
tape mechanism will cost less than a laser-
based unit, when other companies stan
making play units, and DCC machines can
also handle conventional cassettes.

Both™ companies have music divisions
lined up — Philips a few mare right now —




Chicago CES,
gaining virtually a
whole video wall to
promote it. Mind
you, considering the
smcemsﬁ of i:;:e ut
everything else fo
do with the man in
black, you can fully
justify the
expenditure.
Batman Returns on
all formats is gonna
be huge, just wait

and see!

Two humungous

titles lined up for the
CD market later on
in the year, The first

sees the Coped
Crusader in fine
form in Batman
Returns. This'll blow
your brains out!

Wing Commander

was a runaway
success on the PC
and 16~bit scene.
From these ea
shots, it looks like a
surefire winner on
the Mega—CD as
well!

The Ultima series continues with a spot of
bother down under in Ultima Underground.
Get a load of those CD graphics!

The CD graphics look superb and the
animation on the Bo'rnogieli awesome,
Keep reading for the latest on this one!

and both machines will cost $500-800.
Investigate yourself and let your opinions
be known, otherwise the decisions will be
made by those whose jobs depend on say-
ing the right thing, not giving us the best,

Downgrade, dude

You'll get a first look at The Menacer a
couple of pages away — damn sexy piece
of hardware. But want a laugh? The gang
who creating the ToeJam and Earl
Menacer game didn't have access to a
prototype when they started developing
their bit. So... they had to use a Master
System light gun. Hey, if it works, use it,
right? They've tweaking the game since,
having acquired a Menacer of their own.

They've also taken a break from devel-
opment of ToeJam & Earl 2. No proper
name for it yet, but while the game’s gonna
be a lot larger than the first, with more
objects and places to visit and interact
with, the boys got a bit of a brainstorm and
decided to go with a whole new look — so
they scrapped months of work. Once their
flow of inspiration slows to a ftrickle, we
should see the results by December.

‘Course, Sega’s showing a lot of new
carts. Sonic 2 keeps the speed up to max
and the graphics have been blended out
from the stereotypical Sega arcade look. |
particularly like the smooth, contouring
landscape effects.

The boys from Salem

sports fans will find David Robinson’s
Supreme Court plenty hot. Plenty of video-
quality digitised moves, dribbling just
around the comer for release into your
hands.

Chaken the Forever Man's a goodie,
coming from comics and painfully onto the
video screen. A dedicated warrior-priest,
he must roam the land until all the cultish
beasts of the dark are vanquished. Plenty
of action, violence and ghoulish stuff.

The character CANNOT die, but there's

i o W0 L

In true Ultima style, you view the world
head-on. Look where you're going though,

'cos there's plenty out there to do you harm!

plenty of worse alternatives, and out-of-
body experiences and psychic visions
make this a lot more complicated than a
hack 'n’ slash game.

Time for heavy mutant-types. X-Men
brings the boys and girls with that little bit
‘X-tra’ into the spotlightt Cyclops,
Wolverine, Gambit, Colossus... they're all
here with their special powers and moves.

Flay just one hero or switch between
them — but be ready to fight. Prepare in
the Danger Room then head out and res-
cue Professor X. The game varies depend-
ing upon the character chosen and
strategy’s required for clue-solving through
the seven levels.

Bring on the dancing
flowers!

Of course, there's gotta be some summer
fun. This year it's Greendog, an ultra-cool
surfer type stuck with a magic pendant and
curse on his head. Poor guy, all he wanted
was the perfect wave.

To kill the curse, he must travel through
exotic Caribbean islands and recover the
Surfboard of the Ancients (probably needs
a good waxing by now). With inline skates,
skateboard and pedalcopter, a colourful
cartoon look and a jammin’ reggae beat,
he'll make it before the weather changes.

Takara USA have got the rights to con-
vert Neo-Geo games to Mega Drive.
They're a HUGE company — but their
main claim to fame are those dumb plastic
flowers that dance when music's played.
Fortunately, we ain't gonna see those
characters converted to 16-bit.

What we will be seeing are games pre-
viously confined to arcades and the

Take on the role of the warrior—priest in
Chakan the Forever Man. You can't die but
you can take an awful lot of punishment in
this future shock!
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hideously expensive Neo-Geo. King Of
The Monsters is a light-hearted romp
where you wreak havoc through human
cities as a giant monster. But more impor-
tantly, there are other monsters to wipe
out!

Takara plan for a late autumn release in
the States, with Fatal Fury to follow early in
'93.

Think happy thoughts

It was a great movie — and the game ain't
bad either. Hook's based on the Spielberg
film, of course, and it's a pretty spectacu-
lar, multi-tiered event. There are platform-
type levels, and you take on the role of
Peter Pan, jumping, climbing and acquiring
things as expected, while villains, strange
creatures and loads of well-known'things'
from Never-Never Land do their best to
stop him.

Fighting sequences take place in spe-
cial screens, using substantially larger
character sprites for clearer and more dra-
matic action. There's a fair way to go on
this one yet, so we'll have to wait and see
what that looks like but, as expected, it's a
case of wearing your opponents power
meter down while locking after your own,

Action takes place in many different
locations. Pirate ships, below the ocean,
on land... and if you manage to make it
through to the game’s climax, there's our
favourite, Captain Hook (much misunder-
stood — nah, forget it, he's just a bad-
assed dude). Battling him will be no easy
task — and at the end of the day, who
knows who'll be forced to walk the plank?

Expect more on this one very soon.
Meantime, peek at some other snippets |
picked up at the show. Hang on though, if |
don't leave some CES gossip for next
Issue, the Big Ed'll make sure it's me that
hits the drink. I'm outta here!
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Chester Cheetah's
coming from
Kaneko USA. Pick
up motorcycle
parts and ride for
Hip City USA!

More Kaneko
action in the
marhal arts bash
Deadly Moves -
take on the best
for the World

Crown!

Gametek have got
surefire winner on
the way with the
licence to TV's
brilliant American
Gladiators!

JVC are lining up
Metal Fang later
in the year, sort of
O
a |
Looks good.

The amazing
Captain America
arcade hit should
hit the MD soon,
thanks to Data
East!

It's not going to
be with us on the
MD for a little
while yet, but the

Sony | soft's
blockbusting film
license. Due for a
November release
in the States, it's
bound to come v
against some st
opposition for the
m spot though.

y? What's
blue and spiky
and also set for a
November
release!!

THE CAPED CRUSADER RETURNS

“

ust before | head on back for the hills, there's time to
remind you that Batman Returns is nearly here, dark
and cool as ice. For those hot Sumer nights, try toolin’
around Gotham City in the Batmobile, being chased by some
dufus cop! If you're after red hot, remote controlled car racing
action, then you'll need to get hold of the outrageously good
Gotham City Chase set. Snap the track together, set up your
realistic GC backdrops and pick whether you want to be Batty
or the cops before setting off.

On top of this incredible battery powered Batman racing
game, there's also a brilliant Batman Pinball game up for
grabs. Here, not only do you get 3 — way flipper action, but
you get all the sound effects, like screeching tyres, too! Work
the metal ball across the bumpers and go for the hi-scores!

If you want to get your hands on these fantastic Batman
prizes, just answer the three simple Batty questions below
and send your answers in on a postcard to THE CAPED
CRUSADER COMPO, SEGA FORCE, Europress Impact,
Case Mill, Temeside, Ludlow, Shropshire SY8 1JW.,

1. What is Batman's real name?
A, Bruce Willis

2. What is the name of Batman's butler?
A. Herb Alpert

B. Alfred

C. Jeaves

3. Who plays The Pengiun in the new Batman Returns
movie?

A. Danny deVito

B. Ronnie Corbett

C. Phil Collins

State on your entry whether you're after the Chase Set or the
Pinball and the first correct entries for each prize pulled out of
my cape will get the gear. I'm waming you, if | don’t see those
entries pronto, or before July 9 at the latest, I'll be round with
my Menacer to hassle ya!!
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°ur story begins in Hell. Yep, 'fraid so. But
don't be so concemed, you came here by
choice. The getting in was a snap — it's
the leaving that's gonna be tough!

But what's a hero to do? You can't let
the Devil kidnap all the Mystical
Princesses and toss them in
the pits of the Underworld
like so much dross. Ain't
good for their image. Not
to mention that by har-
nessing their powers, Mr D
can open all the gates holding
back those demons, monsters and
beasties that shouldn't see the light of day.

But you're no mortal, for you are Stormlord,
Keeper Of The Gates! Chosen by Goodness itself
to right this wrong, you've been given gifts to aid
your quest to rescue the Princesses.

One weapon alone is yours: a magical throw-
ing axe which reappears ad infinitum in your hand
to strike or fly again. You have the ability to leap
great heights and can withstand much abuse!

Come Hell or high water, here goes nothin’. .

Open the box!

Controlling the Stormlord character's simple
enough. The pad and [A] trigger upward and diag-
anal jumps, [B] slashes with the axe, [C] throws
one.

Mazes, passageways, ladders and platforms
form your path through eight treacherous levels.
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It's finally happened —
BLACK MARSHAL's
been sent to hell (we
warned him!). Never

“mind, he feels at home

there. A game can

% | never get too dark,
ugly or violent for
his taste.

There are many strange places to visit along the
way, containing odd and unusual items.

Chests often contain a key (skeleton, of
course), collected to use on any locked door. But

there's an equal chance you'll find a
jonce safely incarcerated)
beastie. Them's the
breaks.

Defeating
| craven, bloody-
drenched, scum-
laden pus-bags is
the name of the game,
Slice and dice 'em. Remove
body parts if possible, but most fall

apart once gutted.

Those are the easy ones. Giant hands which
reach down to grab you don't seem to have any
weaknesses — so avoid them. Easier said than
done!

What's on the end of the stick

For the most part you have it easy, creatures
attacking up front and personal. But what was that
flickering? A glitch in the program? 'Fraid not,
Predator-like invisible beasts are nearby!

Laughing at you as they become corporeal and
blast fire, they shimmer back into nothingness
before you can get a number on ‘em. Where did
they go? Over there? Was that one or two on the
left?

Almost as stealthy are the Stick Men. The
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Welcome to all the layers of Hell —
this is one hot game...! Defeating
craven, bloody-drenched, scum-
laden pus-bags is its name. Slice
and dice ‘em. Remove body parts if
possible. But that's not always so
easy. Laughing at you as they
materialise, invisible, Preadtor-like
beasts blast fire, then shimmer back
into nothingness before you can
protect yourself or fight E:ck. Where
did they go? Back into the darkest
recesses of Hell. The map below
shows the underground levels — but
don't trust the floor — solid it ain’!
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Beware the Forest of Fear! Trees shuck their
branches, which then form together into stickmen
to attack you — there’s one on the right...

Princesses hover helplessly over fire pits waiting to

be rescued — they got wings, you don't...
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Forest of Fear sheds branches as you pass,
which mold together to form the Stick Men. Sticks
and stones may break your bones but you've an
axe to take care of that — until their bodies meta-
morphose into lethal flying spears!

Havent even mentioned the wet-beasts.
These dwell inside the festering, mucus-drenched
pools that often bar your way. Jumping over
them's easy, unless a wet-beast rises to take a
bite out of you. Does it hurt? You betcha!

Does it go with the curtains?

End- and mid-level creatures are the real testers.
but they're worth it since their demise launches
magic talismans, gathered to increase strength
and heal wounds.

The dragon seems a simple beast — yeh, like
you can breathe fire and stampede with 60 tons of
flesh! The trck here’s the same as everywhere:
hack 'n" slash, dodge 'n' weave, toss those axes
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face soon...

Hands loom down from the
roof, and they're hard to
dodge while all around,
beasties materialise from
nowhere, zap you and vanish
— it's tough at the bottom of
the pit...
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and cut, cut, cut!

some of the underground levels are
strange looking. Featuring statues sculpted by
denizens of Hell, interior design was orchestrates
by the Damned.

Don't be fooled into thinking the backgrounds
are simply that,

The floor isn't always as solid as it looks. Ox
inanimate. Bad enough when the floor starts suck
Ing up like a pair of lips trying to kiss your croich
you can fall through it like soft quicksand!

Don't get the wrong idea. Saving the
Princesses is worth it — even if they sometimes
don't exactly jump to you. They like to hover help
lessly over pits of hellfire and ask you to jump ang
catch them. They got wings — you don't!

Not much of an air hostess...

Eventually you'll fly up to the clouds on the back
of a giant eagle. The future will seem bright and
the problems of the dark a million miles away. But
the Devil has plans for you. They don't include
your surviving the flight, which is why strange fiy-
ing machines and winged demons head your way

And wait till you meet the Big D himself. ..

Keeper Of The Gates has a dark and forebod-
ing look, heavy shading setting and maintaining a
menacing mood. Scrolling in all directions, anima-
tion's speedy — and there's plenty of it.

The axe is exquisitely handled; a wide variety
of motion frames can be seen as it's swung. The
Stormlord's hair flies majestically in the breeze as
he leaps and bunches together as he falls toward
who-knows-what.

The destruction of the undead is hugely satis-
fying. Explosions are big and bright, shreds of
slain foe flying in all directions.

The background music sets moods but it's the
sound effects that make it. Digitised and loud. that
axe really packs a wallop, much like the speaker-
shuddering explosions.

Arty crafty

Will there be differences between this and the fin-
Ished product? Plenty! The programmers are
burning in those EPROMS daily, enhancing
graphics, adding new touches, making the charac-
ters and animation tighter,

There may even be a game on Razorsoft
packaging. They're talking of hiding their logo
somewhere in the cover art of the box and award-
ing a big prize — maybe a real axe — to the first
person who finds it, and T-shirts for runners-up.

Just as there's a lot going on in Keeper, the
same can be said for Razorsoft. Next up —
though we're talking early '93 here — will be
Vampire Killers. I's all part of the new style they

want to promote, ‘Frightware’ — taking hor-
- ror themes and creating moods within
a game to sustain the feeling.

Keaper Of The Gates is a big
step in that direction. It's not
just a set of coding tech-

niques, it's programmed
creatively, giving it the
kind of 'OOMPH! you

won't find elsewhere.
If you don't dig blood
'n’ gore, this ain't for you.
It you do, you're gonna
want to get your hands on
Keeper the minute it's
released. Itll be worth the
walit, MARSHAL
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SPLATTEK .

- You want gore?
_ ;% We got gore
= 4% and more gore!
PAUL MELLERICK
straps on the Jason
mask (thank God!) and
sets out to rip a few
zombies in half!

IT you want sick games you don't have to go

any further than this! Dig out that sick bag or

play this with the bog deor WIDE open and
prepare to say hello to your breakfast all over
again!

Foor old Rick. After. donning the mask in the
prequel to save his girlie, Jennifer, he thought all
his problems were over. But she's lost again and
a confused Rick begins having sirange dreams.

The mask that gave him his power is stronger
than he thought. It persecutes Rick until he
believes the only way to save Jennifer is to
wear the mask again. The prob-
lem is the mask mutates the
wearer into a hideous
form just barely recog-
nisable as human (a bit
like Arnie with mumps),
s0 you can understand
Rick's reluctance.

The last snore

But in his most disgusting and gruesome night-
mare yet, Rick sees an image of Jennifer calling
to him before dropping into a yawning chasm.
This stirs Rick into the decision which will change
his life forever. he puts on the mask and once
again goes on the warpatn. ..
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Intestinal juices
fly out to decorate
the walls

The onginal Splatterhouse was an arcade hit a
few years ago. Coin-op fans delighted in the over-
the-top graphics as you walked through the
scenery, chainsawing away at an endless supply
of zombies, but it never made it to a home format
except for NEC's PC Engine.

Thanks to Namco, you can enjoy the gory
delights of the sequel — and this time they really
have stretched the boundaries of onscreen sick-
ness. Splatterhouse 2 won't break any frontiers in
gameplay and, in essence, is a simple left-to-right

scroller where you hack relentless hordes of
mutated creatures. Your own
grotesque form batters the
opposition with button
B] to punch and fo
kick.

As you progress
the horrible little nas-
ties develop an aenal
attack technique, but fdru-
nately you can jump too, using [C].
You can attack in mid-air by pressing [B] to per-
form flying kicks or punches respectively.

One more tactic is the Vinny Jones sliding
tackle that knocks those undead-type thingies
down like skittles. Jump then press diagonally
down in the direction you want to slide, press [B]

as you land and perform a human impersonatior
of a bowling ball' Devastating!

The knee bone’s connected...

Although you're pretty powerful you can always
use a little help. Items such as big thigh bones
and long staffs are found on the floor — very use
ful to club the crawling masses to death!

There are two scrolling sections to each leve
and when you beat these you face a BIG, ugh
end-of-level mother. Each one needs to be he
several times and some have more that one
means of attack, so be careful,

Thankfully, Splatterhouse 2 includes a pass
word system that allows you to continue from the
level you last completed, preventing those old firs:
level blues!

Gore!

The real highlight of Splatterhouse 2 are the
graphics. There's enough gore here to put bad
horror movies o shame!

Each time you hit something it explodes inte
wo pieces. l1s intestinal juices fly out to decorate
the walls with a surreal painting that would shame
Salvador Dali.

Pick up the staff on the first level and when you
whack a zombie round the head as if it was a
baseball the whole body slams into the wall. disin-
tegrates and drips down into the gutter! Yum!

But here's the bummer. apart from the gore
factor of the graphics, there isn't a lot to tempe
you. Strolling along. taking on everything that
comes your way, is not my idea of good game-
play. The additional weapons and new baddies

are okay but don't alter the gameplay.

The pace is all wrong. Rick swaggers along
really slowly. | know he's upset about Jennifer but
somebody should put some lead in his pencil and
shift his backside into action!

The sound's ckay. Moody tunes create the nght
atmosphere and authentic spot FX blare out wher
you smack something round the head (samples?
wonder).

Splatterhouse 2 doesn't offer anything you
haven't seen or played a thousand times before
While good as a coin-op, the limited style doesnt
go well onto cartridge. You'll laugh for a while then
descend into boredom — and that isn't the recipe
for solid, entertaining play. Serry (you may well be
when Rick reads this! -ed)

PAUL




tion

ays
nes
158-

el
igly

hit
[ne

155-
the
first

the
oad

Nto
ate

you
3in-

ore
npt
hat
ne-

15

ng
out

Jh
en

FFFFF =1

wi[uhoﬂ].%hm'
and he turns into this

s 5 LUR L

."J'I'.I'J'il'.l’]l.l'r]l'.l']]l‘d'dll' rrrrrrrrrrrrrrrrrrrrrrrrrrrrr FAAFFRARTAANFAATS ARG

B R T TR

LTEH s -'.:'753

:l aOEE ]

SRAFTTIS I T I AR A T -l"'ﬂi-I'i'nlrii.nlii'.l'i']'l'!.llii.ii!J'JIJ'.!JJJ.l’.l’i’JJJJ!!J .Ii..u-a-a-a-.-.-.,

L L

e . il . o - & s . - =, - - -
. | St oy T T _ I . . ———

. - = o L = " oy

.

i 4 ke % ] T T g
ot =" -2 s i) = Lo a

P—

ik
. a

8 {f :

I T - 5 . - -'. P ¥ .—
F o h h : % % Ty
TN W R e ) L b .
R % e ™ > ' =
- i LY [ e
r-l'r FFﬂﬂIi'fl".l'.ﬂFII'IJ'I'J'I'.I'J'JJ'-I‘J'I"J'J'JJJIllIJJ‘JJJ’J’FPl.'f"f:r:;::}}‘r’ff;:

s J'II-EIIIIIJIJJEJIJTI o & 0 FFEE T IJ’IJJ‘J;uj}ﬂ:ﬂjﬂjﬂ;:t:::III_.:;,JIJJ_[}J:_I.'JJI"E 5

-

" +

Avoid the

Pl

they grab Do 7

you, they Il SR Fd%e

your
controls. |
SUURE "D s WO s W s

dA SRR AR RN E R R PSRA SR DR REERED DD DB BER BAE R B0 8E R RS SEE

Yuk! This has got to be the
grossest game ever!

Slimeworld has its fair share

of muck and mucus but this is

the grandaddy of them all! For
sheer vileness, it gets full marks. The
slime’s always in full flow and there are
loads of dripping creatures to tackle. The
only complaint is that it's all too slow. The
controls are sluggish and lets the whole
game down. A bit more speed and this
could've been a contender, Charlie!
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want to. Add your fabulous jumping ability ane
you're ready to take on anyone.

But after three minutes of this the only thing
you're ready to tackle is your bed for some sleep
This is boring with a capital ‘C’ (for CRAP).

Even taking into account that it's three years
old, the gameplay sucks. Your pathetic array of
moves gets incredibly boring and the samey
attacks kill off a potentially good beat-'em-up.

The sound also shows Last Battle is from the
early days of Mega Drive programming. If you
ever load this up, turn down the volume or pay the
pricel

There's bound to be some bummers for just
£19.99 but this is beyond a joke.

Overall Force: 33%

his really is scraping the bottom of the barrel!
TLasf Battle was one of the first games to
grace the official English MD and it really
should have stayed in Japan where it came from.
The plot behind Last Battle sets up a left-to-
right scrolling beat-'em-up much the same as
Splatterhouse 2, also reviewed in this issue.
Hordes of enemies come at you in various shapes
and sizes and you use all your abilities to combat
them.
And boy, are you a macho son-of-a-bitch! With
muscles that put Amie to shame, you can pack a
mean punch and crack a good kick when you

Can’t afford 30 or
40 quid for a

" /% cart? Never mind,
PAUL MELLERICK's

here to guide you
through the first batch

of £19.99 rereleases.

fter loads of complaints about the (ridicu-
Aluuslﬂ high prices of Mega Drive carts,

Sega are about to release their budget col-
lection of old full-price releases in a bid to reach
new audiences.

The first six to be released are Last Battle,
Super Hang-On, Super Thunder Blade, World
Cup Italia ‘90, Space Harrier If and Alex Kidd in
the Enchanted Castle. They may be under 20 quid
(just) but are they any good? Find out on these
three pages — read on, true believer. ..

ack in 1990, Sega got the MD ball rolling in
Bthe UK and christened the virgin console

with tried-and-tested arcade conversions
(see Super Thunder Blade).

Super Hang-On was the follow-up to the suc-
cesstul Hang-On (naturally), one of the best motor-
bike sims ever to hit the arcades. The MD version
of the improved sequel is at least graphically com-
parable, but as is Sega’s wont, it offers more than
the coin-op did.

various bits on your bike, such as the frame,
brakes and suspension, and compete with the big
boys for prize money.

As |'ve said, the graphics are a spot-on copy of
the coin-op and there's no problem with the
scrolling or any slow-down with other bikes
onscreen. The soundtrack's been faithfully cap-
tured and plays throughout the game, making the
coin-op experience even more realistic.

if you crash.
It you're a bit strapped for cash and after a

Although you can race through the four conti-
nents of Africa, Asia, Europe and the Americas,
just like the coin-op, Sega chose to expand the
game with Original mode. This lets you change
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Unfortunately, compared with today's great
racers, like Road Rash and Super Monaco GP.
responsiveness is slightly sluggish. Sometimes
you have a hard time judging the comers and
slide off, losing speed and (more importantly) time

racing thrill, try Super Hang-On. It's by far the
best of the budget bunch — but remember it is
two years old.

Overall Force: 79%
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as dammit, the MD's the machine for you. But |
wish Thunder Blade had stayed in the arcades
— with games like this it's a wonder the MD ever
' took off in the UK!
RS a3 There are just four levels and the object's to
u

If you're into coin-op conversions, then as sure

i b
:

viewed from behind the Thunder Blade helicopter
as you move through a 3D landscape. You must
deal with various attacking artillery, including such
nasties as Hind-Ge helicopters, Merkava tanks
and a Seaminer Commander aircraft carrier.
Control your chopper up and down, banking left
and right to avoid oncoming missiles and build-
ings.
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Hi L LLLL The perspective changes when you're up

HIEE e = e against the aircraft carrier. A bird's eye view of the
1 Bl Ve 111 1 B G e carrier scrolls down as you work your way along
T Ll e el ol o the ship to the bow, blowing away gun turrets as
yOu go.

You've really got your work cut out for you!

Unfortunately, the scenario and artillery’s the
only slightly impressive thing about this sham of a
game. The 3D effect’s diabolical and the action so
tedious you'd get as much enjoyment reading a
copy of certain other Sega mags!

Quite why anyone would want this is too mind-
numbing to contemplate. Avoid like the plague.

Overall Force: 37%

T

ood old Alex. Long before the days of
Sonic The Hedgehog, the Sega hero was
little Mr Kidd.

After three excursions on the Master System,
Alex enters the Mega Drive world through the
Enchanted Castle. His poor dad's been kidnapped
and Alex must rescue him by searching Paperock
Planet.

Along the way, Alex must pick up various
objects to solve puzzles. To do this he breaks into
treasure chests until he's got enough cash to buy
into a Janken match — aka Paper, Scissors,
Stone. For each match he wins Alex receives a
gift which aids his quest.

Alex Kidd's a real success story on the MS —
you only have to look at all the tips for his games
to see that — but if you play this you won't see
why! The graphics are very drab and the parallax
scrolling's terrible. The controls are very iffy to get
to grips with and the fun factor's severely limited.

Will you bet your life? With a

" ing a
Janken ? You must be oft your mﬁ'm
outta here. Byyyyyeeeellll

If you want an Alex Kidd game, go for the MD
blast, Alex Kidd in Miracle World. Don't even think
about Enchanted Castle.

Overall Force: 42%




h well. The European Football Champ-
Oinﬂship has just finished and what do
Sega do? They rerelease World Cup ltalia

'90. Great thinking, lads.
It's one of only three football games you can

buy for your MD, the others being World Cup '92 .

(Japanese import)
(reviewed last issue).

As the name suggests, you take part in the
Waorld Cup of 1990, held in Italy. You can pick any
of the teams in the tournament, using stats for
various areas of play to help you.

Slotted into a group of four teams, you must
finish in the top two to reach the knockout stage.
Pick a team from your squad, using player ratings
as a guide, then pit your skills against the comput-
erl

and Euro Club Soccer

The action's shown from directly above the

es, it's another coin-op conversion.
YDraggad from the arcade, kicking and

screaming, Space Harrier 2 was forced to
become a mediocre MD game.

The Space Harrier coin-op was a superb mix of
fast action, great graphics and a moving hydraulic
chair. Take away the swaying chair movements
and you're still left with an above-average shoot-
‘em-up that could've been great on the MD.

But unfortunately isn't.

In SP2 you're trying to save your planet from
ultimate destruction and still get home in time for
your crispy pancakes. You speed toward the hori-
Zon across a continually moving floor, attacked by
masses of alien scum hellbent on killing you.

Your only weapon's a laser machine gun car-
ried under your arm, and the low gravity on your
planet allows you to float effortlessly above its sur-
face.

ground, about 30 per cent of the pitch shown at
one time. The graphics are fairly colourful, bright
individual team colours darting about against a
dark green pitch.

But as with every footie sim, it's the way it
plays that matters and unfortunately this doesn't.
Play, that is.

Your moves are simple passing/shooting and
lobbing kicks and there's no control over pass
length. Add the fact there's no aftertouch and little
skill's required to score and you're looking at a
duffer,

World Cup Italia '90's quite good fun, initially,
but after a few hours gaming you've done every-
thing you're ever going to do. Then you'll never
play it again.

Overall Force: 62%

| don't quite know what it is about Space
Harrier If but it's lost all the excitement in the con-
VErsion process.

The scrolling's neat but not very fast and the
alien craft and species that appear are slow and
cumbersome. Tackle them a few times and you'll
leam their firing pattern. The end-of-level baddies
are impressive but suffer from the same repetitive
firing problem and don't cause many problems.

This will appeal to die-hard fans of the coin-op
but all-round shootie fans can find better for their
money.

Overall Force: 55%

Our eternal gratitude goes out to the
following pecple, who supplied us with
the gear for this article and without whose
help, we couldn't have done it like!
Zonetec-081 471 4810 (For great games!)
Special Reserve-0279 600204 (The same!)
Mellerick's mate Paul Reed-Wot a sport!

That’s it for now. We'll
be back with further
budget reviews when
we learn of Sega’s
future releases. Keep

your eyes peeled back
for SEGA FORCE!
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The brand spanking new

Menacer Light Gun gets a test
run, but did the BLACK
MARSHAL use six smarts

bombs or only five? With a

trigger finger as itchy as his,
it’s hard to keep track!

condone violence. It hurts, spoils the

crease in the suit and blood's real
tough to wash out. Implied violence, well,
that's a different story.

Most light guns are about as exciting as
pointing a dirty finger and going 'bang,
bang'. But most guns aren't The Menacer.

Shaped like that extension of your man-
hood the gun clubs talk about, it's some-
thing you can wrap your hands around, not
cradle on your shoulder (unlike a cerain
rival company’s drainpipe gun...). You can
fire at chest level, Dity Harry style, and
interchangeable parts allow you to cus-
tomise your weapon. Cool.

The set-up’s very simple. An infrared
receiver's placed on top of your TV or
monitor and plugs into the first MD joypad
port. The wireless Menacers aimed at
onscreen sprites and the receiver trans-
lates its beams.

Such versatility!

The Menacer is a multi-purpose weapon,
much like its bundled cart of six games.
Three main Menacer modules combine
for accuracy and a solid feel: the Master
module, the firing mechanism, which feels
like a short Uzi, though a touch stockier;
the Stabilizing module, a gunstock to butt
against your shoulder; and the Binocular

F irst let's get one thing clear: we don't
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The two dufus

dudes return. This
time there's a whole

new perspective

and more new

nasties than the last
time. Line ur
sights, :uniruup 1::\ the
nas busl:s unr.EI let

em it. This

one's

real killer!

module, which provides adjustable dual
sights.

The modules snap together in seven
different configurations (see SETTING
THE SIGHTS box for details) so you can
construct the gun that suits you best for the
particular game you're playing.

The Menacer's designed for fast action
and quick response. A single trigger does
all the firing, with two buttons in the grip for
additional functions. A pause button lets
you take a breather, and should you forget
your game (perish the thoughtl), automatic
shut off after two minutes preserves the
gun's six AAA batteries.

You want games?
Does it feel good, work good? You bet! But
it's gotta be the games that do it — and we

don't want any third rate Tetris clones,
gither!

The six games are still in development
but | had a chance to try out the early
playtest versions. So what are the games?
‘Bout time you asked...

In first person perspective, you're an FE!
agent protecting the good guys from the
bad. Simply blow away the bad guys but
hold fire when a good guy pops up. And

_yeah, the baddies do shoot back!

FRONT LINE

Tanks are attacking, with planes and hel-
copters providing air support. No need tc
explain this one, you know what to do! The
enemy move across the screen in waves,
foreground and background. Don't waste
ammo spraying the landscape!

Holy cockroaches! The Menacer now acts
like a high-powered spotlight, illuminating a
refrigerator infested with bugs! They're out
for the important stuff — French fries,
pizza and burgers. I'd rather shoot 'em
than slap 'em, like here in NYC.

Lunar Station 1's under attack by savage
space-faring aliens. First person perspec-
live again, the idea's to get those zap-
heads as they emerge from invulnerable
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cylinders and before they shoot you, so the
trick is to wait for the cylinder to open then
waste the beggar before it has chance to
fire. This is the only time you can blast that
cylinder apar.

And you'll want to, especially when
three, four, six or more of them start
sprouting onscreen, making you dizzy as
you try to keep track of them all.

WHACKBALL

This is a good time for the Accu-Sight.
You're trying to pitch a bouncing ball into
point blocks that add or subtract from the
score. Some blocks contain power-ups that
improve aiming and the ball's position.

SMASHED TOMATOES or
READY, AIM, TOMATOES

We saved the fun one for last! It's those
so-hip-it-hurts aliens, ToeJam and Earl,
hanging out at a shooting gallery! You play
ToeJam — three eyes would be a befter
asset than those legs right now — whose
slingshot is used to hurl tomatoes at vari-
ous targets. Earl sits nearby and hangs out
with the score and other status info.

The screen scrolls by, with each level
increasing in speed. While the speed
‘maxs out’ at Level 10, other difficulties
continue to grow. While you're trying to
help ToeJam handle all this, Earl just sits
and licks his ice cream cone. The lazy fat-!

Each level begins with a 'score needed’
value which you must reach to progress to
the next. Points are awarded for hitting tar-

gets, most of whom are bothersome
Earthlings. Values depend on how hard it
is to whack 'em.

At the end of the level, bonus points are
awarded for unused tomatoes. 25 juicy
ones are given to start with and additional
ones are provided every five seconds or
S0. -
MNow these Earth-types aren't just wait-
ing to be hit, they're finng tomatoes back
— waird white ones, so you know what's
what. Each hit on Mr T drains his life ener-
gy. If it falls to zero, he entertains with a
dramatic, if over-eager, death scene.

Now for those Earthlings. There's the
Bogeymen who wind up and toss a single
tomato like they're practicing for World
Series baseball. Chickens stop dead in
their tracks then launch a barrage of three.
You can shoot them before they squish
ToeJam — defence is pant of the game
too, dude.

Other factors include the reverse arrow,
bomb, star tomato, clock, tormado, the
Wizard, and any food items, which improve
firepower and temporarily ease the difficul-
ty level. The Wizard and food are most
use, restoring all or some energy.

It could be yours

The Menacer's released in the States in
the autumn. It's likely to be $59.95 (around
£35) but its the follow-up games rather
than the price that'll make or break the sys-
tem.

The Menacer's perfect for all those hot
arcade fiing games that eat your spon-
doolies. Terminator 2s coming and will be
supported — hot damn for that onel For
once a gaming company eschewed mar-
keting types with fleshy necks and bow ties

.

Out in the wasteland the enemy forces are
building up. Ancther chal for the
Menacer all lined up for simultaneous
release with the gun. UK release date? Sl
unsure, but keep reading for the latest news.

who think they know what we want.

Weknow what we want, and Sega's
delivered: a lightweight, accurate and real-
Istic gun that can handle all types of Mega
Drive games.

The last, but oh so important point
about the Menacer, is that you can be a
good ten feet away from the screen and
still blast out the bad guys!

You know what that means? It means
you can hide behind your bed, stnd behind
the door across the room, or even cower
behind the cat when the going gets rough!
Then, when you're ready, just hoist up your
Menacer and let 'em have itl

Seriously though, the good distance
factor of the Menacer means you'll want to
use it on a large television. No messing
around on 13" colour monitors here. If you
want to live up to the gun's potential, you
gotta start thinking BIG!

Marshal grits his teeth and prepares o

Huwiiui . He told us he was in a

E:‘.Ld mood at the show | If that's what he
s like, stay clear when he's mad!

TARGETING Use the Master module
and its barrel sight for quick plinking
away

SURE SHOT The Accu-Sight cursor
works like a laser sight, freeing your
eye and letting you sweep back and
-forth freely with an onscreen cursor,
COMMANDO Use the Master and
Stabilizing module with the Accu-Sight
for full, steady body control and fast
pinpointing of targets

HUNTER  Targeting  accuracy's
enhanced if the Master and Stabilizing
modules are used together

CHEATER Accu-Sight on with
Master/Stabilizing modules. Blast
away as the cursor sprays back and
forth.

DUAL VISION Snap on the Binocular
module for adjustable dual sight and a
narrow view that zones in on the tar-
get

FULL TILT Lock on all three modules
and fire away!
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“Just has to be the top footie
game on the MS” SEGA FORCE

¥

--------
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Champions
Of Europe
"is a brilliant foot-
ball game, unsur-
assed on the
aster System"
Sega Pro

.............

© UEFA 1987

&
" The graphics are excellent, the sound "Will knock the socks  "It's the best we've ever
is ? and the Blame lay is addictive" well-and Aruly offany  seen" Sega Power
Julian Rignall, Mean Machines Sega Owner" C&V .

TACKLE 4 OF THE BEST..

SEGA

Tecmagik (Entertainment) Ltd., 1 Norland Place, London W11 4QS
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PICK
YER

That's the SEGA
FORCE and Virgin
Retail stuff, but
how are your own
charts coming
along? We've
already had some
pretty nifty entries
and we wanna
know just what
the rest of ya think
should be tops.
Send in your fave
Top 10 to MY RED
HOT TOP 10,
SEGA FORCE,
Europress Impact,
Ludiow,
Shropshire SY8
1JW. We'll gather
them together to
work out the mega
Game Freaks'
Chart.

Watch out for the new Kid on the block -
straight up to the second spot comes Sega's
super Kool KID C

o change at the top, but Kid
N Chameleon’s chargin’ hard! We all

guessed the Kid would do well, but
Desert Strike's proving remarkably tough
to knock down! Watch Hellfire closely as
well — there'll be more upward motion
there before too long!

9 _Gart Charts
=

ENTRIE

What's top and what's a flop? ¢«
Feast yer eyes on this little lot 3
and find out!

MASTER

SYSTEM

The England soccer squad might've let us Footie's certainly the flavour this month and
down a touch, but Tecmagik can be proud  the Game Gear chart's been well and truly
of their Champions of Europe in at 4! stitched up by US Gold's Super Kick Off.
| A SONIC THE HEDGEHOG g ! NE SUPER KICK OFF

2 VY ASTERIX 2 v SONIC THE HEDGEHOG
o s mwen Mo v woes
4 CHAMPS OF EUROPE 4 - DONALD DUCK

SHINOBI
NE LEADERBOARD

- B

it
i B

6
1

l

o
RER<«< [ BN

8 SUPER MONACO GP 8 NE GLOC
9 v DONALD DUCK 9 v JOEMONTANA
10 NE WIMBLEDON TENNIS 10 v AXE BATTLER

onic's off the top! G-LOC and
Leaderboard are looking hot, but the
Olympic Gold release is only just
round the comer — Watch for itl

IR Doy AR
-

real battle for the top as Sonic
knocks Asterix from pole position!
Super Monaco GP looks like a real

contender though!

WIN A BRILLIANT VIRGIN GAME VOUCGHER!

If your own chart's closest to the final Game Freaks' Chart, you'll win a brilliant Virgin
Retail game voucher, valid at all Virgin Games Centres and Megastores, to buy the
cart of your choice on the format of your choice! How's that for a deal?

Get charting now or we'll come round and visit ya — Splatterhouse 2 style!!
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Reviewed!

id you see last month's MD Chuck Rock
(93% Force)? Well Virgin aren't just a

Mega Drive software company, they bring
out their titles on the MS, too — and in this case
it's been well worth the effort.

To refresh your memory (or if you didn't read
the earlier review), poor old Chuck's had his girl-
friend kidnapped by his all-time arch rival, Gary
Gritter (yes | know, stop moaning at the back).
Qur Chuck ("Ello, Cilla 'ere!’), (who let that hat
in?-ed),launches a rescue attempt — true love,
you see,

But poor Chuck doesn't know what's in store
for him. Five levels of deadly dinosaurs out for
supper — and Chuck’s at the top of the menu.

Rock lob-ster

Although just a lowly Neanderthal man, Chuck’s
well equipped. Using button [1] to attack and [2] to
jump, Chuck performs an amazing flying kick —
awesome that someone so fat can jump so high!

Rather than just kick the hell out of a snapper-
saurus, Chuck can use the scenery to combat
dinos. Pick up the rocks lying about and chuck
them. Chuck Rock, you see (ha, | know, it's hys-
terical isn't it... NOT!)

But there's more to it than just throwing the
rocks. Dropping them in the right places gives
access to higher platiorms and bridges big gaps,
such as the river on the first level,

But the real humdinger's the patented belly-
butt! Press button [2] when on the ground and
Chuck takes a good suck of air and lets that belly
go! Ouch!

Each of the five levels has three stages with an
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It's unga bunga

! time again!

%= PAUL MELLERICK
breathes in and let out
a humungous belly-butt
(phewee!!).

end-of-level baddy for each. Great fun they are
too, ranging from a battered triceratops (complete

with plasters from his last battle!) to a pant-wetting

giant walrus.
Chuck has great foreground detail, the land-

scapes vary in each level and create the right

feel, but the background's plain

black. A bit of colour
wouldn't have gone
amiss.

Animation’s  very
good too. Chuck pulls
a great face when hit,
identical to the MD,
although the sprite’'s slightly
thinner.

Sound is sparse, very little in the way of
effects, and though there's a good soundtrack it
only plays on the intro screen.

But the game shines through in the playability
stakes. Although not as fast as the MD version (or
MS Sonic), after a few plays Chuck becomes
more intriguing. When you make a mistake you

hdl.rlderinrlnseﬂluf
h:gumlmghl

same thing next time, so you get further and fur-
ther each time you play.

Right, left, right...

The levels are fun to complete and the array of

dinosaurs is amusing, each type of attacking
dino sporting a different animation
sequence.

The puzzle element
of finding which rock
goes where draws you
into the game and the
fact you have to go up
and down and sometimes
head left instead of right is
another plus over the usual platform
romp. With no continues Chuck Rock's going to
take some time to beat and younger players may
find it too hard. But you'd be hard pressed to find
a funnier, more challenging and original platform
game.

Unga bunga's what | say. Get it now or forever
be a sad Sonic fan! PAUL
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Flapping heck! To get fo the next platform, use
oﬁmufa Terry the Pterodactyl!

The great thing
- about Chuck is the
& fact that you have to
::’lr;mﬂhmhuu
. : scenery to
{1;- oY ndvuniugaPurl..:;
y () & {‘;J the rock and throw
' W& OSLOUY codiontde
‘ﬂ?: ‘(‘ A standing on the tail
' -\“ﬂ.(}.ﬂ and you spring up
: ‘r‘{:} % to the next platform.
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B ALY BF your succes
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(:G.L-."G"i Elem.
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(1"“ ff"- gap. It's then just
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| can see why Paul relates
to this guy: both have a big

gut, stupid grin and daft
haircut! Chuck's great fun,

. a prehistoric platform romp
fnr even the most die-hard caveman. It
may not be as addictive as Taz (yet anoth-
er plug!) but it's a hoot. There are loads of
levels to crack, each one tougher than the
last. The controls are a tad fiddly to start
with but you'll soon get the hang of ‘em.
Another instant classic! MAT

Jump to reach the exira energy but watch out for the

little green fella!
i Suwrear. sf
= |
- -
i
I'n .
L _|__'“
E
s e
:‘-"-E::_-?:: g Ty o

Above: Eat gut you prehistoric ponce! Chuck let's rip
with a fitanic belly-butt!

) PRESENTATION

@ No options, no continues

) VISUALS

@ Detailed scenery but plain backdrops

@ Decent title tune but very little else

) PLAYABILITY

@ Easy to play, hard to master

) LASTABILITY

® You won't finish this in one sitting!

@ Probably the greatest platform
game for the MS.
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Tips!

PULL OUT
. AND KEEP!

It's bigger! It's better!
He's the deadhead go-
=40 " getter! ADRIAN PITT
thrashes some of the hottest
titles in gamefreak alley. The
Pittstop’s got new go-faster
stripes. More tips! More maps!
More complete solutions!
Better than a wet weekend in
Wolverhampton. Go to it...

Spin into action with the
full lowdown on

TAZMANIA - LEVEL 1!

lEVEL l SUSSED! .I:-llset:rll'ad'ﬂal.ustﬁtarsms ; 3? ﬁﬁ::ﬁmhgj gg

: 49 Ninja Gaiden GG .. P RS EANLET

o e e Alien Syndrome GG................ccceee...... 36 OutRun GG 45

i ;Q\‘ & ¥ Arcus Odyssey MD 37  ProWrestling MS...........cc.cccocevvnivinnnnnn 8

- - ol i Battle Golf MD 45 Quackshot MD 40
S~k s o ' : Bonanza Brothers MD .........................44 Rampage MS... TR R Y

! Bubble Bobble MS 36 R-Type MS .. SRR |

’ »> o - Budokan MD ; 37 Revenge of Ehlnﬂbl MD ERRI |

b - . . Bulls vs Lakers MD.................co.ovv.unn d Shadow of the Beast MD...................45

X Calibre 50 MD Shinobi MS .. 3?

Castle of lllusion MS..............ccccvmneninnsd Sokoban GG.. SORRR LS

ASTERIX LEVELS 1 ﬁ"b 2 MAPPED! Dangerous Seed MD Sonic the Hedgehng MD 36
Darwin 4081 MD 5 Space Harrier MD.. LRV RCCORNERIRNY |

Go SE' the Romans! Speedball MS ... 40

EA POk MDD i tsas Spiderman MD 40
Fantasia MD Stuck in a Rut! 45
IR R W o Super Monaco GP MD 36
Forgotten Worlds MD ...............ccceeeee Taz-Mania MD ..........c..ccoimmimmnmiiien 88
Golden Axe 2 MD Torminator MS..........c.ccccvennimnnnmnsiersse B
Golvellius MS... Thunderblade MS.............cceeeiiicvinnnnnn. 38

Heavyweight Champ MS.. Toejam and Earl MD 41
Heroes of the Lance MS Transbot MS 40
Joe Montana GG WEB Monsterland MS... SRR
John Madden '92 MD Wonderboy || MS... LTI |
Kenseiden MD World Class LEadErbDard MD

Magical Hat MD..............c.ccocvrrenrnnessans World Cup ltalia "90 MD
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Enter the sound test and
mi choose tune 32. Press [A], [B]
or [C], several times, where the
‘= number of presses is equivalent
to the stage you want plus one. (What's
this? The answer to a maths exam ques-
tion?! —Ade.)
Peter Asiaw, Preston, Lancs

You can get a sword that blows
I5E y Up rocks or loads of lives. Go to
the continue password data
and at the beginning of the
password screen, put in the letter ‘A", Then
go to the second line and at the last four
lines, miss one and put 888. You now go to
the village on the second level. It's
changed! The music's different and the
rock that wouldn't let you through has dis-
appeared!
Thanks to Carl Whetham of
Altringham for this clever cheat.

SUB84LE BY58L4

Simon Attrell from Shoreham-

1115 g Dy-Sea reckons he can better

Richard Mills’ password from

Issue 5. To reach Round 180,

the code is ROGZYCOD. Simon says (isn't

that a party game?! —Ed) he's never had

his name printed in a mag before. There

you go, Simon, now you're a huge, huge
starl|

Select beginner and tails.
you're receiving the ball yuu
can run past the opposition and
score a touchdown right at the
start. Euan Watson, Edinburgh
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¥ THUNDER
BLADE (MS)
When going to
the end-of-level
fortress, move
to the top-right
or left corner
and wait there.
The fortress
blows up.
Nicholas,

Newport,
Shrops

W HEAVY
WEIGHT
CHAMP (MS)

If you're
playing the
two-player
game, on the
third stage,
wait for the
intermission
and keep
pressing
buttons [1] and
[2] at the same
time. You get
extra recovery
or a power
punch.
Michael Owers,
liford, Essex

Help with the end-of-level
basts, courtesy of Darren
Leatherland from Derby.

LEVEL ONE: Get in line with

My |
‘-"-'

Kate. Run and fly-kick her. Don't stand
too long or she kicks you.

LEVEL TWO: Don't stand near him, he
bends down and kicks you. When he

:ah:;smaan. run and kick him where
rs!

LEVEL THREE: Face to face with the
clowns! Fly-kick them and move away
before they punch you. When they're
small, keep jumping around the screen
or they blow up and kill you.

LEVEL FOUR: He looks like you! Press
[A] and [B] at the same time when he
comes near you, or fly-kick him.

LEVEL FIVE: When he breathes fire,
run up and kick him in the chest.

LEVEL SIX: When she disappears, go

to the top. When she reappears, ﬂy-kick
her. When she walks around, fly-kick
and move away :

In wet conditions, come first,
M second or third. When you're

A about to pass the finish line,
= "  hold down [A], [B] and [C]
simultaneously. During the prize-giving
ceremony, your driver will be spectacularly
decapitated.

Cheers to Steven Lynch of Dundee for
this incredibly weird tip!

Anyone having problems
B with this above average
bash, read on. Frank Bruno,
eat ya heart out...
Santona: Simply attack his head with your
left (button [1]). Make sure you trap him
against the ropes. Then press button [1]
continuously until he collapses in a heap.
Use a variety of punches until he's
knocked out good and proper!

Execute the same moves for T White.
Williams: Attack with left jab to the body.
Keep doing this and eventually he's
knocked down. Now finish him off,
Bernard: Same as Santona, but apply
body jabs.

Gidson: Just keep pressing button [1]
and hope for the best. He should even-
tually fall down. Simply apply super
punches and more left jabs. You'll have
him on the canvas in no time!

Leigh Sewell, Solihull.

Screen ten: Walk along the
middle of the stone grey walk-
way, to the stairs. This puts you
on another walkway. On your
left are bushes with round grey statues. Go
to the last one and punch it three times,
then disappear three times. You're taken to
the maze round.

Maze stage: When you enter, first move
left then take the first right. Shoot and dis-
appear a lot. Allow the bad guys to chase
you, but watch your back.

Stay right until the first opening
appears. Go right, inbetween the middle
pillars. Continue forward and prepare to
fight the main boss.

Thanks to Nicholas Miles from
Newport, Shropshire.

Bit obvious, this one. When

M shooting VC, he leaves behind

a rotating orange disk. When

you collect this you get extra

shooting power. Banico C, Hove, East
Sussex

For an awesome sound test: on
the title screen, press button [1]

and [2], alternating continuous-
ly. Paul Lilley, Leigh
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1. Choose KENDO Hold the
{“JE' walk forward. Press the button
every time your opponent
you keep doing this, your opponent's
stamina runs out first.
d. As above.
4. Choose KARATE.
you jump to the right. Hold the button down
and you continually fly-kick your opponent.

Let go of the button every time he steps
out of the ring. Hold it down again when
If your fighter becomes tired (he keeps
Jumping, not kicking), you may have to stop
5. Choose BO (Sure? —Prod Ed)

Hold the block in the middle of the ring
pad). Don't let go of the button.

When you have full Ki, wait until he
the button and carry out as many moves as
you like. (One or two spin-strikes kill him
attack whether you have full Ki or not and
hold the middle block again.

7. Choose NUNCHAKLU.

It's best to practice your weapon triple-
great speed.

Walk as close to the middle of the ring
weapon friple-strike (pull back, hold down
the button, push up). This may take a few
tion, don't let go. If your fighter stops, it
probably means he has very little stamina
8. As above; but if your opponent moves
too far back, you have to stop, move closer
9. As No 4 but more complicated. Choose
KARATE and hold high block. When you
few seconds, do as No 4 .This takes prac-
tice.
bit. Sit back and take pleasure in watching
the death of your ‘Sensei’.

Choose BO. Ignore the Shurikens and
get as close to him as you can as fast as
keep punching your stick. When you have
full Ki, attack however you choose.
you're in the rear position. When he gets
closer, hold down the button and push for-
until one of you runs out of stamina.

12. You can more or less do what you
Perhaps the best method's No 4.

Ta very much, Paul M O'Keeffe, for your

pad and diagonal-right so you
attacks and you hit him twice. As long as
2. As above.

Hold the pad up and diagonal-right so
Don't let go of the pad until the fight's over.
you jump forward at the start of the match.
and just kick and punch.

(hold down the button and push left on the
stops attacking for a few seconds, let go of
immediately.) If his foot crosses yours,
B.As 1,2 and 3.

strike for this, as it needs to be executed at
as you can without being hit. Do the twirl
attempts, but when you find the right posi-
and you should attack normally.

and start again.

have full Ki and he stops attacking for a

Now comes the INCREDIBLY boring
10. This is probably the most difficult fight.
possible. Hold middle block. He should
11. Walk forward and pull to the left so
ward. Spin-strike. Keep doing spin-strikes
like here, as you're fighting yourself,
wise words!

¥ ALEX KIDD
The Lost Star
(MS)

On section two
of Machine
World there are
three
trapdoors. Fall
down one of
‘'em and you
return to the
clown’s face.
Collect the
face and fall
down the
trapdoor again.
Keep doing this
until you get
bored then
complete the
level with a
massive score.

B SUPER
MONACO GP
(MD)

0QG3 NBCG
E100 0000
080H O0OHC
2435 EG89
TABD FG90
0000 0001 0000
0000 A200
19C0. You're
now on
Maradona’'s
team!

Stuart Taylor,
Cumbria

W SPACE
HARRIER Il
(MD)

When you're in
the spaceship
at the start of
the game, press
[A], [B] and [C]
together and
move the
joypad left or
right to select a
level.

W SHINOBI (M5)
When the face
on the start
screen appears,
press down and
button [2]. You
can now
choose any
level.

Henry St Leger,
Dorset

B KENSEIDEN
(MD)

To find the
secret room,
climb the Big
Buddha, then
press Up.
Banico C, Hove,
East Sussex

Lee Maguire from Berkshire
M sent in the solution to the first
k\_, four levels, and promised to
sand in the last lot. True to his
word, you can now finish stages five
through to eight!
Act 5
Talk to the man in prison and he tells you
that all five mirrors need to be destroyed
before the exit's revealed. Go to where
your allies are waiting and take Keyaimi.
Find and destroy the power source.
You're now able to destroy the mirrors. The
exit's revealed. Go up the stairs to fight a
giant worm and Ginoban.

Act 6
Just keep going through the open doors
and fighting the enemies. First you fight
statues, then spider knights, then worms
that attack like dragons. You then have to
fight your allies that were captured earlier in
the game. If during the battle something
appears on the ground spraying projectiles,
kill it!

When you've defeated your allies, they
ask you to avenge their companion. Say
YES! Then go through the door to fight

e One  of

{\_/ 3 Paul's favourite

1.‘-" #
;| games gets the lowdown
b5 from Jimmy Bell of Dundee.

For an extra ten yards on
kKick off, keep pressing the [B] button
while pushing up-right. Dive when your
man appears.

To send the opposition to the edge of
their end-zone, get your team mate 1o
press his [B] button eight times while
pushing up-left then dive. Repeat until
the opposition is at the edge of their end-
Scoring: Use your wide receivers
to good effect. Knowing when to throw
can result in a score, eg, on the shotgun
playaction throw it to 'C' when he runs
diagonally.

Run & shoot: Circle throw to ‘A" after
he's cut outside for the second time and
you should be in front of your man
Plays in one-player mode:

Run & shoot, Post-Up

Shotgun, Hail Mary

Far, Halfback option (with good HB and
UB)

Pro-form, FB slant in (throw to ‘A")

How to sack: When the teams line up in
their formations, there's a gap of about
three yards. Move your bloke almost up
to their scrummage line. When the play
starts, just move your player to the QB
then sack him. Happy sacking!

Zone

SLITHE. The best way to defeat him is to
keep running around the edge of the roof
while firing.

Act7

Go through all the doors or stairways.
When you're in a chamber, forget about the
monsters and kill the baddy at the back.
Find the boss. Fight the monster who pops
in and out of the floor.

Act 8

To reach Castomira just keep going up the
stairways. If you're in need of items there's
a Potion of Invincibility and a magical fire
ring at the top of the first stairway. There's
regeneration magic at the top of the third. If
you walk past the fourth, you can go down
to get a magical power crystal and regener-
ation magic. Also if you walk past the final
stairway, you get the Lamp of Life.

When you have everything, go for your
final confrontation, CASTOMIRA! She asks
you two guestions. Say YES' to the first
and ‘NO’ to the second. Then she attacks.
You can't use magic to attack her, but you
can use magic to defend yourself (eg,
Potion of Invincibility).

When you kill her the first time, she
changes into a dragon and attacks. Kill her
again and you're warped into space to fight
her again! She's now an ugly monster. If
you succeed in ousting her, Leaty trans-
ports you to safety as the flying fortress
explodes.

JOHN MADDEN °92

__Buffalo

SCORE
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NATOR

After working your way along the top level,  Go back up the stairs but dodge
the next set or you'll end up in
a dead end - you'll only have to
come back out and get some

grab the three smart bombs at the end and

t down the stairs info the chamber where
ﬁ machine gun is. You need this or you're
in for a real bad time.

Matthew Peck from Penarth,
South Glamorgan is a Mercs
maniac. Here are his words

- of wisdom on how to race
through Original Mode. They win Matt a
gobsmackingly mega £50 SOFTWARE
VOUCHER!

Options: Al the start of the game, it's
always best to pay a visit to the options
screen. Choose your keys and game diffi-
culty. It's always best to have rapid fire on.
Things that try to kill you: You don't
always have to blast everything, some-
times it's possible to just run past the little
guys. It's quite easy to run past tanks,
trucks and rocket launchers. Don't waste
your mega crashes.

Shops: The shops or hideouts are one of
the most important parts of the Original
game. While inside, it's best not to buy
small pieces of meat etc as these can be
found around the game area and cost
nothing!

Wasting medals could be the difference
between finishing the game and dying.
Always look at the prices, ‘coz sometimes
an item for 11 medals costs three medals
somewhere else. Don't bother buying the
secret information, it always tells you
something blindingly obvious. In shops,
always bring Mercs back to life, if possible.

Remember, on mission eight, the cheap
shop, when you get in the building, take
the first right then the second. Voila, every-
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more aggro!

You should now be walking alo

behind |och!), move sl
firing at anything that moves!

thing for just a small medal each!
Extras: On each level, try and explore a
bit. Extra weapons and energy are dotted
everywhere. On mission seven, take the
second left and a spanking new gas
mask's yours,

When you come to extras and you
Know your man doesn't need them (shown

in the pause screen), change man and
give the extras to someone who needs
them. Eg, if RIFLE has all his speed units
and BURNER doesn't, give the speed to

Get these extras,
you'll need "em!

poor old BURNER,

Remember, when you pick up the gold-
en First Aid boxes, your energy level
shoots up. Change person quickly and his
energy level goes up too! Repeat this for
someone else,

Shoot trees to find hidden extras

End-of-level things

Mission 1: PLANE Easy! Wait for the
plane’s energy to appear, then use one
mega crash. Get in the middle of the bul-
lets and shoot.

MISSIODN 1|
EDA ST

middle stretch. Keep an eye out
Terminators that come at you from
and keep

Pick up the smart bombs at the Your first test comes from the Dodge the parachute bombs and
first slope and keep 'em safe for mechanical mutoid. Just avoid the swing down the ladder - out of the
when you get underground. half-tracks and lob yeur grenades! frying pan and into the fire!
AV Lh . '. ! : : : ' v ,
~— e e | =t z | 8
U % - v v »
{ 3 ! g 4 A :
L R ey sty ML ”
. g , ! | ; | 4 \
- il i | | ) | L T l

L -

il

the  With the machine gun in hand you

should make short work of the

Termies and don't foget they drop

pods that revive your power. Yum,
!

Mission 2: BASE Also simple. Stand in
the middle and use one mega crash before
the energy appears. When it does, keep
on firng in the middle. Use another mega
crash if necessary.

.-- ¥ _'Z'-T:."
SPacit /s
Mission 3: TANK Stand in the middle and
shoot at it. Use two mega crashes with a
preak inbetween. Move to one side when it
comes down and run to the top of the
screen. This way you avoid the flame. Ge

to the middle again and carry on firing




b oy _ g R ——
lEVEL 1 MAPPED i poard i e - d;;:f:zgeni cheumb-er and
dlq 1he joumney's just begun and R g O T you'll see it's close on

.?l‘- there's a helluva long way to go . : il ¥ e T detonation time! Get in

-4 Defore Mankind's safe. Getting Sl b o tuld anyway and !:rlprem, it's
- through to the nuclear reactor's - Los Angeles and it's 1984,
your first task and you need all the help you ‘ I e Big Mac anyone?

can get to take on the Termies underground TR

and destroy it! It's still a long, painful trip, but at

east SEGA FORCE has shown you the way to

5 | .
go - now GO! ey
2
3

-~

Double back on yourself to find Leg it out and watch for the
the way out but be careful, the return of the bomb-dropping
soldiers are still out for blood. plane. Ouch!

This time you WILL need to go down One good thing to remember - don't You're getting close and you can Loop round yourself and then set off a
the steps as this is the route to the wasle Tcuur smart bombs as you need  see the reactor. This is where the smart bomb and you've got 45
reactor. Admire the scenery this fime  them all. Take this door for instance...  action really hots up, so watch seconds fo get the £*@! outta there or
round if you like,'cos you'll be Try as you might your machine gun yourself as you go up the stairs or watch yourself get blown in two
coming back again in a hurry! cuts no icel you'll pay for it. million little pieces.

Mission 4: HOVERCRAFT Stand in the
middle and use two mega crashes. Run to
one side if it comes down.

Mission 5: TRUCKS Stand on the right-
hand side and fire horizontally across the
screen. When the bikes and cars have
gone, stand in the middle and shoot. Avoid
the balls of fire and shoot the missiles. Use
two mega crashes with a break inbetween

- and just keep firing.

in

e Mission 6: GUN WALL Run around to
ap avoid the bullets. Shoot at it all the time
Q4

3
and use two mega crashes.
Mission 7: BIG SHIP This is the hardest of
the lot. Aim bullets at the missile launch-
I ers, running to one side when they fire mis-
i siles at you. Do the same on the right-hand
3 side, but this time shoot the door as well.
it When you're in the middle of the ship and
e its energy’s onscreen, run around while fir-
30 Ing. Use four to five mega crashes. You

may find this costly in the energy depart-
ment. You could give the mega crashes to
LAUNCHER.

e el 12 e W e, o)

;-;wg:*»“ ;:3{_4;?:;3';_ **a,_ s j';__“_-:_li ¢l Mission 8: ROCKET Stand in the middle
ST ] and fire at the rocket. When the missiles
el R L S ] come, move 1o one side then back to the
BB ] middee. Use as many mega crashes as
::a.’; -‘.:'_i.iz;?-j‘i1--1",;:?'\312*::::1 s b:: #3]  you like. Matthew reckons if you're hard
Lo LR et E ] like what he is, you won't need to use any!

e “TL:._.-.:.ai-c,.-'- A RS e CE Thanks, Matt!
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To skip most of the warehouse,

M, | follow this procedure: When you

3 first enter, go right over the dog

‘= and when you get to the crates,
crawl through them. This only works on
NIGHTMARE level,

If you're short of energy in the park, go
to the first tree and collect the energy box.
Go to the apartment then collect the box
when you go back.

John Bush, Oldham, Lancs

To get loads of extra lives, go
%
LS

to Transylvania and get the 1-
Up. Call the helicopter then go
- back to Transylvania. Get the
1-Up again. Repeat this as many times as
you like!
John Bush, Oldham, Lancs

At the beginning, kill the two
M mushrooms and walk right until
you're standing underneath the
3 first window. When the broom-
stick appears, run left until you're under-
neath the first step. Wait until the
broomstick is near then jump up and bot-
- tom-drop to kill it. Four balls and two stars
should appear.

On Level 1-2, use small jumps to land
on water leaves without making a splash.
Whirlpools can be bottom-dropped. The
first fairy takes yours truly underwater (Jap
owners only). To swim, hold down the
jump button.

On Level 1-3, near the end, about
halfway is a secret room. Touch the black
hole to enter it.

Level 2, the first egg causes a ptero-
dactyl to land and a spell book to appear.
One fairy on this level really helps a lot. It's
hidden behind a tree just before a living
plant. You can rake up 50,000 points.

On Level 3, touch the fairy at the top of
the level, unless you want a rock-'ard job
getting out of the rooms other fairies take
you to.

Bubbles cause real problems. If caught
in them, there are two ways of conquering
the bleeders. First, use a large magic
spell, second run into another bubble.

On Level 4, be careful of the bridges as
they tend to fall as soon as you touch
them. Jump around looking for secret
rooms and platforms, there's no hurry to
complete this level.

A big thank you to Paul Townsend of
Scarborough for his help.
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¥ SPEEDBALL
(MS)

If you're playing
against the
computer, the
best team's the
middle one.

To score easily,
run up on the
left side of the
screen. When
you’'re right up
there, go right
and press
button [1].

M TRANSBOT
(MS)

When you
switch on, hold
down buttons
[1] and [2]. Then
push Up, Down,
Left, Right and
press [1] and
[2]. C Nice,
Crawley

!l'l r_'r %

Xt 0

Keep moving at all times. Get the
red spheres. You must go fast.
Although Level 1's easy, the time
runs out very quickl
END-OF-LEVEL G
up to the man, turn around so
you're not facing him. When he
lifts his club, turn back and fire.
Keep doing this. When he's been
hit 16 times, he’ll be as dead as a

doorknobll
LEVEL 2

Try not to fall inbetween the deck
of the boat, 'coz you get killed!
Watch out for the divers, they pop
out of the water and fire arrows.
Jump quickly when you see them.
To kill loads of people and get
an extra life, you need the shield.
Mave fast as it only lasts ten sec-
onds. Look out for the grenades,
they do serious damage to
energy. During play, try to pick up
as much force as possible and
grab the scatter bomb. It's vital for
ousting the end-of-level boss.
GUARDIAN
First move as far left or right as
possible. The bombs out of the

END-OF-LEVEL

Andrew Hibben and

e If you fancy grabbing yourself

‘m s 200 or so free magic lives, fol-
2 low these instructions from

‘= " Steven Green of Henley,
Oxon. 1. Set the magic to Special on the
options screen.
2. Play as normal to Level 1's boss.
3. When fighting the boss, keep your finger
pressed on button [A] until the minotaur
and soldiers are dead.
4. When the screen turns black for a
moment before the rest sequence, let go of
the [A] button,
2. Don't touch any wizards, get any books
or food. The sequence finishes and you're
back in action with 200 magic units.

Never go above your character's magic
ability. The game freezes until you reset.

tesy of Simon Toesland o
= " Peterborough. They help wis
selection.

oliz4 Here are some club values for
M‘." this nifty little golf game, cous
.

Neil Willlamson from
Kent are ninja nuts!
Here's the
solution for your delight and
delectation. A £50 SOFTWARE
VOUCHER is yours, Andrew.

complete press fire. Quickly jump the

Y.
UARDIAN Go

fire near
your monsters and quickly jump.

boat shouldn't reach you. When
you see a man pop his head out
of a window, bend down and

grenades.

Start on the left-hand side of the
building and collect the red

spheres. Jump right until a plant

falls in the middle of the two build-
ings. Jump back to the left and
wait for various objects to _fall
down. When a man jumps at you,
dodge him by leaping to the right.
Wait for everything to fall. Jump
left, then right quickly. Go towards
the top then jump left.
END-OF-LEVEL  GUARDIAN
Simple! All you do is go up to the
man and jump, fire, jump, fire etc.
Another man appears, do the
same and he dies too.

LEVEL FOUR
You need the wave force. This
allows you to take two units of life
off the enemies’ energy supply.
When the bad guys appear, twist
round, jump on top of the statue
and get the scatter b.
press down and

this until they die.

You must move pretty damn
sharpish to get more time against
the guardian. At the start, jump
halfway across the gaps then

quickly turn back. The boulders
should fall down. Keep doing this
until you get to the bird. Kill it,
then quickly go through the gate
before the head fires at you.

You now see several gates in
succession with boulders, spikes
etc. Collect the balls to get
waves. You should now see a few
gates and more red spheres.
DON'T -collect the scatter bomb.
More gates, watch out for the
karate men.

Go onto the screen where the
men appear, then quickly back
through the gate and the men
miss you. Carry on until you
reach a platform. Jump onto it
then go through the door.
END-OF-LEVEL  GUARDIAN
Dodge the lasers and use the
waves to kill the guardian. Don't
use all your force. When the next
guardian comes, dodge lasers
and move to one side to miss the
fireballs. Move underneath the
guardian, press down and fire.
Keep doing this until he dies.

The last guardian's very hard.
Start in the middle of the screen.
Wait for him to fire then jump up
and go right. Duck the fireballs.
Now shoot up as many time as is
possible before he shoots again.
Repeat this and watch the
onscreen finalé!
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" RAMPAGE
(MS)

To continue
where you left
off, press both
buttons.

Brian Ho,
Crewe,
Cheshire

¥ JOHN
MADDEN'’S (MD)
To get to the
guarter finals,
the password is
0465100. Semi
Final: 0075121.
Superbowl:
0475352,

Peter Asiaw,
Preston, Lancs

B FIRE SHARK
(MD)

Finish the game
and you get full
power-ups! (Bit
late for that,
isn't it?! —Prod
Ed.)

Peter Asiaw,
Preston, Lancs

N MAGICAL
HAT (MD)

If you jump
directly on
poles, you
amass extra
lives.

Peter Asiaw,
Preston, Lancs

¥ WONDERBOY
Il: Monster
Land (MS)

Plug a control
pad into port
two. Begin a
game and press
button [1]. This
brings up the
status screen.
If you do this
ten times, you
get ten coins.
Do it loads of
times for
miillions of
coins!

Nicholas Miles,
Newport,
Shrops

¥ PRO
WRESTLING
(MS)

If your
opponent gets
the chair, climb
onto the ropes
and they lose it.
Chris
Hutchinson,
Leicester

Gerard Devlin from Manch-

11 ester has a plethora of handy
hints for this humorous wheeze.

Take control and get it right!

The crazed shopper doesn't chase you so
you don't really need to avoid her. If you
bang into her, she takes a lot of energy.

The little devil's an annoying little git.
Lucky he only takes two tomatoes to pop.

Cupid doesn't take energy from you, but he
may as well because he puts you in reverse
control and sends you straight into other
baddies! Fly into him with the Icarus wings
or bounce to him with the springy shoes.

The hula girls are very annoying as they
always seem to enchant you just as a
baddy's chasing you. Race past her with
the the bonus hi-tops.

HINT: If you have rapid fire on button [B],
hold it down when the hula gif has
enchanted you. Takes one tomato hit,

A

The insane dentist moves fast, so either
sneak past while he's asleep or run past
with the super hi-tops. He takes three
tomato hits.

The wise man in a carrot suit's a com-
plete rip-off. He only identifies one present

for two bucks each. You're better off saving
money for the nice little wizard man.

The hamster inside a roller ball is a pain as
he takes a lot of energy, but he's so slow
you can go straight past him without even
activating a present. He takes four tomato
hits so just walk away.

The bogey man's a pain in the neck. He
appears anywhere at any time. He takes
almost three-quarters of your energy so be
careful,

HINTS: He only takes two tomato hits. If
you're walking along a secret pathway and
suadenly come to a halt, it's a bogey man
— you've a split second to run away!

The mailbox monster's a bit of a pain, but
if you're patient you can tell a monster from
a real mailbox. He stops chasing you after
he travels a certain distance.

The wizard’s a very nice man (a very, very
nice man! —Ade). Whenever you see him,
get your energy restored for only a buck.

The moles are easy to avoid. Run away or
stay and fight if you're feeling 'ard! The
moles take four hits as they move quite fast
and you can only hit them when they're
above ground. They don't take any of your
energy, just all your presents.

The nerd herds are quite fast and when
they flatten you also take a load of energy.
They're easily avoided. They take four
tomato hits but it's not worth waiting
around.

Santa gives about ten presents when you
shock him. You can't sneak up on him from
the front, just behind. It takes practice but is
very rewarding.

The bees can be avoided by jumping in the
water. Sometimes the bees forget who
they're chasing and go away. The bees
take four tomato hits.

HINT: Don't use the ‘jumping in the water’
technique if you're low on energy.

The shark’s no real threat, unless you go
swimming. He takes hardly any energy and
the music starts when he's near you.

The tornado can be avoided quite easily.
Don't move just before he reaches, simply
avoid the edges as that's where all the tor-
nados are.

The fat man and the mower are very fast.
They take nearly all your energy with just
one hit. It takes six tomato hits to pop him.

The opera singer's only really useful on a
screen full of baddies. She’s also a bit of a
rip off at three bucks a song! If you have
the money, spend it. If not, save the dosh

for the wizard.

The chickens armed with tomatoes are
quite easy to negotiate as they only fire in
straight lines. They take five tomato hits.
Tomato warfare's the main priority. Watch
out world!

The ice cream truck’s quite easy to dodge
as it reappears and disappears in the same
places. It takes quite a lot of your energy,
S0 take care.

In one-player mode, play Earl as he has
the highest energy bar and normally gets
promoted much quicker than ToeJam.

In two-player mode, fight with your gam-
ing colleague to play ToeJam! He's quick-
est and gets to more presents, food etc.
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Round I-1: ASTERIX

COMPLETE SOLUTION
Part One

g Al

separate guides for both halves of our heroic duo,
Asterix and Obelix, here’s the first inslalmanl

covering the first two rounds.

Round I-1: ASTERIX

Go right and get the potion. Trot off to the
second brick chimney and stand on it.
Drop potions to blow the bricks away then
press Down.

You drop into an underground cave. Go
right, avoiding obstacles, until you reach a

deadend. Stand on the blocks to the far
left. Now jump and press Left. This takes
you through the wall into a secret room.
Destroy the blocks and collect the goodies.

Go out the same way you came in.
Stand on the blocks over the chimney and
blow them up. The water spout carries you
to the surface.

Head right until you reach a door. The
key's hidden in the blue pot. Grab the key
and go through the door.

To beat the boar, simply stand your
ground, facing it, and keep punching.

Round I-1: OBELIX

Go right to the first brick chimney and
smash the blocks. Stand on it and press
Down. You drop down into a cave and onto
a platform. Jump off quickly and go right.
Punch your way through Romans and walls
until you see a helmet in an underground
passage. To reach it, just punch through
the first set of bricks near the Roman sol-
dier, then stand on the last set of bricks
below you.

Jump and fire to go through them and into
the chamber below. Grab the helmet and
go out and right.

Jump across the three platforms and
onto the chimney. Bounce on the blocks
and land on the water spout.

Back on the surface, go right and
smash the blocks for extra points. Then go
right, get the key in the blue pot and go
through the door.

Below: This is a damn sneaky level! There
are hidden passages and levels to find but
this hun:lymu Id help. Head off left
undcnlladﬂwpuhmﬁrsr to help you on
your way. Don't panic if you fall down,

there's a secret level below
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Hop onto the wooden platforms and watch
in! Don't skay on them foo long or
| r.lrup like @ whore's drawers! Keep

left and you won't go far wrong. If
you funﬁusr the Romans and hop on

the spring fo get out again

Getting to the hidden level is easy. Stand
on the far left, drop down and go right.
Voila! With a brlr?prumceyuushnuld be
able o enter the secret cavern, There is an
extra life here. Leave the way you came
and use the spring to leap out of the pit.

e e —— - e
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When the little jumping men appear, just
stand inbetween the middle two and punch
‘em. Do this until an old man appears wav-
ing a white flag.

Round 2-1: ASTERIX

Head right and grab the potion. Jump
across the wooden platforms and land on
the solid ground. Tum left and stand on the
edge. Drop down and press Right to go
through a secret passage. Go into the
room and collect the items.

Go out and left. Dodge the Romans and
jump on the spring. Go right again until you
reach a Roman in the water.

Jump onto the second wooden platform
and jump up. This takes you to another
secret bit. Collect the coins and dodge the
soldiers. Keep going left then drop down
the hole.

Get across the water by throwing a
potion, hopping on the water spout. Repeat
this if necessary.

There's a secret room hidden underwa-
ter. Jump in the water and swim right.
Avoid the starfish and keep going until you
reach a wall. Drop down and go right

Drop down into the
secret cavern and
head left, There are
loads of obstacles to
avoid so watch your
step! Keep an eye
on those stones as
well. Romans have

a fendency to make
sudden

appearences.

Walch out next
maonth for the
next thrilling
enstallment of
Mat's complete
Asterix fips!
Maps and hints
to help you crack
this classic
cartoon
adventure!

through the wall. Get the extra items.
Leave, go up and out of the water. Keep
going right and go through the door.

To beat the caveman, stand on the left
and wait until he jumps near you. Keep
punching him but remember to jump when
the bees divebomb you. Collect the heart
and you've done it.

Go right and collect the menhirs. Keep
going until you reach a wooden platform.
Just past it is a hole in the floor. Stand on it
and tall into a hidden room. Grab the good-
ies and go left to leave.

Dodge the Romans and bounce on the
spring. Head right until you reach the sec-
ond wooden platform.

Crouch down and jump under it. Stay
crouched and jump up. The platform spins
round and you should land on it. Quickly
jump up and left. You'll be on a secret
level. Collect the objects and go right to
leave.

To reach the secret underwater room,
swim as far right as possible and drop
down. Just as you're about to drop off the

Stand on this ole chimney and drop your Keep an eye out for If you manage to get
potions. Not only does this unblock your flue, those pesky Romans! this g:u then you've
missus, but it also takes you fo an v round Dun'tEpﬂh:Howup reached the exit, Punch
cave! the cave and grab loads those blocks for extra the blue bowl to get the
extras while you're down there, items and points. key and leave the level.

screen, go right into the secret room and
get the extras. Leave left and go up to the
surface. Head right and use the same
technique as Asterix to get across the
water.

Get past the walls by throwing a menhir
so it lands just before the wall. Hop on the
splash and punch through the wall. Keep
repeating this. Reach the door and leave.
Defeat the caveman the same way as
Asterix.

Round 2-2: ASTERIX

The screen’s constantly moving on this
level so stay on your toes!

Move right and punch the balloon guy.
Avoid the metal poles. Get the potion and
wait until the screen's almost touching you.
Land on the platform — it moves across
the screen. Jump off when it reaches the
next ledge.

Run across to the grey blocks and
quickly drop bombs. Drop down onto the
moving platform. Walk onto the fourth line
of blocks and drop two bombs. Walk
through the gap. Wait until the screen
stops moving, grab the key and exit,

@ Pop out of the cave Watch out for that flicking Roman! Avoid Obelix is a fat fella who drops like
and you're back onthe  the what he throws and then knock the stone! Don'tfall down the holes if you want
surface. Don't forget o crap outta him. The key, for the door at the to survive. Get the food, for exira energy,
go left and collect the , is hidden in the blue pot. Give it a punch through the bricks and Roman
extra hidden items. whack, grab it and move on. soldier and you've finished the level!

Don't forget to check out this hidden level. There are loads of
coins to pick up, for points, but watch out for these parachuters!
Dodge the Romans and the spikes to reach the end of this
section. Once you've done it, just take the plunge and drop back
down onto the lower level to tackle even nmrl:.ﬂancﬁﬂt
problems.

@ Get onto this and jump up fo Falling from This is where all that hard practice comes in The potions will see you

o~ mhﬁamﬂhm_Wu out for the flrmsﬁynfﬁllmke handy! Stand on the edge of the platform and u:mumthsdﬁhrm've

> spitting Romans (filthy habit!). Try not to sink you to here. Use  throw a potion. Wait for the water spout fo now reached the door and you can

i below the water as you will drown and thats your potions fo appear and jump on it. Avoid the Roman and lemre.Dnn'lwrryubnMuE; b
no fun! Get out of the water and hop back get across the leap to safety. If the gap is too wide simply because you don't need one! Am |
onto dry land. waler. throw another potion, good to you lot or what?
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Round 2-2: OBELIX Lond on these wooden ~ Grab the menhirs for Stand on this hole and
plﬂ'l'Fﬂﬂlihgﬂ‘l‘ﬂ{mﬁ later and keep heading  fall down into the
Below: It looks confusing you fall right. You'll need these  hidden chamber. There
yﬂﬂls!{}udnﬂbelm fhru;’;fhmgh you will mﬂvmmm should be an extra life
h this puzzling level and  land in the first secret here. Exit by jumping
level left through the wall

find the exit

Round 2-2: OBELIX

Stay ahead of the moving screen. Punch the balloon
guy and get on the platform. Jump on the ledge and
move onto the platform, jump off and smash through
the blocks with your bum! Jump back on the moving
platform and duck down. Nip off and dodge the poles.

Martin  Adil-Smith  from
Ickenham, Middlesex knows
all there is to know about this
little corker. Sit back, relax and
read his wise words...

Always buy armour, potions, lite-pack and
treatment whenever possible, you'll always
need them at some point, so it's best to be
prepared!

Level 1: Keep your V-Cannon. In the cave,
avoid shooting the pipes as the gas causes
a lorra damage.

When at the boss, go right up to the

opening and plug your cannon into it. He'll
be dead in a mere matter of seconds. No
hassles!
Level 2: Near the beginning there are hid-
den coins in the ocean, Go to the bottom of
the screen and shoot to make them
appear. In the shop, get hold of some
Napalm.

Soon after you reach the shop, there's
a yellow thing which spurts little men.
Shoot along this ledge to reveal armour.

On the boss, plug your Napalm into his
heart, situated at the base of his neck.
Tum round now and again to shoot the bad
guys.

Level 3: Keep the Napalm and make sure
you buy the weapons booster. When you
get to the top of the metal hill, shoot the
metal things at the top for extra zenny.

On the boss, go right up to his head and
fire while avoiding his arms.

Level 4: Always take the bottom passage
and you eventually get to a group 30 elec-
trodes and get 10,000 zenny from each. In
the shop, just get the bare essentials, don't
bother about any weapons.

On the boss, first destroy the head and
then go to the top left-hand corner and
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Punch through the blocks and jump onto the grey
wall. Don't smash through the blocks. Land on the
platform and bum-smash through the blocks in one go.

Hop back onto the platform.,

the door. Made it!

shoot diagonally to get the grey worm.
Level 5: Do the same as Level 4, except
buy Booster 2 at the shop.

At the boss, shoot at his beak. He takes
about a minute to kill.

Level 6: Go straight to the bottom of the
screen and keep finng. Soon, three drums
appear. Shoot at the first rock to expose a
windmill. Go on the other side and shoot
down to reveal a cow.

There are hidden coins in the cloud
above the shop. Shoot at the cloud to
make the coins appear.

Keep the Napalm and on the boss, go

to the top left-hand corner and keep shoot-
ing. He dies in about 40 seconds.
Level 7: Just before the first shop there
are two alcoves and a ledge. Go into the
alcoves a shoot up to collect 10,00 zenny
from each. Shoot the ledge to reveal
armour. In the shop, buy the homing laser
and the super booster.

On the third ledge, after the first shop
(where the orange thingy is!) shoot to
reveal armour. Soon after, there's an
alcove on your left. After that, there's one
on the right. Go into each of these and
shoot up to reveal 10,000 zenny in each. In
the second shop, do as level four.

The last boss is easy. After destroying
the metal fish things (blimey — they've got
fishy fingersl) just keep shooting at him.
After he's launched three laser beams, he
dies!

For infinite continues: In two-player
mode, when one player dies, hammer Start
and you come back to life!

Destruction Z: Hammer [B] for a smart
bomb effect. However, this depletes your
energy and you don't get any money for
dead aliens.

Quickly smash through the blocks in one go and
get back on the platform again. Get the key and go to

B BULLS VS
LAKERS (MD)
To get to the
NBA finals
against Lakers,
the code is
JXOJLBBV. The
code for the
final game at 3-
3 is JXOBPBBC.
Lee Gray,
Datchet, Berks

B BONANZA
BROS (MD)

On Level 7, the
Lab, walk up to
one of the
robots against
the wall and
press Left or
Right to wear a
helmet. You
can't move with
it on. The
guards can't
harm you while
you wear the
helmet.

Damien Millard,
Barrow:-in-
Furness

® DANGEROUS
SEED (MD)
When the
demo’s running,
press Left, Left,
Left, Up, Up,
Right, Left, the
right ‘+'. You
now have 99
credits!
Matthew
Davies,
Manchester

. Thanks, Daniel!

There is a secret level up above. Get fo #
by crnudungdmnﬁnnndpmpmg ht,
o jnpg coph
and make you
nd on it Jum upnndluﬁ un:klyhhh
Ohelmhﬂuhnddenlwalvdmhlspadmd
with extra points.

Together with his maps, Daniel
Swinswood from Meir, Stoke-
on-Trent has sent in these
handy hints for this colourful
MS game. The map below shows where
invisible chests are located. There's also a
secret passageway through a wall. Follow
the key on the map. You make the chests
visible by executing a bounce-attack, so go
for it and grab the goodies when you can.

THIL PorxT
THERE ARY

MoRgy TWOS
CHESTS |

Lovel
e DE LEERT
EACTORY




Get to this hidden level Usnyuurmenhirshluhr
and collect the coins. Avoid over the water. Stand on =e ™

bamgclol:bar&d by the and throw one fowards the

Kmtugmng wull Whﬂiﬂipldl-l'lﬂ up, pmp

sidlﬂ'la rurvmr
undhlldmﬂn

Drop down info the water and swim Fall down from the level an There's the secret room. Get into it by
right. Watch out for the spinning balls. dland here. pbddrnl:: Right swimming fo the wall and then letting
Avoid being hit by swimming into the lnﬁndﬂ'leaxll Don't worry if you ﬂbdm&opdawn Whmhe'uusl'
gupund sl:‘dymgm I'Iwmldcl . Nip out fall in the water, Dhellxusmjr about to drop off the screen, go right

nghl Dodge buoyant so swimming's no problem, through I'hu wall, In the chumﬁr
ﬁnmmdufnldlmu head for the Get out of the water and hop onto ablue pot. Hlfltum:l:uludlimbunus
wall, dry land. items in it,
B BATTLE GOLF '
3 UURUN STUGK IN A RUT!
Press [B] and
Start on the Welcome to SEGA FORCE's one and  Kieren Lythgow of Shipley saves the day

only ‘First Ade’ section. If one of your  for Michael Tuck of Stockport who
games is proving a right old struggle, queried the use of the coals in MS

title screen to
access a music

select option. or you reckon you can help someone  Bubble Bobble. They're used for killing

Carl Weaver, who's tearing at their toupé, write to the  the bad guys. If you keep killing 'em,

Bristol PITTSTOP at the usual address, but  blue gates appear near to where you
mark your envelopes ‘STUCK IN A  started. Enter these and you get a

B SHADOW OF RUT!" Let's crack on then, shall we...? sacred mirror.

THE BEAST Thanks, Kieren.

(MD) Ryan Zeller from Stanmore can't get

Drop a coin through the Maugh Desert on MD  Motty, Robbie and Guy (sounds like a

Wonderboy in Monsterland. He walks on  defunct Sixties pop group!) need to know
the sand but his energy drains. Can you  how to kill the end-of-level boss on Stage

down the well
to receive an

extra life. help?Some weird humanoid by the name 4 of Psychic World. Your help would be
Carl Weaver, of Bubble from London needs loads of most welcome!
Bristol tips for MD Technocop and the Jap game

Slasher. A bloke by the name of Anthony Stevens

from Southend-on-Sea would like to help
Another SEGA FORCE reader going ga- all dudes having nightmares over
ga would like to know how to get Electro’s  Phantasy Star [ll. If you send an SAE to
key between the transformer poles in MS  him with your problem, he'll be more
Spider-Man. than happy to help.

~ Better still, send you queries to the
Roger from Kingsbury, London can't kil  Pittstop and I'll pass them on. | don't
Robotnik on Act 3 of Sky Base Zone in MS  want to print Anthony's full address. He
Sonic. Any ideas? may start getting hate mail!!

to go on runs.

el s
ER BOCKEY -

When you first face off, move  the Soviet Union, followed by USA and
to the back of the rink. When  Iceland. The fastest team s
the opposition come skating  Czechoslovakia.

toward you, skate towards You should shoot down from the
‘em, you should have a free run on goal.  inside blue line. Use wrist shots for this.
Prepare yourselves for another top tip.  Use a slapshot when right in front of the
Are ya ready?!! When you shoot, move  goal.

just to the side of the goalkeeper and If you're in your own half and want to
thrash a really powerful shot. This nearly  try a lob, just touch the [C] button and
always goes in. Don't pass around too  control with the D-pad.

much or you lose possession. It's better

Jil
X . .

ol . 07 g R | §

[ el Eom, ajE
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Ride the spout to the and make  Not much to worry about the Waich your speed as you go down the ramp.
a quick iuﬁup undtﬁrr it sinks  straight here, though you a couple of  If you're not careful you could run siraight
to reach the next stage devilish spins to deal with the spiders! hhﬂmiumnfﬂul))::ddorbausﬂ

'E'- i i'.ii.}fé: -'--* ;

Floating down out of thin air, the first object you
come across are some very tasty looking chillies.
Munch 'Hndownuﬂnyprnﬂingo[:].ﬂudhrﬂ
what! Use your flames wisely to deal with the be
beasts later on in the level. Avoid touching the sic
the water spout, it hurts! Jump on top or skip over

R { - €
i

;s r
: ch“h ﬁ'ﬂlﬂ> D S [
1 V F |
Gem : H E
This atmospheric role playing Ring :
game from US Gold was well : ; LA
received. I's incredibly in- [ TT | L
‘==~ depth and you need to bum : g :
the midnight oil to get through itl Thanks Bo & ::ﬂﬁ i [Bwe|
go to an ace cartographer who sent in Ha } . e
these fab maps and tips. Follow the Sm Red Wi
instructions step by step and you'll get just Culiven g
that little bit further. The key highlights all | Sm bt : :
traps, monsters, items efc. Shisid Gresn :
Quiver . |BA
Scroll B0 Wr Ha i |Shisid
(5 ; = :
% ‘Biue S PR
Potion
‘| LEVEL 2 i
A B
o

.
E ) i

Bo A N N Enter the ruins. Go North and fol-  Above: This level is somewhat
E low the dotted line through the first more complicated than level one.
A level. When confronted by the You should use the waterfall to

L ; Bozak Draconian in the centre heal the party. Now jump the first

' HHE haliway, don't forget to use the MAGIC pit. This pit has magical

: WED spell. If you're trying for a bolts. Watch as they rise from it.

Ag really high score, don't use any Cross with care. The bolts appear

. : healing spells unless absolutely at regular intervals. The best bod

t---Ba---H- fen necessary. Wait for the waterfall to use is Raistlin, he has tremen-
on level two... dous leaping powers!
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the quicksa

Get through the quicksand by skipping lightly over the
Mucemdmdﬁing i by i

Rt
iy gl

your lungs, you can always
with that foul

Ir‘ﬁhmnidﬂwmﬁnstrﬁin
you've got any fire left in
destroy them

breath of yours. Now take a

S - T

the monsters. You can o
incinerate them with your fire. Don't worry too much
about injury here, as some energy giving liquid

refreshment awaits you at the
down and pick up some exira points. ®

-'--r-" i.n--"' tn-" ‘-.ri.:'. l‘j r'f. :

next water spout. Guzzle it S itag

-

well-eamed breather [no losing your
temperl], before waiti

spout fo disappear a

for the water

moving ¢

cad

Make sure you trigger off the stage
marker - it's a
below! That done, take on the four water

spouts. The best trick is to wait for them to

subside and walk from one to the next.
Time it carefully or you'll feel the spikes
below. Ouchl!

You've reached the first marker. Always trigger
tl'wmuffblslqt over them, as it saves starfing the  here. Kill them by spinning
level right nﬂeg’nning again if you die knocking them for six. Don't eat them!

gy "L---} , S
" ' " #

L
e W 11 |

.--*li :

F.Y

Scroll] pad X X N FROM
SM Sp Quiver Ml 2
X Coin Orange
oins
Sp SW Potion
1r SM Tr
Ha Wr SM
SM Sp Sp Tr
=g 3
Scroll 28
Tr Sp Ha SM % SM ‘ I
reen Green (areen
e ﬂ Potion PotionPotion
] = :
S SM
Tr Scroll
SM Sp Scroll
l—l X a5 S Wr I !
Ha Sp Wr SM

Above: This one's a nightmare! Find
your way through the maze. It's tricky at
first. The compass shows places you
can turn to at all archways. However,
make sure you only enter the hallways
marked on the map. Go through the
wrong archway and the party may find
themselves in front of a pit they can't
jump across. Don't forget, at the south-
westerly comer of the maze there's a
secret bonus item. In this case, it's a
bracelet. Find it and your experience
points are bumped up by a staggering
25000 units. Magic, or what?

Right: This section is reached when you
pass through the maze. Notice the
pouch, red quiver, gold and silver bars
and the gems. Fight the dwarfs and the
Bozak Draconians. Watch out for the
giant spider too. Follow the pathway to
the dragon. Gather as much stuff as
possible. Try and raise your experience
points etc. There's a battle looming on
the horizon. Don't forget
eventually reach Khisanth's Lair, save
the game, just in case you're burnt to a
frazzle. Now fight it out with flame-

breath and grab the disks.

., when you

long way from the last one

L]
il it
| L= i
L SR

Once you've reached the last water spout,
you're just a simple hop from the finishing
post.Don't lose your nerve now, or

could waste valuable lives getting through
again, Take it easy, jump onto dry land
and run past the post to get through fo
level two. Bigger perils await!

More spiders

your refreshment tub

inning into them and

il 4 F s
_11{‘ ¥

X KHISANTH'S LAIR

X  Pouch
=y
HF
Ag
Bﬂ Bo
>
Discs of
Makshakal
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I:lmstnpher Scott from Sunderland is a Shinobi

buff. Along with maps, here’s his complete solution.

Fight through 1-1 as normal. On 1-2 jump on the
first lift and the platform. Smash the crate for an
extra life.

As soon as you leave the first house, jump,
spin and fire for an extra heart. When you go
underground for the first time, fire to the left for 30
shurikens.

When you come out of this tunnel, turn left and
kill the baddies. Jump up to the next platform and
get the crate with 20 shurikens. Continue right.
When you reach the two lifts drop inbetween for a
hidden extra life. After getting the life, jump onto
the upper level. Walk right to the end and smash
the crate for an extra heart.

To kill the shellfish, jump on the platform.
When the shellfish makes a swipe with his sword,
jump-spin and fire. Continue until he dies.

Stage 2

Jump on the first log platform. Smash the first
crate and pick up five shurikens. Jump onto the
next log platform and smash the crates for a heart
and power. Stay on the logs as much as possible.

When  you
reach the first
waterfall, select
Fushin (the
ninja art of float-
ing). Jump onto
the logs and the
high platform on
the right. Don't smash the crate, it's got a bomb in
it!

Spin off the platform, kill the baddies. Get the
crate, it's got 20 shurikens in it. Spin and fire right,
until you reach the next waterfall. Jump across the
logs to the level end.
® On 2-2, jump up to the platform with the two
crates on. Don't smash them. Keep jumping on
the platforms until you reach the top of the level.
Walk along, jumping the gaps. Try to stay on top
as there are fewer baddies and more shurkens.
When you reach the large hole, drop straight off
the edge onto the platform. Jump off the platiorm
in an up/right direction. Smash both the crates for
five shurikens and a heart. Stay on the low plat-
form in front of the exit sign. Spin fire for an extra
MNinjitsu.
® On 2-3, to kill the shadow dancer, wait until he
lands, get close to and kick his legs. Continue
until he dies, If you get low on energy, use Mijin
(self destruct).

Stage 3

Stay on the far side of the
fence as there are fewer
baddies and obstacles.
Watch out for the dogs! When you reach the brick
post with the crate on, jump on top of the post
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before you smash the crate. It has a Ninjitsu in it.
® When you start 3-2, go right instead of jump-
ing on the lift. Kill the guard and smash the crate
for five shurikens. Go back left and up the lift.
Leave the first crate, go along to the left and
get the crate with five shurikens in. Continue right
as normal, until you reach the second lift. Drop
down and fire right to reveal an extra life. Go up
the lift and continue right to the end of the level.
® Dodge the laser beams on 3-3 and when the
shield comes forward, go just in front of the black
ring. If you stand here, the lasers don't fire. When
the brain appears, quickly jump and fire.

Stage 4

Just walk through the first section. Ignore the first
two crates. To kill the bad guys, hit them three
times. The crate at the end has a-Ninjitsu in it.

® On 4-2, when you reach the first pool of molten
metal, jump on the crane to get across. When the
gunner at the end of the pool has fired, jump off
the crane and shoot him.

When you reach the third guard, jump on the
conveyer. Keep walking, then quickly jump. Tum
left and fire,
repeat
twice.
When you
reach the
conveyer
belt with the
guard
underneath,
drop down. Kill the guard and smash the top crate
for an extra life. Jump on top of the platform the
engine blocks fell from,

Spin on the platform to the left. Kill the guard
and get the 20 shurikens. Jump to the right. Walk
along to the crane, jump on it. Jump over the
flames. Continue right to the end of the level.
® On 4-3 the only way to kill the master attacker
is to use your Ninjitsus. First use four Mijins.
When the robot appears, drop down and go into
close combat.

Stage 5

There's a hidden Ninjitsu at the start of 5-1. To gel
it, jump, turn left and fire. Use this extra Ninjitsu 1o
select Fushin. Walk to the other side of the
screen, then spinfire up the side of the level.
Smash all the crates.

@ On 5-2 Jump from platform to platform. Make
sure you're on the near side of the screen, avoid
the gaps. When you reach a large post, you can'l
get through.

Spin to the other side of the fence and walch
out for the red cars. It's best to jump over 'em. Try
and stay on the near side of the fence whenever
possible. On this side of the fence, your only real
problem here are the bombs.

Here's a list of what each crate contains: 1)

five shkns: 2) five shkns; 3) five shkns; 4) heart; 5)
20 shkns; 6) bombs; 7) five shkns.

. ® On 5-3 to kill the tank, you have to destroy the
red domes that pop up. The ideal way 1o do this is
to destroy the middle dome first, then the front
one, then the first one. The tank should explode.

Stage 6
ump through the level and kill all the baddies. To
kill the pink girls, hit them eight times.

When you reach the last part of the first level,
hit the symbol for 20
shurikens. Continue
along the bottom of
the level. When you
reach the welcome
sign, hit the middle §
symbol for a Ninjitsu.
Now jump on the traffic lights.

Spin to the left and smash the fwo crates for a
life and power. After smashing the crates, spin up
to the right, kill the baddies and smash the crates
for a heart and 20 shurikens. When you'rg on the
other side of the welcome sign, hit the top-symbol
for a heart. Fight through the level as normal
® Level 6-2 is pretty easy. Watch out for the gird
ers and bombs.

Here's a list of what the crates contain: 1) live
shkns; 2) bomb; 3) five shkns; 4) bomb; 5) bomb;
6) five shkns; 7) 20 shkns; 8) bomb; 9) bomb; 10}
bomb; 11) bomb; 12) bomb; 13) heart; 14) bomb.

At the end of the level, jump and spin. A
Ninjitsu appears under the exi.
® On 6-3, to kil Spiderman, use one Kariu and
one Mijin. To kill the Web Bat, use lkazuchi and
hit him with your shunkens.

Stage 7 :

Select Fushin and spin-fire through the level.
Watch out for the baddies that jump out of the
water,

@ At the start of 7-2 jump on the moving plai-
forms as these carry you along. Smash all the
crates, except the third one.

Walk all the way along 1o the right, then drop to
the second level. Walk left along this platiorm.
Jump the gaps. When you reach the end, drop
down to the lower level. Don't tread on the red
floor. Watch out for the machine guns.

When you reach the second from last lower
platform, select lkazuchi. Spin-fire and a Ninjitsu
should appear.
® On 7-3 to kill the Bronlosaurus, use mijin four
times.

Use lkazuchi

You can jump on the large guns. Spin through this
level. You can push the while birds into the water
with your shurikens. Only use your Ninjitsu as a
last resort.

@ On 8-3, go really close and kick him. If you get
low on energy, use Mijin,

When you're on the option screen, select 00
shurikens and don't touch any controls. After
a few seconds, the 00 turns into an infinity
sign and you get infinite shurikens.
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Loads and
loads of queries
flood in every
month  regarding
this nifty little romp.
Hopefully, lan Chard from Taunton,
Somersel will put your minds at rest!
And for his efforts, he wins a fab-a-
roony £50 SOFTWARE VOUCHER! Well
done, lan!

Level 1: The question mark boxes on this
level are power bracelet, ghost, extra life.
You must punch all three for the extra life.

To get nd of ghosts, scroll the screen.

You get into gaps by running then pushing
down. You can slide in on your knees if
you keep moving forward.
Level 2: Don't ever buy the motorbike on
any screen — you end up losing money or
kicking the bucket! Instead, activate the
power bracelet then enter the shop. Buy
the power bracelet and the teleport pow-
der.

When you ‘Janken' with Stonehead,
choose stone for the first round and scis-
sors for the second.

Level 3: The question mark on the bottom
left of the screen conceals an extra life.

Kill the first octopus and enter what he
sat on. Move around and press down.
Follow this tip and you find a treasure
room and an extra life.

Level 4: Try not to destroy many blocks
as you need to jump across them.
Possibly the easiest level,

Level 5: Collect as much cash as possible
in the peticopter. If you crash, you can
swim across the top of the screen without
hitting a thing.

Level 6: Buy everything in the shop.

Move slowly across the screen. Blow
up all the blocks you can reach to leave a
clear path.

At the end of the level, crash the peti-
copter to get oul. To kill the ox, face it and
keep punching as fast as possible. You
can use the ‘A’ capsule but it's not incredi-
bly effective here. It takes about eight
shots to kill the ox.

Level 7: Activate the power bracelet for
this level. The first question mark's the
power bracelet, so collect this.

When you reach the telepathy ball,
shoot the top of the screen and a gap
appears. Fall down and go right. When
you reach the second question mark box,
walk under it, turn and shoot. It contains a
ghost. If you do this, you get an extra life
out of the next question mark box.

To beat Scissorhead, choose scissors
then paper.

Level 8: In the shop, buy the Cane of
Flight and the ‘A’ capsule if you've already
used one. Activate the bracelet.

The question mark box contains an
extra life. Jump on the box and shoot the
monkeys either side before grabbing the
life.

If you die, kill the bear by either punch-
ing it rapidly or using the teleport powder.
He also takes eight shots to kill.

Level 9: Use the boat to collect as much
cash as possible.

If you fall in the water, don’t punch the
question mark box as it contains a ghost
and there isn't an extra life at the end of
the level. If you wish, you can avoid being
hit by swimming along the top of the
screen.

Level 10: Buy everything you need in the
shop, especially the peticopter. Avoid
lightning at all costs.

Don't bother with money. The question
mark box reveals the power bracelet.

To exit the peticopter at the end of the

level, crash it. To beat Paperhead, choose
stone then scissors.
Level 11: In the castle, go up the ladder,
up, right, right top to find an extra life. Go
left and there's a gap with spikes under it.
Go down and left and stop before you fall
completely. Jump over the spikes and go
right down. Across the top and up.

To release Igul, punch fish and water
boxes, then go down, left, down, left, up
and gel the letter. Down, down, right, right,
up. You should find a henchman.

Choose paper, paper. Punch his head
three times. Jump up to it and punch.
Level 12: In the shop, buy the life and
anything else you haven't go.

To kill Scissorhead, choose scissors
then scissors. Now jump and punch his
head while avoiding his body.

Level 13: Difficult. Just pedal along.
Where possible, stay near the top.

Level 14: Collect slab and go.

Level 15: You can activate the power
bracelet but it's better to punch on this
one. Buy what you need. Collect as much
money as possible. The question mark
box is a power bracelet.

To kil Paperhead, defeat him at
Janken (it may change!) then move far
left. Tumn and keep punching.

Level 16: In the castle go down, down,
right, down, left, bottom-right, right, down,
right until you're in a room with two ques-
tion mark boxes. The first one you punch

is a power bracelet, the second's a ghost.
Before hitting these, make an exit at the
top. To enter, run along, slide in and keep
going right.

Now go up, then left. In here are two
question marks which seem impossible to
get. Punch the wall as far up as possible
to reveal a block. Stand on this. The first
question mark box you hit is a life. The
second's a power bracelet,

Go left, left. To get the cash, jump over
the block in the centre of the screen then
punch it to reveal a secret gap. Go down
and get the cash.

Down, right, nght, right, up, left, left, up
and up. Get the money here and jump and
punch the wall to get a block so you can
get back over again. Go left (question
mark box is a ghost). Up, punch fish box
twice. Up through the exit that appears.

Right and down. Punch the first box
twice for an exit, right and down the gap
that opens (or use the flying cane to go up
the ladder). Go right, right and up to get
the extra life. Go left, up, left. Take the
middle exit and go right.

Activate the teleport powder and go

down the middle ladder, then right to find
Janken the Great. His maich also
changes, but after defeating him, wait for
‘Well I'm not OK. Take this' to appear.
Press any button to clear this and quickly
walk up within punching distance of him.
When he fires, his bullets go over you,
After he fires, jump up and punch his
head. Repeat this three times. He tums 1o
stone. Get the moonlight stone and jour-
ney up to see Alex's mother.
Lake Deep: If possible, use the Cane of
Flight to collect the money. Go in the
water and collect any money. Kill any ene-
mies. Put priority on killing the merman.

Go down and walk towards the door.
This opens for you. Activate the stone
which tells you what to walk over first.
Starting from top-right, read down. If you
make a mistake, get rid of the ghost by
walking over the sun, water and moon
boxes.

To get rid of him completely costs 500
coins. If you have less than 500 now, the
ghost kills you. Now go up, jump over the
spikes and collect the crown. This is the
end. Phew!

lan says his highest score is
114,000 with 3080 coins and nine lives
remaining. Beat that!

That's

" WB
MONSTERLAND
(MS)

If you're looking
for the Great
Catfish, go to
the underwater
kingdom full of
catfish and hold
down left. Go
into the magic
shop. Come
back out then
go in again. The
catfish is there!
Chris
Hutchinson,
Leicester

» R-TYPE (5)
On Level 4,
when you arrive
at the green
wall, blast
through the
middle and you
see a grey dot.
Ram into it
backwards and
there's a secret
stage with new
enemies and
backdrops.

. WORLD Cup
ITALIA '90
Playing the
computer, the
best teams are
Argentina,
CTEFI T T
Russia. They
have the best
defence and
attack skills.
Carl Evans,
Shrewsbury

SOKOBAN

Passwords: (10)
The Sun, (20)
Mercury, (30)
Venus, (40)
Earth, (50) The
mars, (5)
ThBedw, (15)
MeooDah, (35)
EAOFq.

Paul Lilley,
Leigh

ya lot for this month, peeps.

Keep 'em comin’, as they say. First

thing I'm I'm told on

from

me hols is, ‘D’ya know the tips

section’s getting bigger?’ I'm gonna
need more time off to recover!
Anyway, who's complaining? Mutter,
grumble, mutter... See ya next month!
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WIN A
MEGA-CD

Answer our :impl:‘gnmos questions and have
your choice of one of these great machines + ten
top games of your choice FREE

CALL 0891 662 552

WIN WIN
A SEGA A NINTENDO
GAME GEAR GAME BOY
0891 662 552 0891 662 552
WIN WIN
A SEGA A MASTER
MEGA DRIVE SYSTEM II
0891 662 552 0891 662 552

TEN GAMES OF YOUR CHOICE INCLUDED FREE WITH EACH MACHINE WON

PLease ask permission of person who pays the bill. Calls charged at 36p min cheap rate, 48p other times Ensmore Lid, P.0. Box 1183, Bournemouth, BHB 9Y5

B o ama

. TO ADVERTISE IN |
| THIS SPACE CONTACT |

CHEATS, TIPS AND GAME | A CHELLE ]
SOLUTIONS | ;
CHEATS GALORE 0891101234 | | ON ;
CONSOLE HOTLINE 0891 445 990 | o 5 8 4 8 75 8 5 'I
SEGA CHEATS AND TIPS 0891 445 933 ; |
NINTENDO CHEATS AND TIPS 0891 445 913 NOW!!
R e | o e e e e am
HEROES OF THE LANCE HELPLINE 0891 442025
THE IMMORTAL HELPLINE 0891 445 928 - . . SHOP/MAIL ORDER
COMPUTER FUNLINE ssotass700 | |PHRES TUN GAMES vovrri o-spm
13 Lowthian Street, Preston, Lancs PR1 2EP SAT 9-5PM
Telephone: 0772 54857 (3 lines) Fax: 0772 823344 SUN 10 -4 PM
SHINING IN THE DARKNESS HELPLINE 0891 866 002 * * USED CARTRIDGE SWAPS £3 - £7 * *
BUCK ROGERS CDUNTDUWH TODOOM 0891 442 030 e.g MD Exile for Jordan Vs Bird 6.00 NEW RELEASES
WHIZZ KID COMPUTER QUIZ 0891 101 255 E§ %ﬂg”&ﬁdq‘%fﬁgﬂﬁbﬁ EEE MEGADRIVE ==~ s
H an Axe Il Tor u . OFF ROAD (UK) 29.95
FOR FULL INFORMATION ON ALL OUR M e i, G0 RTUNATR L
OTHER HELPLINES RING 0891 445 904 | Ca b phecipheioand 309 CHUCK ROCK TBA
w ALl services uppatep weekey + | IEIEEDIASIMUIRICER 70000 cenoin ea

LATEST CARTS NOW STOCKED UP TO 20.00 FOR =
USED CARTS IN PART EXCAHNGE GAME GEAR

SPACE HARRIER TBA

s - LYNX, GB, GG, SNES/SF gy af=:! TBA

ALL LINES UPDATED WEEKLY
PROPRIETOR- Jm&mlins Wright, P.O.Box 17, Ashton-Under-L

CALL (0772) 54857 NOW FOR FREE LISTS

Lancs OL7 OWWY 4
PLEASE PHONE BEFORE SENDING ANY CARTS

Calls cost 36p per min 'cheap rate’ and 48p per
min at other times
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hen Paul told me he was getting
W‘I{msty's', | shot him a worried glance! |

needn’t have bothered. Instead of a
bad case of genital fungus, it is in fact a rather
spiffy platform game!

Krusty's Super Fun House is another in what
should become a long line of Simpsons games
from Flying Edge. The gist of the story goes
something like this:

Bart Simpson's idol and all-round fun guy,
Krusty the Clown, has a bit of a problemo. It
appears that rats have infested his Fun House, so

Krusty's task is to rid the place of the little mon-
sters, ASAP! To help him he's enlisted the aid of

Bart, Homer, Sideshow Mel and Corporal
Punishment to send the little blighters to rodent
heaven!
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=¥ What a clown!
: Q; Even a curly

% green wig,
white make-up and a
bright red nose can’t

disguise MAT YEO!

There are five levels of Fun House to com-
plete, each with up to 14 sub-sections. On every
level there are a number of doors. Enter a door,
get rid of the rats then go to the next room!

Splat that rat!

Each room consists of various platforms, pipes,
lifts and a rat-splatting machine! Using a combina-
tion of blocks, air blowers, pipes and springs,
Krusty has to lead the furry fiends to
their untimely doom.

Scattered throughout
each level are pink
blocks. Stand next to
these and kick them
for extra points, ener-
gy and useful items.
Custard pies can be
thrown at enemies, Superballs
through some walls, and magic blocks
open either secret passages or parts of other
rooms.

Remember to explore each level thoroughly.
As well as killing all the rats, in some levels you

T T LI L LT TR TTLIILL]
AT ddiddddd

-.1-

have to complete other tasks. Finish the leve
quickly and* correctly and you're awarded a time
bonus.

At the end of each level, Krusty awards you 2
special certificate. Printed on the bottom is the
code for the next level, so you can restart at tha
point when you die.

A dicky ticker

Wandering around the Fun House are some prefty
strange creatures. Venom Vipers, flying pigs
giant Goofy Birds and Laser Aliens are all out o
get you — and often succeed!

You don't actually die when you get ha
Instead, your energy goes down bit by bi
Unfortunately, there's no bar to show you how
your energy is lasting so be careful!

Krusty’s a weak old fart with a dicky ticker! ¥
you're hit too often or fall from too great a height
it's bye-bye Krusty!

Some entrances are hidden, revealed by kick
ing a magical block and certain hidden doors taks
you to bonus rooms, which must be completes
within a very strict time limit to open part of anof
er room.

If there's a silver lock on the door when you
leave the room, you've successfully finished the

level. If not, you have to do the whoie
flicking thing again!

A few things to remem-
ber. make sure the rats
stay together — if they'rs
separated it takes ages o
round 'em up again. Stand nght
next to blocks when kicking them or you®
fire instead. Finally, use items to reach others
which may appear to be out of reach.
Krusty's Super Fun House looks great. The
characters look like their cartoon counterparts anc
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Blocks are THE most vital item you can find. Here the rats walk ™~
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send them to that big skirting board in the sky. N P B Pr——— C
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and loads to praise. The puz- £ ; 1
lillnhﬁud,hutlih F- = i .‘ T,
clever backdrops and excellent parallax 4 | o
scrolling to distract the eye, they take 77 t A = 2
some time to figure out. The graphics are f & # L 0 Bt )il 2 I ’F-
spot-on cartoon copies, making it great 7 - = -- b
fun to look at while you pull your hair out 7 T X B Ml LT
hmuuhmwm s = e B |
cracking sound but a sadly flat Krusty
sample. Puzzle fans, arcade addicts and
platform freaks will get a kick outta this — j
m 4 m ]
:E:’:m H::'“.' ":}llﬂ. : i There are up to 14 doors on each level and you
¥ can choose which order you take them in.
the game has the authentic Simpsons look about
t (ie, loony backgrounds and bizarre situations!). PRODUCER:
The parallax scrolling's impressive and all the ;-'"“ 'I : GG: N/A @ m‘:::nm‘
sprites are well-defined. The sonics are wacky - m
and cartoony — there's even some sampled . e 1024K
<rusty speech! - ® PLAYERS: 1
This game’s a stormer. Get it and you too can 2 PRICE: £30.99
nave Krusty's! — z
Supplied by MegaCom 5 ”G

=10%: f‘ 1IREEE==3200 f PRESEN‘I'ATIQN
:. e Tl : e ] 1 @ Password option and continues
Eauoes L5 ) VISUALS
.;_ 1~;.' _ . , | @ Cartoon graphics, smooth scrolling
e e A e B it S i SONICS
AN S ) PLAYABILITY
Pl My Xy sy S e RS P 237 .' :; " h @ Progressively tougher levels
e : Ty St ) LASTABILITY
: % -.:-1_----_-_' o A =X * o . # ® Bound to keep you occupied
= =5 e TN o - 1.'--*".-‘ %
e o ® Another classic platform J 133*1
T & T T pTI— T — arTE— gy romp! = Y
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- resemblance to Arnie as Barbara
Windsor does to Thora Hird, but he
once went on a school trip to Austria so...

cﬂ.we watched the movie, read the book
and yelled the catchphrases in a highly
unconvincing accent. Now you can play
the game! Yesiree, the Austrian muscle-mountain
himself finally arrives on the Master System! It's
taken a while but it's been worth the wait.

The game sticks closely to the plot of the
original film, with you taking on the
role of Kyle Reese, a soldier
from a war-torn future
where humans are fight-
ing a losing battle
against machines.

The survivors have
spent years battling to free
their future and tonight they
may have a chance to win (cor, grip-
ping stuff, ehl). Technicians have discovered a
time ftravel device buit by the machines.
Unfortunately, a deadly killing machine — a
Terminator — has already been sent through it.

lts mission is to kill Sarah Connor before she
becomes the mother of John, the leader of the
future human resistance. As Kyle Reese, you've
volunteered (twit!) to go back in time to stop the
Terminator and save the future!

More grit than a budgie cage!

First off, this game looks great. Cool digitised
pics from the film introduce each level, including
character portraits and text not used on the MD

version.
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All the characters are well animated and have a
gritty look. The bad guys look bad and the gooed
guys... er, there aren't any! The feel of the film
has been captured accurately, from the ravaged
landscape of 2029 to the seedy back sireets of
Los Angeles, 1984. Level 1 has Kyle racing
across the battleground to destroy the time
displacement reactor.
First of all you have to
dodge the bombs being
dropped by a flying
Hunter Killer.

You have 100%
energy to start with but
each hit knocks it down.
The top of the screen con-

stantly displays your energy, time,
and points. Nip down a ladder into the depths of
the computer's base (whoa, scary!), where loads
of Amies are waiting to bump you off. Luckily
you're armed with grenades that send these men-
acing mechanoids to an early grave. Blow up
doors and explore the base.

Figuring out the best route is the first problem
but practice makes perfect! You have to find a
machine gun first before grabbing more grenades.
Reach the first half of the level and your energy’'s
returned to full strength.

Next, find the reactor and blow the mutha up!
That done, it's a race against the clock to locate
the exit. As the shepherd said, ‘Let's get the flock
outta here!’ Reach the time displacement cham-

ber before the whole place goes sky-high.

The chamber takes you to 1984 and Stage 2.
Kyle's been transported back to Los Angeles and
has to reach Sarah Connor before the Amie
Terminator does. There are a few obstacles to
overcome first though. Street punks chuck molo-
tov cocktails at your bonce and the cops try to nail
your ass te the wall (ouchl), before you reach the
TechMoir club and face the Terminator himself.
Arnie has to be blasted constantly while you move
across the floor and plenty of ducking and shoot-
ing gets you to the end of the level.

After grabbing Sarah Connor, there's a short

Having reviewed the MD
version, to say | was
astounded by the MS would
be an understatement. The
graphics are almost
identical and the atmosphere’s the same.
But it's playing the game that really shows
the diff. It's so tough you sometimes wish
you were the Terminator! As with most
platform games, the more you play the
further you get, but with no continues and
one life this is tougher than NOT laughing
when you see Wayne’s World. Terminator
fans and platform addicts will wet
themselves when they see this but you'll
have to wait till it's in the shops.

PAUL
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Make sure you keep a spare bomb 3 s q
tor the nuclear reactor. Place it, : SR
watch the screen turn red, then get r
the hell outta there!

Using the machine gun
gets you through most
of the underground
network, but you need to
find the grenades again
to finish off,
saquence where Kyle explains what happens in
™e future. Sarah poops her pants and gets
nabbed by the cops. Well, it was bound to happen
eally.

This takes Kyle to the police station where he
nas to find the cowardly woman who's gibbering
under a desk somewhere, Watch out 'cos Amie's :
wandering round bumping off the boys in blue and B
zenerally making a nuisance of himself, E

Hot stuff!

The last level takes place at a steel mill. The
Terminator's been reduced to just his shiny skele-
ion and boxer shorts! Blast him away, avoid his
crawling body, trick him into the steel press and
t's 'Hasta la vista, baby!

Terminator on the Master System's tough —
and | do mean Tough! The Mega Drive version's a
doddle by comparison.

Each level has to be done in a certain way.
Once you figure out the formula, just practise. The
only gripe | have is the fact that, no matter what
2vel you're on, when you die you go back to the
start. !

This is damn frustrating and had me tearing
out my hair and putting it in a small box under the
oed — | expect it'll do the same for you. | got to
the police station after much huffing and panting

Crisp graphics B
can’t hide the T
bt 11111
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 PRESENTATION

@ Great opening sequence

VISUALS

® Digitised pics, smooth scrolling

SONICS

® Movie tune, accurate FX

PLAYABILITY

® No mid-level restarts, tough levels

LASTABILITY

@ Highly challenging

out it was worth it.

Take my advice, stop your grinnin’ and drop
your linen! This game is so hot it'll burn you bad!
MAT

You've survived the first line
of defence, but be prepared

to lose a lot of energ

® A great conversion of a
classic movie

undErgruun |

AUGUST '92 SEGA FORCE 55




 finally catching
=== up! PAUL
MELLERICK takes a
breather to tell you
what’s what.

e finally managed to get hold of Alisia
Dragoon a few months back, giving it
an American Advance Play in Issue 6. |

we're rating the English version here.

Alisia’s had an unpleasant upbringing since
she saw her father tortured by his arch enemy, the
powerful warlock Baldour. Now Baldour's returned
to Earth to take over the entire planet and enslave
us all. Subtle guy, huh?!

Our only chance is Alisia. Using magical pow-
ers inherited from her father, she's on
a quest to rid the universe of
this ultimate evil.

Dragooned!

Lets get back to
basics, shall we? Alisia
Dragoon's a no-non-
sense arcade adventure set
over seven levels of fantasy-
based scenery, populated by
various types of creatures gunning
to prevent you reaching your goal,
But Alisia's one tough cockie and
by no means powerless. Her magic
allows her to conjure and fire a powerful
thunderbolt to flash-fry her adversaries

g
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wasn't impressed, but for anyone who missed it

The sheer lack of
action and originality
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in the blink of an eyel And if she allows her poOwWer
to build up she can unleash an all-consuming
powerbolt!

But even this is not enough. Alisia also has a
group of four highly attentive dragons. Select one
of them and it follows her around, trying to protect
her from harm.

As | said in the Advance Play, Alisia Dragoon's
not a bad game. It's just not a very good one,
gither,

The controls are easy to use and make Alisia

instantly playable but the sheer lack

of action and originality is so

boring. You constantly

walk from left to right,

waiting for something

to appear. When it

does, it's always in the

same place, at the same

time,

The dragons add a little inter-

est to the proceedings but don't play an
iImportant enough role.

Graphically and sonically there's nothing to
fault, but the game's strictly for arcade adventure
addicts. Even if you fall under this category, check
it out before you consider buying. PAUL

' Plug this one in and you're
. & impressed by the guality of the
“ graphics straight away. The
. 7 clear, sharp images and well

4% animated sprites are enough to
set any seasoned arcader drooling! Get a
load of the sound FX as well and you're
hard put to find a fault with Alisia

you soon locate the downers, that is. | -
agree with Paul (aaargh!), the controls are
a doddle to pick up, the game looks and
sounds good, but the gameplay stinks!
Too much repetitive action leaves you
yawning as early as the end of the first
levell Think hard before getting this one.
CHRIS

>
[l
R

Dragoon. Until you start playing, when {88
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Great graphics, shame about the playability

A AL e
© PRODUCER: S:GA
@GG: N/AeMS: N/A
© MEMORY: 512K
@ PLAYERS: 1
PRICE: £39.99

FRatinG

(£} PRESENTATION

® Nice level intros and some options

&)’ VISUALS

@ Clean, crisp graphics - very smart

) SONICS

® Good spot FX but no in-game tune

) PLAYABILITY

® Easy to play but very, very samey
"Wy

LASTABILITY

@ Seven tough but dull levels

won't,

, r/o ® Some will enjoy Alisia, most
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dosh! Just fill in this
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can start using

value for
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' D'ya wanna win a
* software vouchers
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Section One:

About the magazine

1. What is your SEGA-FORCE
Express Card Number?

1.1 Where do you obtain your copy of
SEGA-FORCE?

Newsagent 31
Home delivery from a newsagent (2
Supermarket (3
Subscription a4

1.2 Do you ever experience any
difficulties in obtaining your copy of
SEGA-FORCE?
YesOs No e

1.3 How long do you spend reading
an issue of SEGA-FORCE ?

Up 1o 1/2 hour a7
1/2 hours to 1 hour ml
1 hour to 11/2 hours Ta
11/2 hours to 2 hours 3 10
2 hour to 3 hours O 11
3 hours or more 12

1.4 How many people, apart from
you, read or look at your copy of
SEGA-FORCE?

None 113
One (3 14
Two (3 15
Three 7 18
Four 3 17
Four or more m ET

1.5 What do you most like about
SEGA-FORCE 7

lllllllllllllllllllllllllllllllllllllllllllllllllllllllllllll
lllllllllllllllllllllllllllllllllllllllllllllllllllllllllllll

lllllllllllllllllllllllllllllllllllllllllllllllllllllllll

1.6 What do you least like about
SEGA-FORCE ?

-------------------------------------------------------------
-------------------------------------------------------------

1.7 Which has been your favourite
issue to date 7

-------------------------------------------------------------
-------------------------------------------------------------

1.9 Which, if any, of the following
computer & console magazines do

read regularly 7 (this means at least
three out of four issues).

Sega Power T 1g
Sega Pro 02
Mean Machines 21
N-Force 22
Game Zone (3 23
Computer & Video Games (3 24
Megatech (25
Other (please specify) 3 26

.............................................................

lllllllllllllllllllllllllllllllllllllllllllllllllllllllllllll

1.10 To what extent do the following
elements influence your choice of
magazine ?

A lot Slightly Not at all

Frontcover Ozr Oz O
Covergift DO O D=z
Availability

in shop Oz D 3

1.11 Do you consider SEGA-FORCE
to be the best value Sega magazine 7
YesOas NoOJs Sometimes 7 as

1.12 What of the following do you
purchase your copy of SEGA-FORCE

for? The cover gift only ak"
Mostly for the cover gift, _
but also for the magazine m P
For both the cover gift and

the magazine equally O
Mostly for the magazine,

but also for the cover gift (7 3g
The magazine only 3 40
1.13 Would you pay more for a better
quality cover gift?

Yes, even if the magazine

costs £2.50 7 41
Yes, even if the magazine

costs £2.95 (7 42
Yes, even if the magazine

costs £3.95 (3 43
No, only if the price remains

the same "

1.14 From Cool to Crap, rate the
following SEGA-FORCE articles:

Cool Good Okay Poor Crap
UG ......cocvomiscnsii B :
GUBSNIDS............. oo S et e
Reviews.............. suniaminmes Al
Advance Plays.........
PRERINDE ... ...coincmninss inrsinaen

Section Two:
Your console

2.1 Which of the following consoles do
you have regular access to?

Master System 34
Game Gear 2
Mega Drive O3
Mega CD [ 4a
Gameboy m
NES/SNES (3 4
Atari Lynx DV 4a
Amstrad GX400 e
Turbografix D
Atari VCS T 4g

2.2 Which of the following types of
games do you play on your console?

Action (shoot-'em-ups) Os
Puzzle De
Adventure Or
Other ml
War/strategy O
None T w0
Hole playing 11
2.3 How far is your choice of
computer/software influenced by
SEGA-FORCE?

A great deal 312
A little m BT
Not at all 314
2.4 How much do you spend on
software per month?

Nothing 3 15
Between £10 — £15.00 18
Between £16 — £30.00 017
Between £31 — £40.00 m RT
Between £41 — £50.00 19
£51.00 or more D20

2.5 How regularly do you purchase

new games?

Less than one a month 3 21
One a month nf-
2 — 3 a month 2
3 — 5amonth 24
More than 5 a month 25
Don't buy games m
2.6 How much time do you spend on
your console per day?

Up to one hour Jz7
Up to two hours 7 2
Up to three hours Oz
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Up to four hours Dao
Up to five hours a1
Five hours or more O

2.7 How long have you had your
current console ?

Up to one year "
Up to two years T34
Up to three years Oss
3 years or more mE"

2.8 |s this your first console?

Yes O a7 No 0 38

2.9 If no, please state which one you
owned before?

-------------------------------------------------------------
-------------------------------------------------------------

2.10 Do you intend to buy a new
console in the next 12 months?
Yes (1 as MNo D 40

2.11 If yes, please state which one,

-------------------------------------------------------------
-------------------------------------------------------------

.............................................................

2.12 Do you or any of your family

have the following?

Amiga 3 a1
ST 3 42
PC (3 43
Other console m T

2.13 If you own a handheld console,
how many batteries have you bought
for it in the past month? Please state;

-------------------------------------------------------------

Section Three:
About you

3.1 Are you?

Male 7 1 Female 02

3.2 What is your age?

Under6 0 3 6—904
9—110s 11—130s
13—1507 15 — 170
17—1905s 19—210w
21 —250 1 25— 300 12
30 —350013 35 plus O 14

3.3 What is your occupation ?

Employed full-time 315
Employed part-time (3 16
Training 17
Self-employed 7 18
At school / college m T
Unemployed 20
3.4 How much do you think you will

spending on your Sega system in the

next 12 months?

Less than £50 321
£50-£100 22
£100 - £150 (2
£150 - £200 (7 24
£200 - £400 2s
£400 - £600 2
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£600 - £800 O 27
£800 - £1000 O 28
More than £1000 (28
3.5 Please state which exhibitions you

have attended over the past year,

-------------------------------------------------------------
-------------------------------------------------------------

3.6 Which of the following items do
you own or intend to buy in the next 6
months 7

Own  Intend to buy
Bicycle O 0 a
Camera O O aa
Musical
instrument (7 a4 ) as
Motorcycle Oz mEY

3.7 Which of the following electrical
goods do you currently own or are
intending to buy in the next 6 months?

Own Intend to buy
Television mE" af"
Video recorder (4o 7 41
Camcorder m I 43
Cassette player (44 O 4
CD player 3 48 O 47
Personal stereoc [ 4 49
Ghetto blaster Oso 0 51
Radio =2 (3 52
Other hi-fi (3 55

m "

3.8 Which of the following items do
you buy / use regularly — at least once
a week?

Buy Use
Stationery ) 56 3 57
Toothpaste 3 sa (7 56
Deodorants 80 (3 61
Acne treatments () &2 m Y
Soap m my
Shampoo (3 s6 mly
Other hair products (es es

3.9 Which of the following music and

entertainment products have you
bought / rented in the
past month?
Bought Rented

LP O 7 On
Single mf 73
CD 374 (s
Pre-recorded
cassette O 7e O
Blank cassette 7 s
Pre-recorded video (Oeo 3 81
Blank video tape =~ D2 m )
3.10 Which of the following game,
leisure or hobby products do you own
or intend to buy in the next 6 months 7

Own Intend to buy
Books () 84 &5
Model kits (3 es O a7
Board games
& puzzles 1 ea m
Model railway
items (g0 O o1
Model racing
car items 3 g2 m

Sports equipment (7 a4 (g5

3.11 Which of the following types of
clothes do you own / intend to buy in
the next 6 months ?

Own Intend to buy
Trainers e a7
Jeans o8 (7 99
Designer T-Shirts 3 100 3 101
Other T-Shirts * O 102 3 103
Trousers 3 104 3 108
Jacket 3 108 O 107
Baseball cap 3 108 ™ 108
Underwear O 110 1
Shoes 3 112 03 113
Shirt (114 3 115

3.12 Which of the following take-away

food chains have you visited in the
past month / will visit in the next
month?

Visited Intend to visit
MacDonalds 7 118 I 117
Burger King 3118 3 19
Other burger (3 120 0 121
Pizzaland 3 122 123
Pizza Express (0124 3 125
Perfect Pizza 3 128 (3 127
Pizza Hut 3 128 0 128
Other pizza 3 130 3 131
Kentucky Fried
Chicken 3 132 3 133
Spud-U-Like 3 134 [ 135
Chinese 3 138 (3 137
Indian 138 7 138
Other 3 140 7 141

3.13 Which of the following food /
beverages have you bought in the

past month / will buy in the
next month?

Bought Intend to buy
Chocolate bar (3 142 (3 143
Chewinggum [ 144 (3 145
Fizzy drink [ 148 3 147
Fruit drink [ 148 (7 148
lce cream [ 150 (7 151
Biscuits 7 152 3 153
Breakfast cereal (O 154 0 155
Milk shake ) 158 3 157
Pot snack 7 158 (7 159
Crisps 3 180 Om .
Other sweets (3 1a2 7 183

3.14 Which of these money accounts
do hold / intend to open in the next 6
months?

Hold Intend to open

Bank current 3 14 7 188
Bank savings (168 (3 167
Building society

current 3 188 7 168
Building society

savings 3 170 01
Post Office Giro 0 172 173
Post Office

savings (3174 V178
Premium Bonds 3 176 O
Other (3178 m T

3.15 What bank / credit cards do you

have / intend to have in the 6 months?
Have Intend to have

Cheque card (3 180 [ 181

Cash card 3 182 7 183

Visa 03 184 m BT
Mastercard [ 186 3 187
American

Express (7 188 ) 189
Diners Club 190 m K77
Store card(s) [ 192 3 183
Other 7 194 7 185
3.16 Which of the following have you
done or been to in the last month or
intend doing or going

to in the next month?
Done / gone to Intend to do / go to

Cinema O (3 1a7
Theatre (3198 3 198
Museum (200 O 201
Pub/club (202 (3 208

Live group

/band 3 204 1 208
Sporting

avent 3 206 O 207

3.17 What magazines apart from
computer magazines do you read
regularly 7

Roy Of The Rovers 3 208
2000AD (3 208
Smash Hits 210
Fast Forward O 211
Look In 3 212
Funday Times 3 213
Q (3 214
Empire 215
Melody Maker O 218
NME O 217
Dandy 3 218
Beano O 219
Young Telegraph ) 220
Viz O 22
Acne O 222
Car 022
Shoot 7 224
Other 7 225

3.18 Which of the following radio / TV
stations do you listen to / watch

regularly 7

Atlantic 252 [ 226
BBC Radio One (3 227
BBC Radio Five (D 228
Local radio (3 229
MTV (3 230
Sky Sports (D 231
Sky Movie Plus () 232
Sky Movies [ 233
BBC 1 [ 234
BBC2 [ 235
ITv (3 238
CH4 (3 237
3.19 What are your three favourite

programmes from the stations listed
above?

Anyone who does not wish to receive
exciting offers from other companies,
please tick here: 0
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T-SHIRTS ¢ STICKERS

CHECK
IT
our

FREE WRESTLING T-SHIRT!!

IF YOU KNOW THE ANSWERS TO THESE
3 EASY QUESTIONS, YOU GET A
FABULOUS WRESTLING T-SHIRT!

« WHAT DO THE *« HOW MANY e WHICH
ETTERS WCW TEAM MEMBERS ARE WRESTLING STAR
sTAND FOR? THERE IN IN THE STARRED IN A FILM
LEGION OF DOOM? CALLED SUBURBAN
COMMANDO?

ANSWER 'EM ON THE LINE, YOU GET THE SHIRT!!!

CALL 0891 424280 NOW!

HOW ABOUT

A FREE
s T1-SHIRT?

THESE QUESTIONS

'S YOURS!

LOMPANY

| CALLS COST 38p / MIN. CHEAP RATE, 48p / MIN. ALL OTHER TIMES INC, VAT,
| PLEASE ASK PERMISSION BEFORE YOU CALL. AVERAGE LENGTH OF CALL 5™
! MINS WHICH WILL COST £1.98 AT CHEAP RATE. POST, PACKING + HANDLING
| CHARGES: T-SHIRTS £1.75, OTHERS £1. @ MEGAFONE LTD 1992. MEGAFONE,
| SANDYLANDS HOUSE, MORECAMBE, LANCS, LA3 1DG.

* KRAZY KONSOLES * KRAZY PRICES * CALL US NOWY

MEGA MEGA DRIVE
MEGADRIVE PAL TV
D R I v VERSION TAKES ALL CARTS
ENGLISH TEXT &

INSTRUCTIONS, LEADS,

Alisi Sapnp i e s
sia Dragoon £29  pOWER SUPPLY & JOYPAD

Arrow Flash ......................E15

Bad Omen ........................F9 2 1, AR . 5 -]

Bare Knuckle (2 Player)...£27  Plus Sonic .........£119.95

Bart Vs Space Mu!anta...-..fﬁ-ﬂ- L T 1 e e e, e |

Battle Golfer......... PR R £19 PGA Tour Golf (US)...........E32

Batile Mania ............. il PiEghier (US) .....con B33 HMFIQYIEEE‘SELES
Bull Vs Lakers (US) ........... L R T £24 HALIFAX
Chuck Rock (LIS} ........cooe0 E34  Road Blaghers .... ... E25 WEST YORKSHIRE
Crude Buster (2 Player) .....E31 Road Rash.... ..o - EI2 HX1 3LY

Dark Castle (US) ............... £19  RAobocod (US)..................E31 TEL: 0422-342901
Lharwin 0871 . cooiimisimasiie £15 Raolling Thundar Il {LIS)......E35 OFFICE HOURS
Decap Attack (UK)............. E31  SDVals......consraninnn B2 TEL: 0422-367730
Desart Sirike (US) .............E32 Saint Sward E28 EVENINGSE 3-9 PM
Davil Crash Pinball ........... E32  Stesl Empire ... £az

Dina Land Pinball ............. £25 Sonic l........ L £27

Donald Duck-Cuackshot.. . .£27  Stridar (B meg).........ccoveen. E25

F-1 Haro (303 Mag) ........ g2 Super Fantasy Zone.......... £29

Fat Man ...... A w27 Super Shinobd Il ................. £33

Fighitng Masiers ............... £32 Splatterhousa Il (US)......... £34

Gairles (B Meg)........cooee.. E25  Tazmania (US) .......c..cccoo.e £35

Ghouls 'n' Ghosts (US).....E28  Thunderforce IV ............... E35

CRNTIONND e i po isied £25  Terminator (US)................ 35 JOHN MADDENS £29.00
PIRTIN ios iranonin fon ek i i i s L Toe Jam & Ear (US) ........£33

lce Hockey EA (UK).......... £20 Told (M JU).cciiiiancsiannianss £25

Immaortal (US) ....coocevvveennn . £E32  Where in Time is Carmen

Jowal Master .................£19  Sandlego (US).................. E32

John Madden '92 (US)......£29  Wani Wani World............... £26

Jordan ¥z Bird (US)..........£289 Wondarboy Il ...................E18

Junctions [Puzzla) ............E23  Zem Wing.........coeemmnine ~E25

KiK. £ JAPANESE ADAPTOR

Kid Chamelgon ................E29 ALLOWS USE OF JAP i camda b e
Krusty's Fun House (US)...£33 GAMES ON UK MD S -
Lemmings (US)..........ceee. £95 TOP QUALITY.......c....... E8

Mercs/ Commando Il .........E25 SEGA MEGADRIVE

Mickey Mouse C.O .........E24

Moonwalker (US)...............E22 e

Monacs GP ... £35 IF YOU CAN'T SEE

MS Pacman (US)..............£25 ooyt

REQUIRE CALL 11!
P&P ADD £1.00 PER TITLE FOR 157 CLASS RECORDED DELIVERY. ADD £10 FOR MACHINES

A ARRTTERRIIM: oS Al JAANPSER LUiMNLPSS MARKRERELY LIS K

NEW MEGADRIVE-CD TITLES IMMINENT PLEASE CALL FOR DETAILS.

CALL AND RESERVE IMMEDIATE DESPATCH

AT LAST! NOW YOU
CAN BE THE BOSS

Could you create a super cup and championship-winning team? Do you
think you could handle the pre { all m gement ana still turn
out the winner? Well now, thank our superb PBM soccer management
game, you have the chance to prove you can do it! But a football manager
has many difficulties to overcome - just think for a moment.... *Could
YOU improve results? *Could YOU improve attendances? +Could YOU
buy the best players from the transfer market? +Could YOU give your star
olayer the chop. if required? *Could YOU lead your club to glory and win
a trophy in your first 7
If you think you're up tc -hallenge, f your application TODAY,
and we’'ll rush the comprehe : pack absolutely FREE Of
CHARGE, which immedialely saves yo ' e membership fee we
ngrmally charge. Remember, you won' C a computer, but
other "managers” from anywhere in the world. as we ¢: 15t a
membership of aver 2000 { as far aw Europe,
the Gulf region, Malaysia and Australia. So, build
your club however you wish - play like Wimbladen
or Inter Milan ar create your ownistyle of
play - our Unigue compuler program

= <4 #will accommodate aimost limitiess
k& J,-"' possibilities!.
it L : R

" 'i':l' !_]_ : o _:I_... i.

»ér (including your postcode)
d your letter to: Apex Services Sega
Force Offer,
= P.O. Box 56,
Gravesend,

.'..

. LE
4 -

'-I
g

STOP PRESS! STOP PRESS! Ring Apex Phoneline on 0836 405 665
for latest news about all our PBM leagues. (Calls cost 36p per min.
off peak & 48p per min. at all other times).




.~ % something
PAUL MELLERICK
attempts every Friday
on the M6. All he needs
is a Ferrari racing car
and some guts.

his is one of Flying Edge's first releases, a
(wait for it, wait for it!) no-nonsense Formula

One racing sim. Surprised, huh?l You
should be: Ferrari Grand Prix isn't yer average
racing sim, & la Super Monaco GP. No, the real
guts behind this one are the numerous options
available.

The idea’s to simulate alf the aspects that go
into making the grade in a World Championship
season. Not only do you have to perform on the

SAN MARINO MONACO

Fr‘_!-—_

Go hell for
but watch the  leather down
two sharp the straight
hairpins at  then toe the
either end. brakes fast.  take carel
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lull you into
a false sense

track, you also tackle the engineering difficulties
encountered through the 16 countries. Before
each race commences you're given details of the
track — its length, the weather etc — and from
this you decide how to set up your car. There are
various ways to alter it, from the simple tyre selec-
tion to the exceedingly important gears and
engine configuration.

If a track's very straight with long comers, you
need a car that can bum around like there's no
tomorrow. But if the course twists and bends like a
dodgy politician, you should go for less gears and
lower top speed.

And the options don't stop there.

As well as entering the 16 races that compose
the World Championships, you can practice each
one individually, with the bonus of four exclusive
tracks. Long Beach, Mid Ohio, Oyster Bay and
Indianapolis are all fun tracks that don't appear in
the Championship.

A
o ]
| | !'

{

T, |1 |

Gentle curves  Take control
or this one
could turn
of security = intoa
nightmarel tail.

L L
Two very No real
different lap

halves.

Plenty of
overtaking
chances -
watch your
corners!

chance to rip

ahead before  good siraight  overconfident very few
Memorise the  it's brake
time again.

These extra tracks are used in the unique
head-to-head game. Select the time trial option
and you can play a two-player game. Select your
track, the number of laps, then it's just you and
your mate. Who's the best?

Speed limit

This is the first time a MD game has used split-
screen perspective for a racing game. It adds a
great deal of spirit and competitiveness but sadly
you can't use it for the World Championship
option. Graphically very similar to Super Monaco
GP, the game moves very well and the cars are
overtaken and whiz past realistically. Roadside
graphics, the rev of the engine and other spot FX
enhance Ferrari Grand Prixs very professional
approach.

The gameplay requires some tweaking and
there are some silly control set-ups to correct as
well. Hopefully these'll be ironed out soon and
next issue should see a full review. Can Ferrari
GP break the limit? PAUL

BRITAIN GERMANY HUNGARIA

An odd
design with

Traditional ~ Too easy to
racing witha  get

chances to
straights. pass.

and testing  on the
corners.
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Keep an eye on the track layout to
anticipate the worst of the corners.

Right: Yet another clash with the oh so hard signposts
leaves you way back in eigth place and a long way
off the lead, The seven-speed manual gearbox is

probably fastest, but too much concentration onthat |~

and you could miss the corners!
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*Check the weather conditions and pick your Your car's sorted, now have a look at the opposition  The smart option is the split screen/two-player
separate car parts very carefully for success. to see who you reckon you can leave in wma! mode. Well put together you can both burn it up!
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Wait for it!! Rev your car to the limit and you still get
whe first few seconds. Go through the gears and start weaving forwards.

left behind on the grid for

You're on the fastest track around and there ain't no sharp bends, but that
doesn't mean you can't come a cropper! Choose the right tyres and stay fight!

T o =
l_ — e ]

fest. metal!
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SUBSGRIBE AND ¢

hether you've got a Mega Drive, Master

System or Game Gear, it doesn’t matter,
ir 'cos we've got totally brilliant offers for

'/: ¢ i all three! What's more, they all cost less than

/ / A three quid!! You'd better believe it!

=

subscribe to SEGA FORCE for 12 months NOW
and as well as getting each flickin’ amazing
. issue before the rest of the dross, you won't
\ ( ¢;,) have to pay any postage AND you won'’t get
1 """/ lumbered with any possible future price rises,
i o~ ) due to fabby cover gifts, outrageously good
"5/ offers and the like. Got all that? Here goes with
the amazingly cheap add-ons:

L)

Yep, I'm glued to Guttersnipe, roped to the reviews, totally
fazed out by the features and realise that life without SEGA
FORCE would be like a dirty great dagger with the end
chopped off — pointless! So get me subscribed now for 12
issues of SEGA FORCE!

(The offers only apply to UK and Channel Island residents: Subscriptions outside Europe are posted
via airmail). Offer valid until August 6. Please tick the relevant box(es).

@ | live in the UK/Channel Islands and the offer I've chosén to go with my 12-issue
subscription is...

‘. ® £26.15 Beeshu Magnifier 7 7208
® £26.15 Competition Pro Joypad 3 7207
\ ® £26.15 Jetfighter Joystick ) 7208

@ | live in the UK and only want my 12 issues and no extra offer.
@®£19.99  No offer 1 7007 Offer valid until August 6
® £28 Outside UK 3 7003

® £42 Outside Europe 3 7005

® Method of payment: 1 VISA JACCESS O POSTALORDER 1 CHEQUE
® Credit Card Number.................... e S T

D EXPUY D i s cvisismisvinsinmnraniosoll SICIMIRUNIND ccc oot i s oo o s L
I I i ntedtoniimbaunst e sl sl i b A b b o et e e Sl A SR
e T L SRS ENER SRR S Sl R B P ey e s 1L

e e o i ORI, - e 5k = e i
Make cheques and postal orders payable to Europress Direct. Send this form with payment to:
Europress Direct, SEGA FORCE SUBSCRIPTIONS, FREEPOST, Ellesmere Port, South Wirral
L65 3EB. Your subscription will start with the next available issue.

Phone orders: 051 357 1275 Subscription enquiries: 051 357 2961
It you do not wish to receive mailings from third parties please tick here 0




'THE FORCE!

) ET AN AWESOME ADD-ON FOR LESS THAN E3!

=or Mega Drivers we've got a superb

For Master System

Competition Pro Joypad, with
muiti-function turbo, slow

motion selector and eight-
way superswitch, It looks
mean, handles a
weal and costs
£12.99 in the
shops. Guess
what? It's

yours for just
£2.75 with

your 12-issue
subscription!!
Mega or wot?!

owners, there's a
brilliant QuickJoy
SG Jetfighter
Joystick on offer!
Solidly designed
with steel shaft,
more complicated
microswitching than
The Terminator and
the durability of a
very old rock, this
one normally goes
out at £12.99. To
you lucky bleeders?

the page yet 'cos we've got a fantastic
Beeshu MagniGear on offer to put a
whole new perspective on your small-
screen gaming! Clipping neatly onto the
bottom of your unit, swing the magnifier
round and go to it! This one costs £11.99
on the streets, but you can have it for the
amazing price of just £2.75 with your 12-
issue subscription! Like all these great offers,
just tick the box that applies to your choice in
the subs coupon and send it off with yer dosh
to get yerself well and truly regular!

| BAGK-STACKIN

Still looking for back issues of the best unofficial Sega games mag in Britain? If so, cast your beady
gyes through this little selection. See if the one you want's still available, tick it off (tying its

shoelaces together should do the trick) and send this form to: SEGA FORCE BACK-STACK,
Europress Direct, FREEPOST, Ellesmere Port, South Wirral L65 3EB. We'll get it straight out to
you (as long as you remember to enclose £2.50 for it, of coursel).

Please indicate your second choice, just in case we run out of the one you're after. (This
is particularly important for overseas customers as we are unable to refund you.)

® Issue 1
®Issue 2
®Issue 3

® Issue 4
®Issue 5
® Issue 6
® Issue 7

Jan 1992
Feb 1992
Mar 1992
Apr 1992
May 1992
Jun 1992
Jul 1992

1 74m
SOLD OUT
(1 7403
D 7404
7 7405
0 7408
) 7407
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Hold on Game Gear owners, don't turn

A mere £2.75 with

your 12-issue sub-

scription! Fill in that
coupon! Yowzah!

How about this for an extra
offer?!: If you don't want the
mega bargains above (are you
mad?!), why not simply
subscribe for 12 issues for the
unbelievable price of just
£19.99? Just think — a whole
year's supply of the best
unofficial Sega action mag for
under 20 quid! The choice is
yours!

Okay Mr/Mrs Newsagent

I've decided not to subscn be to the totally
mega SEGA FORCE (twerp!) but I'd still like a
copy of every new issue,

Please keep/deliver me a copy of the
humungous SEGA FORCE each month or |
may get withdrawal symptoms and start cry-

ing!

Hame Le Ll PR ALl gLl Rl el Ll de LI dR e Ll Ll ol Ll ol oyl ).
Aﬂmsl‘llilllll-lilllillilliillilllllllillllllillli-llllllllllll [EIAELTR LT}

SEGA FORCE is published monthly by
Europress Impact Ltd and distributed by
COMAG, Tavistock Road, West Drayton,
Middlesex. It costs £1.95 (If you can't get it,
call 0625 878888 and ask for Sales &
Distribution.)
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| Maths was

= never PAUL
.. ™= MELLERICK's

strong point — only he

could prove three into

one does go...

ticking two or more games on one cart is
nothing new but Virgin have gone one better

by gathering three arcade conversions
together, all classic coin-ops. Most MS owners
won't remember Centipede, Missile Command
and Break Out but they're arguably the three most
popular games from the early days of video

Hairpie (stupid name| introduces each game with a
sickly demo that has nothing fo do with the game.
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arcades.

To avoid confusion, we're going to give each
game an owverall mark then rate the cart as a
whole.

This game came out ten years ago and started its
own game genre. The basic idea's to bounce a
ball onto blocks using a bat at the bottom of the
screen. The blocks disappear as they're hit and
clearing the screen leads to the next level.

Updated graphically from the old coin-op,
Break Out has a moving background and colourful
blocks, a pleasing enhancement of the original
machine,

Although very simple, the action's addictive.
However, this version's a little too slow for my lik-
ing; the ball's path is easily intercepted and
deflected. A simple game, easy to get into, this
one will appeal to the younger gamer.

Overall Rating: 69%

Boy, is this a classic! One of the most original
games ever and do | love it! (It's my mother, it is.)

The simple idea is to stop oncoming missiles
from destroying your bases by blasting them out
of the sky before they hit the ground.

The missiles take different trajectories, speed-
ing up as you work through the levels, and you
must decide which of three bases will fire at the
missile. Each base only has a limited supply of
missile so use them sparingly.

Barely younger than Break
Out, the original coin-op's
graphics were very
basic. Thankfully,
Virgin have well and
truly updated them —
defining the missiles
rather than simply using
lines — and tweaked the game-
play, too.

Missile Commands a great game and has
been well captured, but something more could
have been made of the concept.

Overall Rating: 81%
CENTIPEDE

So finally we come to Centipede, the bummer of
the pack. A falling centipede crawls down the

Good idea,
good value and
plenty of fun

screen, its path affected by a maze of mush-
rooms, and you must destroy it before it reaches
the bottom and makes a nuisance of itself. You
can move up and down as well as left and right
but only in the lower part of the screen.

Not only do you have centipede after centipede
to bug-blast, but occasional spiders, scorpions
and the like wander around the bottom of the
screen too. Though you can eam lots of bonus
points from them, they easily become a danger.

Very little’s been done to update Centipede,
both in terms of graphics and gameplay, but many
would say there’s not a lot you can do with it any-
wayl

Playability's a close copy of the coin-op but
again that's a problem. Centipede gets very bor-
ing with no change of scenery or baddies so after
half an hour you'll give up on it, never to be pow-
ered up &gain.

Overall Rating: 55%

In general
Now onto the business of the cart.

Three games in one's a fab idea. Even though
they're old, the cart represents great
value for money.

Though the graphics
have been updated to
Master System stan-
dards they're nothing
special, and sound-
wise all three games are
a let-down. The cart's ‘host’,
Hairpie, has a cuteability rating of
three seconds — until he lets out a little shriek
that really makes you wanna hurl.

Recommended to the younger player who
probably never played these ‘raves’ from the
grave and fancies tasting a slice of arcade history
and the romantic older player who likes to remi-
nisce, Arcade Smash Hits is a good idea, good
value and plenty of fun.

PAUL
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wissile Command offers better looking graphics

The idea's simple: destroy incoming
#an the original versions, but as simple a game.

missiles and protect your bases.

Oh no! I've been time-
warped back to my child-
hood! Centipede, Missile
Command and Break Out?
What next, loon pants, side-
burns and Abba?! But seriously folks, this
takes me back a bit. The toddlers among
you won't remember these games (you
lucky people!) but those of us with a zim-
mer frame will! The idea of putting three
games on one cart is a great idea, but
each of these games looks so cheap it
wasn't really worth the effort! | guess this
game will appeal to those who collect bus
Emetables, but I'd advise the rest of you to
save your pennies. MAT

S B

i

e

sodsa muEI: mushrooms make this my t;.rpe of

same and

illing centipedes is great fun too

The classic Breakout (above) rears its head
again, use your bat to demolish the bricks.
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O PRODUCER: VIRGIN
0 GG: N/A @ MD: N/A
® MEMORY: 256K
O PLAYERS: Tor2
@ PRICE: £32.99

Iy, PRESENTATION

. @ Silly Mr Hairpie introduces the games

0y VISUALS

® Good on some, bland on others

.ﬂ?WSOMNCS

@ Something better could've been done

* h PLAYABILITY

@ First two, YEAH! Centipede... Hmm!

Ly LASTABILITY

@ It'll take time to tire of three games

® Most MS owners will get a kick
" out of these old chestnuts.
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¥ Gomputerised

¢ Gonnect Four finds
“% its way onto the
small screen and
ADRIAN PITT spends a
night on the tiles —
he’s no square!

2 Puzzled that

% ¥ yet another

2 . \: regal female’s

fallen under the spell of
an evil sorcerer, knight

™ errant ADRIAN
# AN
| %

PITT enters
old warty

face’s
labyrinth!

Advance
Play! > <
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ay back in the mists of time (when
Paul was the new boy!), we reviewed
this addictive little puzzle game

on the Master System (Issue 2,
81%). Now it's on the
Game Gear, and it's still
one of those corkers
you just cant put
down.
What makes Klax
such a brilliant game is its
concept. Sometimes, the most
basic ideas make for better games.
Catch colourful tiles as they roll down the screen

uzzle games seem to be the staple diet of
P{bur trusty old Game Gear, don't ya think?

What with Kilax, Shder, Pengo... the list's
never-ending!

The guestion remains, i1s there room for yet
another of the beggars? | reckon so,
coz Popils has a couple or
three nice likkle touches
that make it stand out
from the crowd. It's a
fairly colourful romp
and, dare | say it, cute
into the bargain!

The plot aint onginal,
though. Why is it these princess
types are always getting themselves into
serious strife? This golden-haired beauty (let's call
her Princess Braindead!) has gone and got herself
into deep water with crotchety old Popils, the evil
wizard

He's kidnapped the poor wench and entombed

Some gr} -
animation and effects
throughout

and flip them into the bins below. Thats #
Simple, huh?
Well no, there's a bit more to it than thet
The aim of the game's to arrangs
three or more tiles of &
same colour horizontss
ly, vertically or diage
nally. Once you
achieve a colour line
up (or ‘Klax' as theyms
known in the trade!), e
tiles disappear, points ams
scored and plenty of room's left f=
even more Klax construction.

her in blocks, located somewhere in his deeg
dark and deadly mazes. As the princess cries o
for help, you, the gallant Prince, must rush to e
aid and oust old wizzy-chops once and for all.

Move through each labyrinth, destroying block

as you go. These monstrous clods
earth are a huge hindrancs
(bleedin’ sods! =
punch, kick and bud
them out of your way
Each bopped bloch
disappears in a puff c
dust. The block or block
above it fall down a leve
and you can pass through
section that was once inaccessible.

If you blast those cubey things in the ngk
order and at the right time, you're in with a chance
of finding the nght route to the damsel in distress

Ut course, nothings ever that simple. The
mazes are choc-full of nasty basts, like Grees




The snag comes when the tiles start moving
wer than Paul Mellerick's Maestro! More often
man not, you can't pick ‘em up fast enough! The

2= of getting the right colours when you need
== most lengthen. The bin fills up in the blink of
Move the paddie left and right to catch tiles.
= can be stacked on the paddle and you can
wles back up the conveyor belt when things
gt hectic!

The Drop Meter registers the number of tiles

s il s

J fail to grab. If you miss too many for that par-
sar round, the game ends. If it's an easier

DROFMETER ()

me you're after, the meter can be turned off — MUSIC OFF
a0 'em to your heart's content! SOLIMND C'T
Simple, yet addictive FLICK BRICK FPAD
_a%r levels get a helluva lot tougher. Those tiles BAT SFEED FAST

n that

rrange
of the
zontal-

diago-

yoL
r line-
they're
1), the
a dre
left for

deep
25 out
[0 her

Hocks
ds of
rance
] -
butt
ay.
block
uff of
locks
level
gh &

right
ance
B55

The
reen

a2 down the screen like there's no tomorrow!
=v'ra points are scored for more intricate Klaxs
wnad warp levels are accessed if you complete a
per Klax.,
4s is the case for all games in the Tetris
Jd, playability and addictivity rule. No two
zames are ever the same.
There are plenty of options to keep you happy,
e prusantatinn screens, good sound FX and
phics and a WhnppFr of a challenge to boot.
"o could ask for mora?
Klax offers a nice change from the usual ‘blast
™ butt off everything in sight' games. | wam ya

e - A
=1 B

Pilease sectecy
a vl EI,:'! L7 oy

RO

wow, once you grab hold of a copy of Klax, that ” EE
same Gear of yours will be in your hot little :f b I § GAME
nands for a mighty long time. WAV E Wi

Un-tile next issue! There's some serious

Laxing afoot... ADE

#11] 1 sonus
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ames (definitely not ozone-friendly!) and vam-

25 — one touch and you lose a life. Beware of
% ‘Death Cones' (red pointy triangles to you and
me!), fall on 'em and your number's up, kiddo!

lip attack!

pils has a Map Editor, used to create your own
@zles. A nice inclusion this, with a battery back-
o system so your designs can be retained, if you
nna show em to ya mum! i
There's a Gear-to-Gear link option thrown in
pood measure. Use two-player mode and you =
n send loadsa puzzles for your mate to solve! i AP W T g
.hnuqh Popils is a bit Pengoish, there's some Lo
animation and effects throughout. Present- o
on's good; screens are crisp and colourful AN \ WY
und's somewhat twee, but can be tumed off e R N Wi > |
J“mﬁa looks promising, though not for hard- N b | '
ad bash 'n’ thrash fans. Expect the full rundown
tish. Now, back to me Game Gear for a spot
ockbusting! ADE

WP i e

BRICK FALETTE A

=i -‘*’?Mﬁ‘f‘*’f‘ﬁ

o %

Those files may start nH slow, but once you've
managed a few Klaxs, just watch ‘em fly down the
ramp. Only nifty paddle work stops you getting
overloaded and forced outta the game!

10180

Watch out for green slime! You can punch cones,
but can’t fall on ‘em. Doors (below) are teleports.
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Reviewed!

Thare s nothing better than sitting round a
table with a few mates, lights dimmed, imag-
ination running wild, adrenalin pumping like
Paul Mellerick on an airbed! That's true roleplay-
ing!

Convert an RPG to console, add a touch of 16-
bit chicanery and the atmosphere associated with
roleplaying goes down the tubes. Thats my
hypothesis anyway. Argue and you're dead!

Believe it or not, | can count up all the decent
Mega Drive RPGs on the fingers of one hand.
Unfortunately, Hollow World ain't one of ‘em.
Hollow by name, hollow by nature. ..

Hector’s house

Goblins are such wretched fiends, aren't they?
Warty, slimy old gits with body odour King Kong
would be proud ofl For the past 13 years, these
creepy creatures have been at war with Duke
Barrik and his mighty legion.

The 'Oh so stately one'

the goblin's final
assault. Fortunately, help
is at hand. The gods inter-
vene and suck the whole damn
caboodle, castle and all, into a huge, nay, posi-
tively gigantic void.

The village's transported to a weird and won-
derful domain. The Duke's frightened (yella belly!).
Who knows what adversaries lie in wait outside
the castle gates? Nevertheless, the gods have
given his people a second chance.

If only someone with nerves of steel would
come forward and agree to scour hill and vale,
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‘Fancy a spot of character

! building?’ we asked ADRIAN PITT.
#&% ‘Oh no! Not another AAARGH!PG?’
came the reply! But he did it!

nook and cranny, chasm and ravine, gather vital
info on the new realm and sign up allies by the
boatload, just in case the goblins retumn...

Guess what? That ‘someone’ is YOU! Hollow
World puts you in charge of a party of four people.
Choose either computer-generated players or
select their characteristics yourself.

First, the class of each player — cleric, fighter,
elf, halfling, magic user, dwarf or thief — give
them a name then view their individual strengths
and weaknesses. Hit points, dexterity, intelli-
gence, wisdom, number of gold pieces etc, are all
displayed. These can be changed if you choose to
roll the 'dice’.

Good old gossip...

The game starts in Duke Hector's castle. Control
is easy, Use the [D] button to move the lead char-
acter around, [C] changes the player, [A] and [B]
access windows and select icons.

Initially, chat to the locals

(or Hector as he's known s who wander in and out of
to his nearest and dear- lee manv bulldings and stroll
est) retreats to his cas- 2 through the country-
tle and prepares for RPGS! It lanks side. They give fairly

vague information,
some of which is useful
later on.
Various shops are dotted
around. Buy armour and weapons; maces, chain-
mail, swords, daggers et al are vital in combat.
Leave the village and roam the ravaged plains
of your strange new kingdom, keeping a check on
your position with the map screen. Plenty of
options are at your disposal: Choose inventory
and view your current status, have a nose at the
weapons and spells you're carrying, transfer vital
equipment from one character to another... You

Nice city huh!
Here's a complete
map of the :ll
induding the cas
where you start, All
the shops here can
help you on your
quest with such
things as magic and
5y
M:T gold to
them. The grave-
yard's also worth a
visit for a laugh...

You may notice the battlements dotted around the

urﬂumsﬂe Walk into these and you're in
ulubynnfhnf:uﬂs Search through the caves fo
find various helpful items.

can even save your position if things get a little
hairy.

Speaking of hairy, there are monsters and
‘things that go bump in the night hiding behind
trees, bushes and all things boulder-like. Rats, fly-
ing vipers, hellhounds and so on have to be oust-
ed before the party can go on their way. Click a
character to enter pattle and kick ass!

Going underground
Splat the nasty basts and your experience points
get a good old boost and some lubbly jubbly gold
coins may find their way into your knapsack!

Underground tunnels and dungeons need to
be searched for spells and valuable items. This is
where the adventure element comes into play. A
text window keeps you posted on what's happen-
ing where, when and with whom! Locked doors
need keys, boulders causing obstructions require
someone with plenty of muscle, and so on.

| have to be frank (I thought you were Ade?! —
Ed), Hollow World is both boring and predictable.
Most of the time, | trudged aimlessly around, pray-
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Walk into the graveyard and have a look at
e gravestones. There you can check out
Sega's attempts at humour — not very funny
actually lads!

ng for an action sequence or ten to pop up! Battle
scenes are slow and monotonous. It sometimes
akes ages to kill even the smallest of creatures.

Attic attack!

Manipulating the characters ain't much of a bind.
The control mechanism’s pretty slick, the gang
move fairly quickly and accessing windows is car-
“ed out in a trice. As a whole, presentation’s great
— there's even a nice demo sequence. The
graphics are nice and colourful and the overhead
vew works well. As per usual, the sound's pretty
annoying! Crummy little tunes, too twee for their
own good. Fortunately, they can be switched off.
The text window's a nice idea — it adds a real
adventury feel to the game — but, like many

APGs that have gone before, Hollow World
Joesn't have that all-important atmosphere.

If | were you, I'd save ya pennies, lock yourself
n the attic with ya peculiar-shaped dice, peculiar-
shaped mates and wait for the day when | come
across a bloody decent RPG. (Don't hold your

oreath, kigs! —Ed.) ADE

Above: Press start ingame and you can check on the
progress of members of your team. You can also
change the weapon you're holding and the magic

spells you use,

Below: Ooops! Maybe that wasn't

such a wise move. Never mind, nice

headstones at

least,

Hik 10

Below right:
As with all
RPGs options
are essential.
Choose your
player, their

name, sex,

colour and

stats.
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Above: Here you are

having a

wander

and you get attacked

by a Hellhound, but
he's no trouble (below)
and soon dies. Ha!

Ha! Hal
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Oh dear, here we go again.
Hollow World's yet another
RPG from Sega — they're fast
catching up on shoot-'em-

B8 ups! When you buy an RPG
you look for something that sets it apart
from the rest of the bunch. Unfortunately,
Hollow World doesn't have this vital
ingredient. The options are there, the
characters and fight sequences are there,
it has good graphics (apart from a stupid
perspective) and okay sound, but Hollow
World needs that something extra. As it
stands, newcomers will find this easy to
use but experienced RPGers will find very
little to hold their attention. PAUL
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® PRODUCER: SEGA
0GG: N/A @ MS: M/A
@ MEMORY: 1024K
© PLAYERS: 1
@ PRICE: £59.99

yradinGg

0' PRESENTATION

@ Loadsa options, nice intro, back-up

(£} VISUALS

® Colourful graphics, weird perspective

Uy SONICS

® Good spot FX, above averageditties

L PLAYABILITY

@ Boring at first, good controlability

Y LASTABILITY

® A huge game, easy to give up on

® Good leoking game, somewhat
tedious. Rather expensive too!
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slmply lor sporting
such a horrendous
pudding bowl haircut!

have to admit that when | got this one, | was a

tad worried whether the Game Gear could do it

justice but, never fear, the MS version's been
perfectly converted to my little handheld friend!
The picture quality's amazing, with all the sprites
well-defined and once again, the Game Gear
proves what a smart games machine it is!

Like the MD and MS, you can compete in vari-
ous events, Mini Olympics, Full Olympics or go for
Olympic records. Yep! Try your hand at beating
the world’s high scores and setting records of your
own|

The events are just like the other formats and
it's best to practise before trying them for real! The
Game Gear version's a lot easier to handle (pun
intended!); the controls respond well.

Choose your event and go! Sprinting's a doddle.
Wait for the starting gun and run like the clappers!
The same applies to the hurdles. Get off to a
quick start, press up to leap the hurdles and dip at
the line to clip your time down.

Next up is the hammer throw. There're two
power bars in the top right-hand comer.

Start spinning by pressing button
[1] and build up speed with
both. After three spins
the hammer flies like a
bird.

Archery's fairly easy.
Press any button to go to
‘strength mode’, pull back
the bowstring, aim for the target
and let 'er rip! You have six shots to fire
in one minute.

The pole vault takes a fair bit of practice. Press
any button to start, run like hell, then press Down
to stick your pole int' 'ole, lad! Use the controls to
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ek F EE R

hbmre‘ It's time to do your Rul:m Huﬂd

impression! Below: Burn rubber as you dash
for the finish line.

It's all go R
whether you're | f
on land or in

fly through the air gracefully, release the pole and
roll over the bar — no cinch!

After all that, try your hand at the water sports.
Swimming's just like sprinting, only you must keep
an eye on your stamina bar.Try to keep an even
pace or you'll knacker yourself!

Last but not least is springboard diving.

Ra by & LN

@ MD: OUT & MS: OUT
® MEMORY: 123K
@ PLAYERS: 1-4

PRICE: £24.99
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Perform a series of twists and turns to get high
marks. The judges can be a bit stingey so try
some complicated moves to impress
them! As in other events, see
how the pros (!) do it by
St e somcs
. B This wversion of
.| Oympic Gold's great PLATABIL'“
' With loads of events %
" to compete in and even L |

the Full Olympics to try, '4..’_'1'.1’i !-ﬁSTﬁBlI.ITY

it's a sports fan's dream! | was i : m

hooked on it as soon as it arrived. Not
o .

only is it a real challenge, it's fun too!

| can't recommend this enough. It's cheaper
than a ticket to Barcelona and there are no
Germans to pinch your seat by the pool! ~ MAT
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S CALL or FAX NOW

m LOW PRICE DIRECT FROM ASIA
*UIDEGGJ\MES & SYSTEMS » NEW RELEASE GAMES*
-------- +JOYPADS, CABLE, ADAPTOR* -

*mliﬁﬂwE CD-ROM, SUPER FAMICOM, NEO € S " v -

@ PC ENGINE, GT, DUO ETC. *
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etgj adrive to play English, U.S.A. Jap Games...
As No 1 but with choice of selected new games

Mega CD Rom + Games ..
Various Joypads + Jnystml-r. for Mega Drive
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WANT TO PART EXCHANGE YOUR OLD CONSOLE AND/OR GAMES
THEN TRY OUR PART EXCHANGE SERVICE (CONSOLE ONLY)

Accessories — Blank Disks — Joysticks = Software - Mice - etc

AMIGA ATARI ST
COMMODORE 64 ATARI LYNX
AMSTRAD SPECTRUM
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P&P E£1 Software, £5 Hardware, £10 24hr Courier Delivery
Callers welcome fto the shop 9am to 10pm 7 days a week

M.V.L. SOFTWARE

WHITEHART BUILDING, NENE PARADE,
MARCH, CAMBS, PE15 8PH

AGUGESS/VISA
24HR MEGALINE
0732 351220

EXCHANGE SERVICE

AVERAGE EXCHANGE RATES
ARE AS FOLLOWS:

OLD FOROLD.................23 - £7

SEGA MASTER SYSTEM
MASTER SYSTEM NOW ONLY
F54.95
ALL MASTER SYSTEM GAMES
FROM £9.95 TO £29.95
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GAMES FOR ALL FORMATS IN

STOCK FROM ONLY £7 It

ﬁw#i;i-w-—-ﬂ- -i - —-.—H- —_— ---% -l

 SAVE £1 OFF ALL
WTWAHE WITH
~ THIS VOUCHER
{EKCLUDIHG CREDIT
CARD ORDERS)

O — — — — — — —— -

NEW FOR OLD............E10 - £15 }

SECOND HAND

BEEl T°T  (DeptSEGA), 46 Ashden Walk, Tonbridge, Kent, TN10 3RL

SEGA MEGADRIVE

SEGA MEGADRIVE....................E104 .95
MEGADRIVE PLUS GAME
GFWHWWEF?_ES G .£119.95
ul‘:‘?gnﬁ ANY GAME

UP TO £35 .. ..£139.95
MEGADRIVE FLIJE ANY

GAME UPTO £50... ..£149.95

MEGA MEGA OFFER
SEGA MEGADRIVE +2 OF THE GAMES LISTED

ALL SOFTWARE |
SENT BY FIRST
CLASS POST

ViIs.A
ST
EXTRA MEGADRIVE OFFERS
VLoD ““'""“'E“f‘f‘f.::::::::':::'::'::'::':::""'""“::'ﬂ:?? SEGA GAMEGEAR
TURBO JOYPAD ... R T (UK) GAMEGEAR + SONIC + PSU
QUICKSHOT P*rrHuna JJ\"ETH}E emrnen E14,85 ONLY £119.95
GIZMO JOYSTICK... R 1Y e 2ot o3
HARD GARRY CASE | e i LS GAMEGEAR PLUS + COLUMNS

L £14.85 £124.95

oy el : ALL GAMEGEAR GAMES NOW
FROM ONLY £22.50 EACH

BELOW + TURBO JOYPAD ﬁhiﬂg&‘gfﬁﬁ'“E COME WITH PSU'S (LIST ON REQUEST)
e i e D ARE FULLY COVERED 5. PLAYER LEAD £14.95
MICKEY MOLISE STREETS OF RAGE TO RUN UK/USA AND JAPANESE SOFTWARE =i . ok - T
OUTAUN FAMTASIA ALL MACHINES ARE GUARANTEED L A R T E:”_:'If-
ALEEN STOAM A HOCKEY FOR 12 MONTHS. USAPEL-.....c.ooninniineine e B 1 .50
NORTH KEARLY E230 00 ROW OhLY E168. 88 rﬂAETEH ,."El':ﬂlﬂ
LKASA  JAP CONVERTOR..........ccooniirvinnnnnn 224,50
CUACKEHOT [DDUCH) ... 3455 .. 985
REVEMNGE OF craNCa!l e dE S0 RS
FE1H.I:I RS Jd 56 . CALL
BAMT SWORD e AL .. 30,05
Emyﬁ-&geasf ) E-l-uii!""k‘:::
BONIG THE HEDKIEHOG -
SPeEDeA 2 DT S00M . 3488 AL GAMEGEAR
e — TV TUNER £69.95.
STRIDER.. SN
SUPER MONACD GP MBS, CML
BUPER MONACDO GF 2 (NYA)....CALL .. 34 95
AUPER OFF ACAD 20,08 . _CALL
SWORD OF VERMILLION ... 44,85 __CALL
TAZRARRILE (WYF) .. MpE . CALL
TECHNO WORLD CUP 82 ... OALL 3285
IMECATAL .. ... e S CALL
TERBINATOR [HYH) CALL  CALL |
TOE JAM & EARL .. N———- N TR
Yo Gt o | SAVE £5 OFF
S ; WOMDERBOY 3 ... 2266 405
INTERCEFTOR K- . f‘mﬂ;m. WOMDERBOY |HH#.'¢TFH|_M[:|.;|3-||5 EALL :
— TOUR QOLF ... —— WURLD CLIF ITALIA ... .. -
SO MENCHD.... ... 2258 .. Gkl ‘ {
GHOSETS. - | K R . FEROWING. ..................... C;LL ...Eﬂ.é : Exc LU DIHG
i e e e i gy
i v
. £3 HAND HELDS, £2 FOR ACCESSORES, £1 FOR PER TEM OF SOFTWARE. ALL PRICES ABCIVE MCLLIOE VAT, T I CARD 0RDERS]
MEGAMIX SOFTWARE (SEGA) 468 ASHDEN WALK, TONBRIDGE, KENT, TN10 3RIL I
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Feature!

WHAT'S THIS?
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The debonair Shaun Hollingworth. He's a
‘I:E:huﬁmﬂriml'fs, He works in a wee
:;Bd with Matt um:d waves his fad:hniml
wand every now a uguin. Mote the
cheery grin and dappe shirt! Ask
him about ‘drivers’ und walffles on for
hours. Clever fella!
FMLhnshr:hﬂmshnw,hhﬂ
urnis. A mere wnipper-snapper,
he's dreamt up the soundtracks
for games sl.H:h as Chuck Rock,
Terminator, Prince of Persia,
Whizz ‘'n’ Liz. Worra genius, ah?
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Music maestro,
please! ADRIAN PITT
dropped in on Krisalis
Software and met
audio impresarios
Matt Furniss and
Shaun Hollingworth,
the guys responsible
for dreaming up the

soundtracks to some
of your fave Sega
games.
ot a great fan of train travel, being
whisked unceremoniously up
MNorth to Yorkshire would not

appear in my Top Ten list of favourite pas-
times. Nevertheless, British Rail did me
proud and | arrived in sunny Rotherham
with time to spare, cool, calm and surpris-
ingly collected.

Just as well, 'cos Krisalis Software
aren't the easiest of people to find. Even
Anneka Rice with all her clue-solving
expertise would've raced down many a
blind alley! Both the girl from Swinton
Insurance and the rookies at the St John's
Ambulance Centre threw me no end of
blank expressions when | enquired as to
the whereabouts of Krisalis.

T'was the blue BMW that eventually

gave the game away. ‘This is where the.

money isl' | mused, ‘This must be Teque
House.’

Krisalis Software have been around
for almost five years now. They started life
as Teque Software, programming games,
developing soundtracks and dabbling in

graphic design. Half a decade on and the
company still excels on all three fronts
What's more, few would dispute Krisalis
blaze a trail in the development of comput-
er soundtracks and theme tunes.

Music and sound FX are what they deo
best. The biggest names in the software
industry contact Krisalis when they're in
search of bum-waggling beats and toe-tap-
ping melodies.

Two's company...

Hence my visit. Big Ed had thrown down
the gauntlet. The challenge was this: To go
behind the scenes at Krisalis, find the
men responsible for conjuring up these
spine-tingling tunes and ditties and tell the
nation exactly what makes 'em tick
Simple, huh?!

Enter stage left, Matt Furniss and
Shaun Hollingworth. ‘If music be the food
of love', these guys must be incredibly pas-
sionate programmers! They're the Simon
and Garfunkel, or to be more up-to-date,
the Tennant and Lowe of the computer
music world! Mr Fumiss is the musical
maestro, Mr Hollingworth's more the tech-
nical bod.

Matt's always had a keen interest in
music. Not content with just tinkling on the
old ivories, he bought an Amiga with an
audio program and put his sonic talent to
the test. At first, he produced soundtracks
for demos and Public Domain software.

Entering the development field on a
professional basis, however, was one hel-
luva struggle, as 19-year-old Matt explains:
| sent tape after tape to numerous soft-
ware houses and developers. Sound pro-
duction's a very competitive market to get
into.’

But his persistence eventually paid off.
At the tender age of 16, he was taken on
by Krisalis Software as their ‘Head of
Audio’. Three years have passed and he
hasn't run short on ideas.

Get down and groove!

In his time, Matt's produced loads of tunes
for home eomputer and console games.
Both he and Shaun are busy writing for all
three Sega systems: soundtracks and spot
FX for European Club Soccer (a game
they developed from start to finish), The
Terminator, Chuck Rock, Smash TV,
Predator 2, MS Prince Of Persia, Tin Tin...
The list goes on and on.

Meet Shaun Hollingworth, a far from
crotchety (keeping with the musical refer-
ences!) 35-year-old who's been with
Krisalis from the beginning of time. A part-
ner in the company and boss-cocky in the
technical department, he assists in soft-
ware development and works closely with
Matt, overseeing the electrical engineering
side of sound production.

But from where does Matt get his inspi-
ration, and how do the tunes actually find
their way into the finished game?

Well, first things first. A software com-
pany contacts Krisalis (usually about
halfway through a game’s development),
outlining various areas where they'd like
soundtracks and spot FX.

Sometimes the info’s pretty patchy, so
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¢ &% 1o Matt to come up with the goods,
s=aing tunes and FX that best suit indi-
@ual sections. Audio production for a con-
srmon's far easier than putting sound to
» onginal program ‘'coz Matt can easily
== e game and its coding beforehand.

! takes, on average, around two weeks
= produce sound for a conversion and
*ree o four weeks for a new title. More
®en than not, Matt doesn't actually get to
wese at a preview copy of an original game
— a fax is all he has to go on! A vivid
magination's needed if ya wanna be an
230 expert!

Code and chips

'—e for the technical bit!l Matt's tunes
ouldn't be heard by you game-freaks if it
-n-'.t for Shaun. He puts together vital
s of computer-coded wizardry known as
xwers. These tell the sound chip when to
say, rather like a conductor in an orches-
T2 The finished soundtracks etc are writ-
=n onto the drivers; a helluva lorra
satience is needed to get them working to
e best of their ability.

When Matt has a tune thumping around
~ his head, he toys with a few ideas on a
Yamaha YS 100 keyboard. Unlike the
Americans, Matt tries to keep the equip-
ment he uses down to a minimum. Fewer
gadgets seem to give better results. He
men wheels his chair over to the sound
oroduction ‘nerve centre’, an Atari Mega 4
computer.

When | met Matt he was working on
Wolf Child for the Mega Drive. The pro-
yram he uses allows notes from the sound-
rrack to be entered into six columns, each
column representing one of the MD’s
sound channels. The selected instrument,
e note to be played, it's duration etc are
all written in code. Matt works on the main
wnes first, adding the sound FX later in the
proceedings.

All coding's then sent to a ‘receive’ pro-
gram, which accepts Matt's music. It's then
saved onto floppy disc and transferred to
PC. A test program allows Matt a sneak
preview of how his tunes will sound in the
inished game.

The audio code's transmitted via
modem down telephone lines to the soft-
ware house (the appliance of science,
eh?!). They keep in close contact with
Krisalis — it's important that Matt's mas-
terpieces fit in with their game. A cute plat-
form romp needs music to match; a game
ke Terminator required heavier sounds.

Oh, to be recognised!

Matt's work is examined with a fine — tooth
comb and he's contacted immediately if
changes need to be made, or if parts of the
code are illegal and don't follow the soft-
ware company's guidelines. Sometimes
the alterations seem daft, but ‘the cus-
lomer's always right', so they say!

| asked Matt whether his favourite pop
pands inspire any of his tunes.

‘Not really. | like all types of music, from
erasure to Deep Purple. Except Rave, |
can't stand Rave!

I tend to program a lot of mainstream
stuff, because that's what most people like.

it

You only have to look at the charts to see
that! I'd like to produce something really far
out, but folk seem to like what they're used
to.'

Do Matt and Shaun think they receive
enough recognition for the jobs they do?

Shaun told me, ‘I reckon sound's just as
important as graphics. We'd like to see our
names a lot more at the start of games.
Sometimes they appear when a game's
completed, but more often than not, they're
missed out completely! They have credits
with feature films, why not computer
games?!’

Where does the future lie with computer
music development?

Shaun: ‘With CD, most definitely. Our
initial music source for soundtracks and FX
would be compact disc, but who knows,
we may even need to get musicians work-
ing in a recording studio to achieve the
desired sound. Audio chips are improving
all the time.’

In all the time he's been at Krisalis,
what's the best piece Matt has produced?

‘It has to be Terminator on all three for-
mats. | had the full storyboard for the
game, that gave me a lot to go on. | got to
see a finished version and the music
seemed to fit perfectly.’

Wired for sound

And finally, what advice would Matt give to
youngsters who reckon they've got what it
takes to become an audio producer?

‘First, buy an Amiga and a MIDI set-up,
if you can afford one. There's more scope
for sound production on the Amiga. Send
tapes, not disks, to computer development
companies rather than software houses.
It's not an easy field to get into. | pestered
Krisalis for months!’

There are loads of graphic designers
around, but very few sound developers. So
come on all you budding Vince Clarkes
and Chris Lowes, brush the dust off your
organs (what?! —Ed) and get practising!

| came away from Krisalis well
impressed. Music ringing in my ears and
the urge to fiddle with my Casio while wait-
ing at Rotherham station! Fortunately for
my fellow travellers, the train came on
timel Will wonders never cease?!

Clockwise from the
top, four good ones
trom the Tennant and
Lowe of computer
music: Chuck Rock,
The Terminator, Tin
Tin on the Moon and
European Club Soccer

BLAST YER

Eﬁ%,s' Win!' Win!

ou've read the low-down, now it's time to get down
to the funky sounds yourself! Just answer the three
simple musical quessies below and the first five
correct entries picked out from between the guard dog's
teeth’ll win a totally brilliant music cassette, featuring the
Krisalis soundtrack to The Terminator and
the funky Chuck Rock theme. On top of that, those gener-
ous chappies at Krisalis are thmwlng in a mega goody
bag, stuffed with
Hold on, there's more! Elm:u both
of the games were released by Virgin,
they've thrown in five outrageously
good Virgin Games T-shirts for good
measure! Howzat for a bundie?!
Anyway, here're the teasers:

1. How many keys are there on a
standard piano?

2. How many strings are there on a
violin?

3. What do you call the small triangular
thingy guitarists use to pluck strings?

Got all that? Great, now send in your
answers on a postcard to: WOTTA
GREAT BEAT! SEGA FORCE,
Europress Impact, Ludiow, .
Shropshire SY8 1JW before July 9 S0 iy
and keep yer eyes for the next
couple of issues to see who's got the

gear!

es, folks, it's me, tinkling all uH
Mmhﬂﬁml
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Ungh! See that? That
serve was definitely over
100mph, wonder if he

can return it? Hope not
I'm knackered.

A demon at tennis
e in real life, our ace
»” PAUL MELLERICK
now pits his skills
against the MD (!).

15T ACE D.FAULT

1 HE% HBA HH
18- a2 HA

4jjjij £ oo b
SLIAN ¢

00
=30

es, I'm ashamed to admit I'm a fan of

Super Tennis on the SNES. When | found

out about this one on the MD, | was con-
vinced | wouldn't be impressed|

Those who don't know how to play tennis can
go back to planet Zorbo right now and leave the

rest of the human population (that's us) to get on
with the gamel

Basically, tennis is played by two or four pec-
ple who attempt to win points, in order to win
games in order to win sets in order to win the
match! (Are you sure that's not darts? —Ed.) All
clear now?

Grand Slam Tennis gives a few more options than
the other game, like the weird addition of Player
Make, where you can create your own character
and the way he shapes up on court.

You can train to practice your shot, slice and
lob power, and if you fancy a few warm-up match-
&s against the computer or a mate, go for the
Exhibition option. Play one-on-one or take part in
a selection of doubles matches,

If your confidence is booming, move on and
compete for the big money on the world circuit.
You're in the big league now, playing in a tourna-
ment against seven other players. Work your way
to the final round and grab much-needed prize
money (those hotel bills are mounting up, you
know!).

Control of the game’s going to cause a few
downers. It's a touch tricky, but advanced
gamers'll soon get the hang of it.

J J I _I \ \ r Below: Here's a nice idea, rnu can cre-
ate your own player, but only if you
H J J \"'i"- understand Japanese.
_I ALAYER MA'K 1 NGl

Button [A] slices the ball and slows the pace of
the game, [B] forehands the ball with speed over
the net. [C]'s the tactic button, producing a deft
lob. Used properly this one can win games
a=plenty. If the ball's in the air, [C] takes on a
whole new role — line yourself up then smash the
ball home|

The trick with Grand Slam Tennis is to leam
the button moves then pick up the deft touches
that win matches. Using the joypad with a button
effects each shot and fools your opponent a treat!

Trouble is, set shots, manoeuvres and tactics
don't work so well. Practising doesn't help as it's

A serious sim with carfoon-style characters doesn't
mix well on these bland looking courts.

dodgy programming that's to blame.

Graphically it's pretty bland. The characters
don't have a face and their overall appearance is
dull. The animation's slightly cartoony but the
game looks like a serious sim. The mix doesn't
work,

If you're desperate for a good tennis sim now
Wimbledon's here, this'll have to do. | was right,
I'm not impressed! PAUL

;‘ L HaREAL TR .

wH I TE
wH I TE

eGG: N/A e MS: N/A
© MEMORY: 512K
@ PLAYERS: | or 2

RatinG

S
#F PRESENTATION
VISUALS
) @ Nice ball movements, bland sprites
Wy
- ® Okay FX and pseudo sampled speech
) PLAYABILITY
110/
40 LASTABILITY
@® Two player option adds to the length

> @ Loads of options, make-up facility
@ Easy, but the final touch isn't there
, 9/0 ® A flawed tennis sim, not as
good as the ether format!
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STORE NEAR YOU!
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s=e_ @ 4 ® JUST FILL OUT THE ENTRY FORM AT
ol 4 THE BOTTOM OF THIS PAGE

TRY BEFORE YOU BUY AT OUR 5HOPS

;
' GAME GEAR GAME oy |y OFFICIAL Uge STO CKISTS

A MASSN E RANGE OF GAMES IN 5160k

PURLEY STORE

081 786 7816 m 081 763 2125

PHONE OUR HOTLINE FOR MAIL ORDER OR TO
RESERVE YOUR COPY OF THE LATEST GAMES.

WHY SHOP ELSEWHERE?
SALL MOV 19Y M0 1L MAKES S22

786 7314

i FAX: 081 786 7192
MOBILE: 0831 520 474




Ny

e

got my mitts on Advance Play copies of this a
I couple of issues back and was suitably

impressed. Now the finished version's here,
I'm chomping my bits to tell ya what it's like.

Barts my fave cartoon character (slightly
ahead of the Tazmanian Devil) and | hook myself
up to the satellite dish every Sunday to catch the
latest episode. But enough of my social life, what
of the game?

Well, unless you've been in a coma induced by
watching Neighbours or reading the
smallprint on an insurance
claim form, you'll know all
about the trouble Bart's
got himself into. He's
discovered Space
Mutants are invading
the Earth to build a
humungous weapon that
will destroy the whole planet. For
some reason, they picked Springfield as their
base and have invaded the bodies of Springfield
residents to disquise themselves. But Bart can
see them with his special X-ray specs and
decides it's up to him to save the world — and

| hopefully get back in time for Marge's meatloaf (it
is Tuesday, after all).

Purple aim

The mutants still need one ingredient to make
their special weapon: anything purple. So off Bart
goes onto the streets of his hometown, using his
spray can to paint all purple objects red — and |
mean ALL OF THEM.

Trouble is, these Space Mutants are clever
creatures. When Bart completes the first level
they modify the machine, changing the ingredient
they need so Bart must keep going to defeat
them.,

There are six levels in all, ranging from the the
Springfield Shopping Mall to the Nuclear Power
Plant, not forgetting the Krustyland Amusement
Park. As Bart finishes each level, the Space
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One of the best
arcade adventures
I've played

Mutants become angrier and angrier and the lev-
els get tougher and tougher, so keep your wits
about you and don't have a cow, man!

Easy being green

As you probably saw a couple of months ago, the
graphics are the best seen for this Bart game. It's
done the rounds on most formats since last
Christmas but the MD's come out on top.

Flying Edge have included a special intro and
presentation screens such as the
video clip of Bart when you
die, taken from the Deep,
Deep Trouble video. All
the backgrounds and
sprites have a car-
toony feel and the
green effect of the X-ray
specs is great, showing all
the mutants behind human dis-

guises. When you spot a mutant, jump on its
head and they leave behind a ‘Proof of Existence

Everything's sweet at home - unfil the alien
scumbags come, that is! Your family's been taken
hostage and only young Bart can save the day!

Here he comes! Bart
Simpson’s here and
PAUL MELLERICK,
underachiever that he
| is, was given
4 the task of
playing it.

token'. Pick up enough of these and a member of
your family will helpyou at the end of the level,

Apart from the graphics, the real beauty of the
MD game is the.control method. Bart must spray,
run, jump, look through what he's carrying then
use the item he wants. Button [A] uses the spray
can and [B] jumps. To do a longer jump, hold
down [A], keep moving then jump.




Paul’s raved about it and
probably said all there is to

say, really. The finished Bart
Simpson cart is just plain
== prilliant and if you like the
haracters or you're a bit of an arcade
‘reak, you're gonna get well and truly
sooked on this one. All the right
Iuwhnnpq.lttuqﬂurtu -
make Bart Vs The Space Mutants Don't waste time talking, just buy a
guaranteed hit: fair sounds [‘l'lﬂtllﬂﬂ cherry bomb and loadsa rockets!
Sgitised speech!), smooth animation and
colourful backdrops... and that's before
you start playing! Grab those controls
and Bart really comes to life. With instant
playability and more action than you can
poke a very large stick at, you're not
gonna get bored with Bart for a fair old
while. Just too tricky for hardened
gamers to finish in a hurry, Barfll be a ,
winner with novices as well. My advice? xS
Get down and start queueing for this one Dodae th
ge the mutants and set off o ey A ——
e Rl rockettoknock down the skitles |0 7 AT e
for a few extra points. - - - X L5

# Go get your spraycan and turn that trashcan Put a dime in the callbox and say hello to the Clever balancing on the clothesline knocks off the tea
for your first task. A nifty | jump off the top barman, When you're done, go meet him, spray his  towels. They cover up the toys that the scumbag
get you a bonus from the cinema walll apron then avoid him like the plague. aliens have painted red - now move on!

" -

|
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>
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Button [C] uses the selected item and Start  Take a close look at the mutant film ad in the lﬂ'
pauses the game. When paused, move up and window. s it red? Sure is! Stand to the right, jump ® PRODUCER: FLYING EDGE i

down the list until you find the item you want. JRUSCLCESIRIIEEEEITNENT TGRS _
JUnpause the game and press [C] to use it 0 GG: SEFT @ MS; SEFT

& EEE . N A a7 ® MEMORY: 512K
Second nature, first prize SARREET Al SR & PLAYERS: 1
Although the controls take a few plays to get used e , PRICE: £39.99
w0, you'll soon be doing things without thinking 4 ' b
about it. This helps the gameplay and although & ¥ C— ”
e first level's tough, it's not impossible. The puz- ¢ G
zles are well hidden and you'll probably take some e CEETETEY S Sy s
sme to figure them out. f [ f

) PRESENTATION

® Detailed intro screens.no continues

i) VISUALS

@ Instant Bartable appeal

: *‘j SONICS

® Cute muzak but fab speech

‘j PLAYABILITY

l Great cuntruls- and tough gameplay

ILTY

l The aﬂlulmn wcm 't mean you'll finish it

'%A‘OECG

Practice is definitely the key. Don't think you'll

finish this in one go — you won't!

Other factors, such as cute music and a bnil-
ant sampled 'Eat my shorts, man!’ when Bar
oites the dust, add more flavour to the game and 4
make Bart Simpson one of the best arcade adven- / = M N
tures |'ve played in a long time. oG

| just hope somebody sends us a complete h
solution to stop the whole nation going completely s
PAUL

WTANTS I

Send a rocket up at Jebedioh's arm and you'll scare
that nasty red bird from the scene, man!

M

@ A classle example of how an
arcade adventure should be
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¥ Fur-lined jacket?

& ‘Check.’ Goggles?
waw ¥ ‘Check.’ Big flappy

| scarf? ‘Check.’ Looks

| like MAT YEO’s ready!

p, up and away! Take to the skies, soar like
an eagle and all that guff! It's time to strap

yourself into a real mean machine (and |
don't mean Paul's clapped-out Mellerick mobile)!
If you fancy trying your hand at being a mini
Tom Cruise... you've come to the wrong place.
What Aerial Assaulf lacks in speed and excite-
ment it makes up for in sheer dross! Don't get me
wrong, I'm a shoot-'em-up addict, but this thing
leaves me pining for Halley Wars!
You're controlling an advanced jet-fighter as
q | levels scroll from right to left. Unfortunately, some-
' one forgot to tell you this plane was bought at
Wolverhampton market as part of a job lot!

The fighter has to wing it's way through level after
level of thrilling action (only joking!). Your enemies
come screaming out of the sky (well, it's more like
a hum actually) and shower you with missiles.
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He's fat, round,
he bounces on >
the ground! No, tr
not PAUL MELLERICK,

_George Foreman!
: ™

Reach the end of the level and — surprise, sur-
prise — you find a big, bad guardian.

Your plane's equipped with standard, forward-
fiing cannons, but extra weapons can be picked
up on the way to increase firepower. Points are
gained by blasting enemy planes and picking up
bonus items. Get a star and you'll be blessed with
an extra life.

If you can wangle together two Game Gears
and two carts (both Aerial Assault, prefer-
ably), you can team-up. Two sets
of firepower should get you
through even the tough-
est levels!

It stinks!

The graphics are clear
and detailed. Backgrounds
on later levels are colourful
and packed with loads of movement.

The sprites, on the other hand, are drab and lack
any sense of adventure on the programmers’ part.

Sound-wise, there are no realistic sound effects or

ay back in SEGA FORCE's infancy
(lssue 3, to be precise), | Advance
Played Heavyweight Champ, and boy

was it naffl The graphics were nice but the game
was sluggish and the computer boxer predictable.

Since then, Flying Edge have picked it up
renamed it, and who knows, they may have
changed it somewhat. Let's see, shall we?

The simple idea is to beat all your opponenis
and become the undisputed Heavy Champion of
the Universe. May sound easy, and George might
be a hamburger-munching, super-punching son-
of-a-gun, but the opposition isn’t going to go down
without a fight (ho ho).

The control system's simplicity itself and thank-
fully you can easily put together some body-
crunching combinations. Using button [1] as your
left jab and [2] as your right, in conjunction with
the control pad you can block, uppercut, sway
duck and L'I..JU_I,- blow. Everything a boxer needs,
except a knockout punch.

Speaking of which...

Well actually there is one: the amazing Foreman
Superpunch will level your opponent if used
correctly. Press and hold both buttons and a red
gauge lights up. When it reaches the top, your
gloves flash and you can let out your punch, tak-
ing great pleasure in seeing your colleague fly
across the ring into the ropes. OOF!

You start as an inexperienced, wimpy Mr
Foreman, but after you win a fight you re awarded
points. If you knockout your opponent you get four
points, three points for a TKO (floored three times
in one round) and two for a points win.

These points are used to increase your ability

fun tune.
| have too many gripes about this game.
Collision detection’'s very dodgy! You have to hit
the planes correctly or they keep coming
and enemy fire sometimes dis-
appears against the back-
ground. The extra
weapons are useful
but they lack real wal-
lop.

What we have here
is a dodo of a cart; slow,
unresponsive and downright

boring. It's difficult when it should be
fun and dull when it could be eye-popping
There's potential for a fast, addictive shoot-'em-up
but it just doesn't appear. MAT
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| recognise a good sports
game when | see one. Sadly
this isn't one. The controls are

too slow and the opponents

"| too tough. | got bored after
sbout 30 seconds. The two-player game
woks like a hoot, as you'd be evenly
matched, but that's about it. MAT

i s §r. Xaay Tin 4 A WO D r'h_:';'
B N Y R T R A

m three areas, Power, Reach and Footwork. Each

s rated from zero to five, so if you earn and spend
15 points, you'll be tops all round (ho ho).

Which is when the two-play-
=r game's most fun 'cos
gou can beat seven
shades of shampoo

sut of your mates! hits wa' hﬂlW
the belt

Mow here's the bad
mews. Heavyweight Champ
nasn't been changed a great deal.

There are some graphical changes, such as the
miermission where George munches on a ham-
burger (?!), and your opponent’s names are differ-

-i,-.
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Fatty Foreman gets

ready and trained

up for the Nelson
tight.

e

ent, but otherwise the game's the same.

indeed. Sorry game-freaks, this one hits way
below the belt and should be disqualified.

-'*:-';.rE | ||1.- :r b | ¥ 4
Ak kot |. i'i.-‘;F} J i

- - -

) PRESENTATION

® Two-player option, good scoring

o VISUALS

® Nice big sprites, the rest's a bit off

o SONICS

@ Nothing music but okay FX

f PLAYABILITY

@® Well designed, simple controls

Uy LASTABILITY

® Two-player game's good. but..

The controls, despite being simple. don't work
well and the Superpunch's very dodgy to
get nght. If you're against some-
ane with a longer reach he'll
snuff out wyour punch
before you can use It.
The ‘secret’ to suc-
cess s to outbeat your
opponent In each area,
otherwise defeal’s
inevitable. There's very little skill
or strategy and lastability's very low

® A poor boxing sim, too easy to
PAUL o : s

master,

R .-..-.,1,__.,:_-?-.-. i L
"*w‘*-rrﬁm w;awﬂ%w <
gisbeonbangrs sghnpuderainan TN

i inad ke ﬁ-ﬁﬂﬁﬂlﬂwﬁ\

B M S S8 -:»-;.l_;h"!':q., ﬂ_.u:é-,h.\--i-- 1.-
L BT R, -a-.-'-'an--.{.e._..'-h iy w;._g.i-s il m.l___.,-__%_ﬁ'_’ C:
e e R L _::J' i ""{l: i "':'""'5:"",':.-, -g-.-.

. 5_:--4.1%.5:?&-!“% '1‘1: &ﬁ&;._-r-\.-. = '-,'."'\-1.\'." L -"'I:-";‘Ci\. :,1”-,:.

; 'v-w"i-;-il mi‘},:ﬁh”ﬁ'ﬁ*ﬂﬂi*ﬁ“ *ﬁ‘.-.-re*-!ﬂﬁﬁﬁhf h“"‘*
R
s " y ., I - '1_":.-

'-.r\-‘\-.l

O MS: N/A @ MD: N/A
O MEMORY: | 234
OPLAYERS: | o 2

PRESENTATION

& Extra lives and three continues

VISUALS

® Mo detail on aircraft, good backdrops

® Maff tune and bad effects

")) PLAYABILITY

@ Starts tough, bad collision detection

409 ) LASTABILITY

® Lots of levels but too challenging

@ A rubbish shoot-'em -up.
lacking any thrills.
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Prince Of Persia has three distinct sections: ™
dungeons, the palatial rooms and the fowss
where the princess is held.

Avoid obstacles a-plenty (huge ravines, crums
bling platforms, guillotines and the like) and Sgm
to the death with those wretched palace guarss
Sword fighting plays a major part in the game —
make sure you've got plenty of buckle to swas®

Fortunately, the many tunnels and passags
ways are littered with energy-restoring pobons
Guzzling 'em’s essential after combat or a nassy
fall. There's always a snag, though. Some of B
concoctions are poisonous and deplete your S
force in one fell swoop!

Later levels are tough: more fraps, mors
guards. Watch out for the unexpected, take nofs
ing at face value.

ADRIAN PITT dons
regal garb and
investigates an Affair
of the State. The Grand

,ﬁ]lﬂ_' Wﬂn P
| | N R A

- - ’
': : RO R A VIZIEI‘ S at it :
| . § e cue the peach-faced damsel before the sang
| & ,..R ﬂﬂalll, '“lk‘- R 2 stops trickling through the egg timer.
Yith Crowning glory
il l muy The attention to detail in Prince Of Persia's amaz-

(94%, Issue 7). Now Domark have very kindly The main character moves like a dream, his an-
allowed Game Gear freaks to experience a mation derived from actual video footage. Prepare
touch of swashbuckling and princess rescuing! to be amazed|

The GG game’s set to be as awesome as the Don't expect to finish it in a trice. There are

lt went down a storm on the Master System ing and suffers not one iota on the small screes

R

i
i

regal treat!

Persia's Grand
Vizier's heavily into
sexual harassment. So
much so, he's nabbed
your true love and locked

]
k]

j ;Hr ﬂm‘ o
prmomy, Py

her in a chamber on the

highest level of his castle!

As the dashing Prince, you must race around
like a blue-arsed fly, leaping chasms, scaling
walls, hacking anything and everything that gets in
your way and eventually claim your heart's desire.

What a palaver!

Don't worry if it seems a
long way down, you can
always cling onto Iod?:s
by your fingerfips and tall
gracefully! Looks scary!

Not an incredibly well
timed jump! Next time,
i [ Vi ¥ ' creep up slowly so you
i : 1.#*&;:&!_- SRR P keep your wits about you!
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MS version, sporting equally stunning graphics
and superb animation. You hand-
held owners are in for a nght

puzzles galore, many of them mind-blowingly difs-
cult, If that wasn't enough, each
area of the castle’s like a
mini maze. Trying to fing
the exits to higher lew
els is a nightmare! A
good memory ang
detaled map are
essential.
Prince Of Persia scores
high in every department. Visuall
and sonically superb, instantly playable, you'll fin
it hard to put down.
| can't wait to smash old Vizzy's face in yet
again! Brace yourselves for a full review next ish
ADE
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Famicom Super NES Scarl.........cccuummmmsinmmsirsrasssssas 169.00

Stealth Joystick Megadrive or Famicom ............cccceeverciinenneee. 29.00
SR WAOENOOITE 2. civcsiaisiirinmessiithubousites vaverursrisorssssnssasrsssiviasa i UaiS
LT T e |0 T S 0
G e R TR [ R S S —— . f ) |
S R ORI A e L AL S 175.00
Turbograftx Adaptors ... T LA T L P C AL RO 1. T, o
IBM High Density Drives .. inarens kARt AT I
Megadrive/Genesis and Englne Consoles.. [ Laiataie Call
Special Accessories Megadrive, Engine and Famicom............... Call

All prices include VAT. Sales Hotline 0527 503493 2pm to 10pm

X-GEN VIDEO GAMES

We stock all the latest titles for Sega Mega Drive
and Game Gear, Super Nintendo and NES.

* Special Offer »
Super Nintendo + Super Mario World and
US/JAP Convertor. £160.00
Cheques or postal Orders made payable to
X-Gen Computer Technology,
2 Oaks Corner, Audlem Road,
Hatherton, Nantwich,
Cheshire CWS5 7PQ
Telephone (0270) 842082
All orders add £1.50 P+P

LAHEHE ) Huus ..Gnu

P. .

All games are new| Hurry
whila stocks lasi for special Q
L@ @K e B S GR | L_@ @K Y
GAME GEAR...GAME GEAR...GAME GEAR...GAME GEAR...GAME GEAR.

Chessmaster - Donald Duck - Faniasy Zone - Faclory Panic - G-Loc - Shinobi - Halley Wars -
Leadarboard - Mickey Mousa - Pac- an Spiderman £24.00.
Ax Battler - GG Alasts - éanaﬁgﬂ per Kick Off £27 85 sach

MANY OTHER TITLES AVAILABLE FOR MEGA NE EAHE GEAR:SNES:GAMEBOY:NES

OFFICIAL UK MEGADRIVE OFFICIAL UK SUPER NES

inc Sonic, PSU, RF Lead + 1 Joypad = £124 95 H%ﬁﬁgmﬁ 1lﬂ.§+
&« £5.00 Sega MD Infrarad Jo -
o B L Aliows LSUAP Cars on UK Maching

2 Joypads =£34.95 + £6.00 pAp

toa ‘ 450 2 ‘ 66 Streetfighter 2 ....Call

MON to SAT 10.00am to 6.00p NSATIONAL SOFTWARE - SEMSATIONAL PRICES
Games marked * may nol be immeadiately in stock due o demand & release dates. Please call to

resarve, and'or confirm availability. Thank you

"TAMS ELECTRONICS GAMES'
'AMS' Games, Dept S/Force, 9 Hay Lane, Kingsbury, London NW9 SEL wai order oniy

COMPUTER GAMES

5 AMES

"SRP Our - Price’

'MagadMSystBrn+SmiclluHedgmug£12999 £116.99
Master System I+ 89.99 81.00
Master System Il + Rambo 3 89.99 81.99
Master System |l 4999 45.00
Master System Il including Sonic 79.99 72.00
Game Gear with Columns 99.99 89.99
Game Gear Sonic The Hedgehog 129.99 116.99

Nintendo Super NES 14.99 139.99
Nintendo NES 69.99 66.00
Nintendo Gameboy 79.99 76.00

'-sagaMagadﬂm nssansmha

16 Bit NHL lce Hockey g
Master System Wimbledon Tennis
8 Bit Super Kick Off
Game Gear Super Monaco GP
Super Kick Off
Star Wars
Super Mario 3
W.W.F
Terminator 2
Lynx 2 Awesome Golf
Warbirds
Console, stare ST, Commodore fmiga, 16 E#M ;ﬁlﬁﬂ.
Commodone Amiga, § Bit Commodoe 64, rimatrad, Spectrcm.

All Hardware - Printers - Joysticks - Books - All Software

Send for our 90 page
Enturtainmant Wnﬂd

Nintendo NES

Game Boy

ﬂmmm
L'.-"T11 9RH
ax: 0843




Advanceh '
. Play!

h Down in game-

 It's a dark and
¢ stormy night.

*»45" ADRIAN PITT's
down at the arcade,
thrashing the pants off
his fave pinball game.
Little does he know,
Hell hath no fury like a
dragon scorned...

originality: | can't remember playing a video

pinball game on the Mega Drive before.

Some of you may have heard of Dewvil Crash.
Well here it is, in the guise of Dragon’s
Fury, and we've got Domark to
thank for it.

Prepare yourselves
for a fantastic challenge!
This ain't no run-of-the-
mill, namby-pampy pin-
ball machine. A wildly
careering chrome ball 1Is
your only weapon against evil in
a chamber of horrors filled to the brim with
nasty basts and malevolent forces! It's like playing
a pinball version of your worst nightmare!

It makes a change to see a game with a bit of

b freak alley,

- ' ADRIAN PITT's
playing with his
marbles. B these
bleeders are cannon
ball-sized, with

humungous spikes!
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f | hear you Game (Gear owners moanin and
grmn in' that SEGA FORCE dont review
enough GG games, l'll grab you by the mar-
bles and squeeze 'ard! There's plenty
of variety on offer this month,
courtesy of good old
Domark and Tengen
Here, yet another
classic coin-op conver-
sion rolls onto the small
screen — literally. The
MS and MD games were met
with a mixed reaction. We've yet
to see how the Game Gear romp fairs, but
let's take a sneak preview.,
At long last, you handheld freaks can exper

Graphics look
amazing and create a JETCREEET
great atmosphere

Skeletons in the cupboard

Use the control buttons to activate the flippers
(which look spookily like the arms of some mutos
insect) and bash that sphere like a good un'l

Sorcerers, skeletal undead and other uneart
ly creatures crawl from the very heart of the
machine and roam around the playing ares
determined to stop that ball in its tracks. Kill or be
killed.

Billions of points are hidden in pockets, drag
ons' eggs and cocoons. Bonuses galore are yours
if you're brave enough (or daft enough!) to fing

them.
Dragon's Fury boasts
some stunning graphics
and sound FX. Thers
are three action

playfields, as well as

six eye-popping bonus

rounds. Battle with drag-

ons, vampire bats, live skulls

and other devious deadheads! Lose a

ball and hear the chamber echo with taunting
laughter.

“ _U_(_ILJ_}J

ence the sheer frustration that is Marble

Madness! The idea's a basic one: Roll ,fu:mr mar-

ble down a three dimensional course to the goa
marker at the end

Time to a-
maze!

You're bestowed with

unlimited lives but

thera's a time limit for

each maze and the pro-

cess of picking up your

remains when you come a crop-

per uses valuable seconds. A little broom
appears from nowhere, sweeps up the broken
glass and a replacement marble's teleported to




= = » »

Jitimate pinball wizards get their names on the IS

woh score table. Have you got what it takes?

Who dares pins! . _
“ragon’s Fury promises to be a fabulous release e T e ol
— fast and furious action all the way! From what ' o e e i T v .
2 seen so far, the graphics look amazing and _ = TR TR TR TR . 3 -
weale a great atmosphere. There's a real gothic Ay R e ST TR e - There are loads of hidden bonus rounds. Hit the
§OY 0 11 : : ERS — R 4% three skulls [above) to make for a perfect score
It doesn't matter if you're a pinball fan or not, - e e . .

—_ iy . = - 3

Jragon's Fury has something for everyone. Bul -
son't just take my word for it. Domark's PR Exec,
Ljyson Stroud, is already addicted, so it must be
go0d!

Dragon’s Fury is set for an August release, ana
wite frankly, | can't wait to get me mitts around
nose flippers! Stay tuned for the full low-down, if
and when Miss Stroud manages to prise herself
away from her Mega Drive! ADE

—jj‘{ 45

o (.

your new start location. Time wasting's definitely .
not allowed! b "G _ 28 -
Each course is littered with obstacles and pit- L il e e e
: falls — the route to the finish ling's not easy! I W W
- Holes, cliffs, vacuum cleaners, catapults and  JesCia i an i i Shar o i
amorphous green blobs have a habit of getting in ‘wﬁw:ﬁiﬁ‘:**#*ﬁﬁfdﬁ:#
your way. Watch in horror as the sands of time -*:m:‘;.ﬂ.:ﬂ."' }} ,:‘:_.q..ﬁwgr‘
guickly run dry! L Ty ;_;""-, :#_# -
The control system takes a bit of getting used . k-m - “ e
2 1 Tigs =
. Use button [1] to manoeuvre your marble, P
while [2] gives your trusty sphere a turbo boost. i Ej«:ﬁ
Navigation's tricky, practice makes perfect! o B RS

ble : S P S Above: watch out for the suckers! They pull you
B Marble mania AP, 2 off-line and cost you valuable seconds. When you
ol N, b _ see them, keep to the other side of the track unil
Marble Madness is quite a challenge. The levels | o S
are all pretty intense and the time limit gets tighter
with each round — a good thing 'coz many current e
GG games are a bit too easy for my liking. m:::::::
. Domark have done a good job here. It's a faith- — Sl e
vith - : T e e e
a ful representation of the coin-op, colourful and - :..:*:*:*:*:
u challenging, with plenty of tricks and traps to keep e
for ou on your toes I e R e g :
o 4 ; : _ _ _ PRl el e ’
If you're after an addictive game with a high T e 4
el Wustration factor, Marble Madness will, without 'i"-:-;.-‘ﬁ.. - .
P doubt, be right up your alley! Gamesters who TS I S It
Om . : : : e el i i
remember the original will enjoy MM, newcomers PP o
i should check it out, too. It's a whole new bal TTIres3adss

|  game... ADE
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2| Be warned!
2 MAT YEO san

e -~

= verbosity mode
initiated! Serious
oriental walffle dead
ahead — brake now!

ell, | guess everybody’s kung fu fighting
Wnnw! Confusious reigned when Big Ed

knocked me to the floor with a flying
kick and asked what colour belt | had!

Before you can say ‘Toyota', | found myself
tossed into a dojo facing some of the toughest
beggars this side of Bruce Lee! Come with me,
young apprentice, as we face the horrors of Ninja
Gaiden!

The formula’s fairly bog-standard. You take on
the role of Ryu Hayabusa (sounds like a stir-fry
meall), latest in a long line of Dragon Ninjas. Your
vilage has been aftacked by a band of vicious
thugs (ie, lager louts) and your people slaugh-
tered. Finding a lone survivor, Ryu's told the vil-
lains have stolen the town's Bushido.

—
-
.
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Their what?!

The Bushido's an ancient scroll that, apparently,
can give it's user enough power to control the
world (or some such old guffl). Ryu swears
(naughty boy!) to find the scroll and bring the bad
guys to justice,

Okay folks, what we have here is a pretty nifty
platform game with a few twists. The Master
System sure is a lucky little chap to be blessed
with a game like this! | played it for ages (instead
of working!) and couldn't put it down.

Ryu's quite a clever fella. He can jump, fire,
use extra weapons and perform a handy trick to
reach high ledges. Stand under the ledge, press
jump and up to flip Ryu onto it. This is a tech-
nique you'll have to master for later
levels.

Scrolling levels

The first level has Ryu
racing through a forest
kicking ninja ass. Jump
across spiked pits, dodge
throwing stars and climb those

trees faster than a very fast thing on a
fast day!

At the end of the level you face a whopping
great sumo wrestler. He's not too tough but keep
an eye on your energy.

Not original out
bloody good fun!

Pursuit On Tokyo's the next section. Use you
ninja skills to battle across the Japanese skyline
Fling yourself over girders and avoid those work-
men flashing their hairy bum cleavage! If you can
get to the end, you have to take on your old mate
Tsutenkaku the Samurai.

Later levels take you to dark, clammy cavems
frozen wastelands and ancient temples.

Dotted around each level are scrolls. These
contain extra energy and weapons, such as
throwing stars and force fields. Some of the
scrolls are hidden so check all those nooks and
crannies!

100,000% improvement!

Ninja Gaiden's a t'rriffic challenge. The
levels get tougher and so do
your opponents!

Mastering your
moves is the real key
to this game. Some
obstacles might look
impossible at first but
use the right combina-
tion of jumps and flips and

you'll get past them.

Ninja Gaiden looks great. The characters are
small but well defined, there’s very little sprite
flickering and Ryu moves like a well-clled
machine. A bleepy oriental tune accompanies the
game and effects add another touch of realism.
explosions and death sounds suitably startling!

I'm well impressed with this game. | loved
Ninja Gaiden on the Game Gear and this is a
thousand times betterl With loads of levels, tough
villains and a challenging mission to complete, it
should satisfy even those who're sick to death of
platform games. It's not original but bloody good
fun! MAT

Left: Leaping from branch to branch is easy with
the smart controls. But don't get carried away,

those scrolls need to be collected or you run out of
firepower before the fat Sumo geezer arrives!
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Wade through the multitude
of opening screens on this
one and you find a real belter
| of a platform romp! The sce-
nario’s uninspiring but that

doesn't matter when the gameplay's so
smooth. Who cares about sacred scrolls?
Just get out there and start dishing out
death! Ninja Gaiden's great to look at, the
music and in-game effects are nicely
atmospheric, and above all, the controls
work a treat. Jump up to a branch or
across the ravines and Ryu holds on and
sticks where you want him to without any
fuss! If you're a ninja freak you've gotta
get hold of this one quick; even if you're
not, Ninja Galden's got a whole lot to
offer. Grab it now!

P A |
S T :
¥ ; |53

@ Great opening sequence, static pics

8 Vvisais

® Smooth sprites, detailed backdrops

) SONICS

® Bearable tune, good hit effects

Y PLAYABILITY

m. f,\ﬁ @® Easy to get into, levels get tougher

) LASTABILITY

® Later levels challenging. Addictive!

/4

-

@ A simply superb MS platform
hack-'em-up.
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¥ Motorhead
= bangers

S %" needn’t apply.
Bringing down the evil
Steel Empire’s a job for

a man — but we decided

PAUL MELLERICK
should do it.

few months ago we picked up a grey
A import shoot-'em-up called Steel Empire

and remembered Acclaim, through Flying
Edge, were due to release a shootie with a similar
name.

So we held off the review because Empire of
Steel was due to be altered for official
release. Well, here it is, and it
has been changed, slightly
— you'd better read on
for more details. The
story's the age-old
battle between good
and evil — and you hold
the key. The Motorhead
Empire rules the world, death
and tyranny just two of their favourite
pastimes.

Standing alone is the Republic of Silverhead
(lot of ‘head's round here, isn't there?). After years
of pressure, they've remained independent, but
their time has come. The Motorhead Empire must
be stopped and you're the only man for the job.

Dread Zeppelin

Using the amazing technologies of the day, there
are two ships at your disposal. The Striker's smalll,
fast and armed with air-to-ground missile. The
Zeppelin airship's slightly slower, armed with a
mine launcher and has stronger shields.

One craft is best suited to each stage, so it's
up to you to decide which one to use. Use all your
skills to get through to General Styron and rid the
galaxy of the Motorhead Empire, once and for all!

The Silverhead Republic hasn't left you under-
powered. After years of high-tech research,
they've developed the Lightning bomb, an awe-
some weapon of mass destruction that will wreak
havec among the Motorhead attack squads.

Empire of Steel has a very well-written sce-
nario and a great cinematic black and white open-
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The backdrops
are the best I've
ever seen

ing sequence that really makes you believe you're
out to save the world... NOT! (Ha! another
Wayne's World joke.)

After you've set your options — difficulty level
and continues — a short narrative about your mis-
sion leads you into the game. And boy, what an

attractive game this is!
Empire’s graphics are of the
highest quality. Not only
are the sprites small,
nicely drawn and ani-
mated, the backdrops
are the best I've seen
in an MD shoot-'em-up
by a long way. Multi-layer
parallax scrolling makes a great
deal of difference to the scenery and
helps create remarkably realistic scenes.

The sound's up to the mark set by the graph-
ics, with pumping tunes and great FX, not to men-
tion the speech at the start of each level. Okay, all
it's says is ‘Good Luck’ but what did you expect,
the Gettysburg Address?!

After you've been blown away by the sound
and graphics, you realise you're up to your neck in
trouble!

Plenty power-ups!

Depending on the control options, you use one
button to fire in front of you and one to fire behind.
The other button launches a mega-bomb.

The action’s fast and furious — thank Ged for
power-ups, eh? Empire of Steels full of 'em, and
all make a difference. They range from simple
speed-ups to experience points which increase
the power level of your ship to a maximum of 20.
Reach that and your ship’s a real mean mutha of
a blaster!

To add to your power, you can also pick up
more mega-bombs, or even two outriders to make
you look really mean! The odd heart bonus

increases energy.

Energy? Yep, in Empire of Steel it's not a case
of being hit and dying, each ship's shield can take
a few hits and can be restored with said hear
icon.

Lemon squeezy!

Now the bad news. The levels are quite short and
unvaried and getting through them's very easy.
The only challenge comes from the end-of-level
ship, all very R-Type indeed.

This is where Empire of Steel falls down. It's
toop easy and the end-level guardians are very
similar to each other, with the exception of the
final guardian. | finished it after my second go!
Even on Hard level with no continues, I've got to
Level 5.

With a few tweaks and maybe less shield
power, this could be an entertaining and tough
shootie. As it stands, it's another run-of-the-mill
blaster but with great sound and graphics. You
won't get much joy outta this unless you like fin-
ishing easy games (there's a Mat joke there but |
won't lower to it!). PAUL

| I'm quite taken with the idea
| of an alternative world. You
4 know the sort of thing |

./i| mean, a world where Sega
| are the only console makers
and Abba perform Erasure songs! Empire
of Steel looks t'rrific! The first thing you
notice are the amazing graphics. Throw in
some awesome parallax scrolling and
you're left with a great shoot-'em-up! My
only moan Is it's too darn easy! With loads
of extra lives, weapons and continues, you
should be able to finish it faster than a

rocket-powered Sopwith Camel! MAT
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Let fly with your
lightning bombs and
watch the opposition
disappear into
oblivion.

More power-ups as
destroy another
nch of Motorhead

scum. Ha! Ha! Ha!

{31
e

> s et

Here's an example of the really outstanding graphics used in the game. Don't admire the

buildings for too long though, just pick up those very useful power-ups.
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Big Cannons eh! Well they don’ come much bigger
than this, do they? Fly to the top of the screen and
when the cannon raises, fire at the support struts.
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More similarities here. Remember an old game
called Scramble? No? Well watch closely as you
fly through the caves dodging the scenery.

©GG: N/A @ MS: N/A
® MEMORY: 512K
© PLAYERS: 1

PRICE: £39.99

nG

) PRESENTATION

@ Options and great movie intro

W'y VISUALS

i ® Amazing backdrops and wicked sprites
LI'. l

} SONICS

; ® Great pumping tunes
W PLAYABILITY
% as @ Easy to control, fast, but quite samey
& LASTABILITY

@ [t took Paul half an hour on Easy!

o ® You might get something
out of it if you're a novice.
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Every so often, something amazing
happens, like ADRIAN PITT

ould you believe the arcade game's
Wrmw eight years old?! Doesn't time fly?!

And still, after all this time, it has that
certain appeal. Hoping to repeal the success of
the Mega Drive version, Domark are set to feature
this trusty coin-op on a Game Gear near you —
soon!

All the original features are there in glorious
technicolour. A fast and furious challenge lies
ahead. If you've never had a paper round before,
' start fretting!
| The Daily Sun's a popular newspaper. It

rwrdsuplml}f! Keep off the grass, you
deadhead! Some screenshots (like the one above)
are direct from a Game Gear, some from
Domark’s development chips taken off TV screens.
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APER

seems nearly everyone in your area reads it pas-
sionately. Shame really, ‘coz that makes your job
a helluva lot harder! The more customers you fail
to deliver to, the more hassle you get!

That's the basic idea behind Faperboy. ensure
all those who subscribe to The Daily Sun get it in
good time. If you throw the tabloid to crumbly old
non-subscribers, they're not gonna be best
pleased, so keep your wits about you.

A ‘pane’ in the ass!
There are three routes in Paperboy, Easy Street,
Middle Road and Hard Way. Get astride your
bicycle and whizz along the horizontally-scrolling
streets, throwing papers as you go.

If the Daily Sun lands in a
subscriber's mailbox, you
score mega points and
the smile stays on the
newsagent's face!
Points are awarded if
you cause damage to a
non-subscriber's property
(ike a broken window or
three) but scarper pretty damn quick
— you don't wanna be reported to ‘the powers
that be'l

Okay, Il come clean. There's a snag. In
Paperboy, the streets ain't paved with gold, no sir!

{117/ getting up at six in the

f*n- morning to spend a &
¥/ day as a newspaper
 delivery person.

They're plastered with a plethora of irritating bas
guys and troublesome obstacles, all set to do se=
ous harm, cause untold havoc and stop you from
doing your job.

Local yokels!

Remote-control cars, drunken yobs, loopy lawn-
mowers, skateboarding deadheads, nasty neigh
bours, breakdancers and every creation known %
man (well, alimost!) pop out from behind fences
hedges and lamp posts.

Dodge 'em using the D-button. If you're gong
too fast, pull down on the joypad and the bis
slams to a halt. As with the coin-up, control takss

a while to get used to, but practice on Easy
Street first and things get easier
The aim's to reach
Sunday with as many

subscribers as poss-

ble. At the end of eac

day, you receive &
report from e
newsagent highlighting 24
the customers you need %
deliver to and those who've cancelies
their subscription.

There's a neat little training section inbetwess
delivery days. Gain bonus points by hitting targets
as you negotiate ramps, pools, boulders and sane




Above: on the training section — jump over the
ramps and hit these targets for bonus points...

Above: Keep an eye on that mailbox. Keep clear
of gutters too! There's a supply of papers there.

traps. There's a time limit, which gets tighter as
ihe week progresses.

Paperboy has a few nice little touches that
caught my eye. The breakdancer's humorous and
colliding with local residents is a right laugh (what

a masochist | am!). Driller killer [above) causes ancther smash!

Deliver the goods Those damned road-workers get everywhere!

From what | saw, presentation looks top-notch;

crisp, colourful graphics, with some pretty nifty

animation. ' et FREERREATERER B A e L A
Paperboy has always been quite a challenge

and Game Gear owners won't be disappointed —

here's another game with a high frustration factor,

If you get clobbered and land in a crumpled heap

on the tarmac, you just have to pick yourself up,

brush yourself off and start all over again (sounds

like the cue for a song! —Ed).
Right, it's piddling down with rain, me bike's

got a puncture, I've still got a bag full of papers to

dish out and a dose of the periodicals! All that,

and | haven't even had me Ready Brek! At a road junction. Pull back on the D-button to

Strewth! The things | do for SEGA FORCE! slow down. Look what happened here, below!
Moan... wibble... gripe... ADE

T b R

R |

They say life’s hnl the top, but you . e angst of being a pu delivery boy- ! .
Ade, it's about time for a visit o a trick cyclist. But watch out, Ade!l Behind you _wﬂe;}; puzrpzzal?usn’r been
fed on his favourite dish of toasted Postman Pat yet...




a helicopter
.. 2% and stings like
a snake? That’s how
PAUL MELLERICK gets
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coin-op blaster. i e e e

those mega shoot-'em-up producers Toa

Plan, the people who brought you Hellfire
and Zero Wing. Unfortunately, this was before
they found their way.

You're a mega pilot who's just so fab and
groovy you're given charge of a TC-7 Twin Cobra
assault helicopter (not a real 'copter, so no letters
from trainspotters in Telford, please).

After returning from your last mission you're
tired and in need of a vacation — but you're out of
luck. You've been volunteered for a hideously
dangerous assignment from which you'll probably
never return, but the future safety of the world
depends on it.

Yep, there's another mad tyrant — this one
named Anziga — bent on world destruction and
it's up to you to deal with him (the exciting things
you get to do when you own a Mega Drivel).

Multi-coloured shot shop

Mission details are a bit thin on the ground: you fly
to Anziga's country and wipe out all his forces.
And boy, there's quite a few of them! But you're
not completely alone, between levels you refuel
and recuperate on your base ship (does refuelling
really take that long? —Ed).

To take care of the waves of enemy aircraft
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T win Cobra's a coin-op from back in 1987, by

B

Choosing the right 5 to finish off big guns is

enough speed to dodge incoming ammol

and ground attacks, you start with a basic for-

ward-firing, twin-barrel and death-dealing machine

gun, but by destroying the right helicopter an
icon's dropped. This icon changes colour and
increases firepower when collected, depending on
the colour of the 'splat’ at the time. There are four
different weapons in all, for the four colours of
red, green, blue and yellow, and these range
from a twin laser to pulsating
bombs.

The ten horizontally
scrolling levels get pro-
gressively harder, with
more enemies on-
screen and tougher
end-of-level baddies, ran-
ging from tanks to mega-
planes. Although the name behind
Twin Cobra's Toa Plan, this is so old it's really
showing wrinkles. There's absolutely nothing to
write home about.
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important, and make sure you've picked up

The helicopter controls well and the number of
planes, tanks and ‘copters onscreen (not to men-
tion bullets) is impressive. The graphics and
sound are both reasonable and exact arcade
copies, as | recall — but that's not saying much.

Twin Cobra falls into the category of ‘'seen it all
before’. This type of game rears its ugly head
often on the MD and recent official releases such

as Fire Shark, Zero Wing, Gynoug
and Hellfire more than prove
the point.

Don't get me wrong,
the game's fine, but it
hasn't got any kind of
‘hook’ at all. You play

the first few levels then

the action becomes too

repetitive and you don't feel like

carrying on. If you're a shoot-'em-up addict,
check out the above games before you even think
about this one. PAUL




One thing I'll say about

Twin Cobra, it's damn easy
to get into. No fussing
| about, just plug in, lift off
and blow everything away.
Okay, so it's not the most devastating of = . §
shoot-"ems on the market, but if you're . ; He—r

into pure, uncomplicated blasting, Twin _ , ' H .
Eubri']a‘s worth a try. The only downer for ' - §. | Take-off and landing is a

me is the amount of time it takes for the - 2 : painfully slow business. All
chopper to land and lift off again 2 ; you can do is sit back and
between levels. When the adrenalin’s : : i relax while your pilot gets his
flowing from the last end-of-level ' e, - x -y - . RFE. When you're up in fhe_
bastard, the last thing you want to do is ‘ _ i P air again, the attacks come in
twiddle your thumbs while the pilot has a £ : E. N thick and fast from the start!

cup of tea in the ship’'s galley! "y 2 -l | - SRR R e
Graphically and sound-wise, the game’s i b 1__,?5@3 3

fairly average, but should keep hardened

shngtie 'I‘reagks amused for a WF:'I"E. Try Above: Drop one of your smart bﬂ!"hi ﬂ“dhf:‘ﬁwirh_
pausing the game, pressing [ur], [DOWN], :1“:2‘:':“;“5 all f'bi:f " {;‘ “Fi""*“'r"!! cavg h'“
[RIGHT], [LEFT] in that order, then [A] and 4 “’n"; ’ ﬁ Hr- lkm “;I{O'H:"W nf-
'sTART] together for some smart m‘gﬂﬂ;‘“ should take care end-

firepower! That cheers the game up no Below: Speed-ups and fi r splats galore, but

take care 01 the choppers first, before they take B 77 el
care of you! £ e e Sttt g I

S s

Changing weapons by picking up the coloured
'splats' takes care of the mi::ﬁ]evel nasties!

for the end of the <
level or you won't .
make it! -

2ating

PRESENTATION

@ Loads of options but little else

VISUALS

@ Coin-op quality but nowt special

SONICS

® FX and that's all

PLAYABILITY

@® Standard shooting action nicely done

LASTABILITY

® We've seen it all before — and

Get a load of the cheat mode for
extra special firepower!

@ Certainly not Toa Plan's finest
hour. Not bad but not great
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PAUL MELLERICK
loves bangers 'n’ mash
and doesn’t take any
old flack. But here

g  §comes Cadash, is
-/ itgood or a pile
- %% of cack?

ere we go again. Flashed across the front

of the box are the words ‘The Arcade Hit'.

Sorry lads, never heard of it. Cadash is a
basic mixture of roleplaying and platform action
featuring simultaneous two-player action. Set a
long time ago in another dimension, a war
between humans and demons reached impossible
heights, with no end in sight.

The One Who Knows All (no references to
Editors, honest!) decided to stop all this camage
and came up with the idea of splitting the Earth in
two, the upper half for humans and the lower,
| deeper half for demons. But the demons became

jealous of the humans, as they had all the light
| (p'raps they're afraid of the dark!).
! : : As the races grew older, a
1 ' 1 new powerful demon evolved,
born of a human woman. Balrog
promised his followers a new
kingdom would be borm if he
could take a human mate (oh
dear, trouble brewing, | think).

! Dirzar's desperate!

After several raids on the upper
world, Balrog was successful and
captured Princess Salassa from
Dirzar and took her to his hold,
@4 the infamous Castle Cadash.

Dirzar has offered all of his
kingdom to anyone who can bring
4 back his daughter. Many have
s tried but no one's returned, so
& you've decided to try your luck
— and rescue the beautiful princess.
(She could be a pig, but the
Princess is always beautiful in
these stories, isn't she?)

There are two player charac-
ters in the game — a fighter and a mage (magi-
cian) — in one-player mode you can choose
between them. The differences are obvious: the
fighter's strong but can't use magic, whereas the
mage can learn spells but only attacks with a
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small staff.

As you get into the game you meet other peo-
ple and have the opportunity to talk to them. Take
note of what they say and remember it — it may
be useful.

A grand scale

Your hit point rating (the same whichever PC you
play) decreases if you're hit by hostile characters
but can be restored using magic or special items.

You can build up your maximum hit points by
increasing your personal level. As you gain expe-
rience by killing things (placid game, this) you
increase your level up to the maximum of four.

The controls are a simple arcade set-up, one
button to jump, another to attack. Using
the buttons with the control pad
you can attack to the head,
body and downwards
when jumping.

you despatch

the various creatures,
they drop gold. Get past
the first level and you can
enter shops where items essen-
tial to your progress and health are avail-
able (can | have a Mars bar and a packet of
crisps, please?).

Other items found and collected are herbs and
elixir to restore strength, the scale of a mermaid
which let's you breathe underwater and the anti-

The roleplaying
element’s limited and
practically useless

s i . e . . e B
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Here you are at the start of your quest in the castle
of Dizar. On your way out it pays to talk to the
court subjects for vital information, as they have
several interesting things to say.

dote to cure you from any poison. Finally, the
Lilliput Orchid makes you small so you can reach
otherwise inaccessible places.

Being boring

Never having seen the coin-op, | can't compare
the graphics. But on the MD they look okay and
include different scenery such as inside the castle,
around the village and in the caverns.

The sprites are big but poorly animat-
ed. As you go through the lev-
els and buy armour, the
character sprite

changes as appropri-
ate;, many games
ignore that detail.

The spot FX are
bland, a silly swash of the
sword and a boring bonk (fnarr!)

when you use the staff. Unfortunately,
the in-game tune is of the same dire order.

Any hopes of these flaws hiding a good game
were dashed as soon as | started. The controls
are sluggish and the general movement of the
character's very stiff. Gameplay consists of play-
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ng until you die then remembering your mistakes
next time around. BOOORING!

The roleplaying element's very limited and
practically useless. All you're left with is a scrolling
platform game that's been seen a thousand times
before. The coin-op must've been better than this
otherwise no one would've played it! PAUL
Supplied By MEGACOM, Nottingham

You're attacked by mutant flying frogs as you
wavel through the underground caverns of level 2.
Mearer the end, avoid the hands that materialise
from the ground and turn into fists — ouch!

m*“%”;&; P
it S T

Visual delights: the eyes have it [above] — their
evil glare is only matched by the fearsome Black
Pudding (below) — and believe me when | say you
should be scared [NOT!). This ugly little bleeder
fires bits of himself ot you, so dodge those and
then lay into him with your sword!

IT'S THE
BLACK PUDDING?
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Looks like a bit of @ boar below, look out for the
other one!
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"5 I'm partial to a bit of sword and
‘:;,_- sauciness myself but Cadash

1. is a limp-wristed dragon of a
5" game! Pick from Kevin the bar-
ﬁ barian or Barry the wizard!
Wow, what a choice!

The game looks good. There's some
great animation, especially when it comes
to the bad guys, but that's about it. The
whole game just lumbers around like a
dozy cave troll. Add a bit of speed, a few
more characters to choose from and this
would be half decent. Forget this fantasy
failure and watch it sink into the swamp of
dire, forgotten games!

® Good intro, a few options

@ Okay backdrops, slightly naff sprites

@ Boring music and crappy FX

PLAYABILITY

@ Slow, sluggish and snooze-inducing

LASTABILITY

® No hook and not many levels

@ Might appeal to sad basts
who think Last Battle's good.
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He hates the guys, he hates
the gals, but he and Big Ed are
the bestest of pals. He's crabby
and moody, short-tempered
and cranky, takes pleasure in
showing what'’s blown in his
hanky. Thinks answering
letters is nothing but farce and

ssue B already and they still haven't
I got rid of me! | plead with Big Ed daily

to let me off on a suspended sentence.
He reckons | need suspending over the
side of a cliff by Kylie Minogue’s knicker
elastic! Charmin’, eh?

And still you lot send me your
mouldy old scribblings. Well, I've had
enough! | think two weeks in Skegness
would suit me down to the ground.
Plenty of ‘Kiss Me Quick’' hats and
soggy fish and chips. Luverly! Anyway,
I'm sure they’ll make me answer ya let-
ters while I'm packing, so send your wit,
wisdom and pics to: GUTTER SNIPE,
SEGA FORCE, Europress Impact,
Ludlow, Shropshire SY8 1JW. And |
ain't sending ya a postcard, so flop off!

Right, let's get to it, I've got suntan
lotion to buy. Can’t hang around 'ere
prattling to you lot...

Mario busters

Dear Gutter Snipe

Regarding the Sonic vs Mario war, I'd
just like to ask if you know the answer to
why everyone claims Mario games are bet-
ter than Sonic?

For a start Sonic's graphics are much
better, even than Super Maric Bros 4,
much more colourful — the backdrops are
brilliant!

Anyway, playability is where most peo-
ple say the Mario games come out top.
Why, | ask you? Sonic is not an absolute
doddle to complete and is just so addictive
that |, for one, go back for more — and I'm
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uses a bundle to
wipe his fat...

We normally get
loadsa pics of Sonic

sure others do too. Just because the Mario
games have lots more levels doesn't make
them better games.

Also, how can.the SEGA FORCE team
say that Sonic on the Master System is as
good as the Mega Drive version? What a
load of bobbins!

Before | go to demolish a few
Nintendos, |'ve a few questions:

1. What's the maximum memory in terms
of 'K’ that the Mega Drive can handle?

2. How will Super Kick Off on the MD differ
from the MS version? Will you be able to
save goals onto the cart?

3. Will Sonic 2 have a battery back-up
facility?

Chris Moore, Wednesfield, Wolverhampton

Grrrrrrl | visited Wednesfield once — it
was shut! Actually, Mr Pitt himself hails
from that neck of the woods and they
can "ave him back, thank-you very glad.

All this squabbling about that spiky
specimen and the Italian plumber. We
know who's best, don't we boys and
girls! (‘Yes, Uncle Gut' —All the under-
5s in the world).

The biggest cart seen to date is 12
Megabit (1536K). Streets Of Rage 2 will
be 16 Megabit (2048K), so make of that
what you will, sucker!

How will Super Kick Off differ? Well, it'll

giving Mario _urighi e

bruising, but it looks §

like we've got

another hero out |

there to do the dirty

work. Taz'll hit the 8

streets soon and
should have no

T
Italian plumber.,

We are holidaying in America this summer and my Sega-

mad son tells me

that all games over there are cheaper and

he should buy some. Could you tell me if the Mega Drive
carts in the USA are compatible with the consoles over hera?

Do the control

pads etc work too?

Barry Scott, Stanmore, Middlesex

Cripes! Listen to you,

Mr ain't Skegness

good enough for ya?! The closest |'ve ever been to
America’s when | got trapped in a waste paper basket in

McDonalds, Birm

ingham!

The majority of American carts are compatible. Make
sure you don't purchase a game that claims to be SCART
ONLY (like Speedball 2 or you'll be up Pooh Creek with-
out a toilet duck! The control pads etc are fine. Have a
nice day, cliché, cliché...

be on the Mega Drive. Itll be 16-bit. It')
cost a bit more and it'll be even greener!
(Sarcasm is the lowest form of wit —Ed.)
The game comes out in December, more
news around October/November time.

It's unlikely Sonic 2 will have a battery
back-up. Strewth! You lot aren’t half impa-
tient. Get on with ya revising!

Yo Gut!

Just thought I'd drop you a line and a
few questions. | love SEGA FORCE, much
better than Fro and Power. | own a Master
System and some well wicked games.
Please answer these questions:

1. Which company is the best at producing
MS games?

2. |s Kid Chameleon coming out on the
Master System or Game Gear?

3. Can you smash smug smelly
Mellerick's face in for me? Tell Pitt he's a
big wimp and tell Big Ed to do some
reviews.

Alex Day, Bearwood, West Midlands

Of course we're the best, we've been
endorsed by the Queen of Comedy her-
self, Mollie Sugden!

The company with the best track
record as far as MS games go is
TecMagik. Nikki Hemming, their very
important person, is a right little raver.
What she doesn't know about novelty
pencil erasers is nobody’s business!

Sega have no plans to release KC on
either the Master System or Game Gear
at the moment.

Paul Mellerick's face already resem-
bles a bitter and twisted pancake.
Adrian Pitt's built like Blackpool Tower,
s0 no messin’, and Big Ed intends to do
a few reviews when he's finished pok-
ing his Paul Mellerick voodoo doll!

{ We're such a caring magazine!!

Mistaken identity

Dear GS
-~ Whilst on holiday in Green Hill, | visited
a strange underwater labyrinth. During an
investigation of a slightly open window, |
observed what | thought was a certain
well-known plumber, holding an equally
well-known supersonic spikey mammal
suit.




en
Br-

ck
is

ry
BT.

ity

an
ar

ar,
lo

d
in

in

al

Upon questioning him, the somewhat
‘amiliar chubby, dungaree-clad service
ndustry worker, specialising in waler-pipes
and toilets of the blocked-up variety, gave
no comment. Suddenly, | realised my mis-
take, It was actually Bill, the local council
on call' plumber, carrying an Everton FC

So yet another poor
bast misses out on
SEGA FORCE! Get it
early or we'll get
even more pics like
this one from
Victoria Shoes!

strip with a gravy stain down the front!
Daniel ‘Sir Psycho Sexy’ Wilkinson, Leigh
PS Please accept my deepest apologies
for the above passage, which, funnily
enough, was based on an episode of that
famous Aussie tea-time soap, Neighbours.
PPS | don't really believe you exist, you're
just a gimmick. If you are for real, your
name's not Gutter Snipe.

PPFS (This is getting really, really stupid!)
Red Hot Chili Peppers is spelt with only
one ‘L". Get it right next time!

You lot are flickin' loopy, I'm sure of it
There are too many subliminal mes-
sages hidden in the text this month.
Loads of dark and sinister references to
that other company and its mascot.
Well, stop it right now, ya here?

Anyone who watches Neighbours
must be seriously deranged. Why's the
wallpaper always brown? Why do you
never see anyone go to the toilet? Why
are the pot plants better actors? It's
beyond me! Putting Romeo and Juliet
on a tandem is gimmicky.

That Mat fellow (one ‘t', or not one ‘t'
— that is the question?!) is an avid fan
of the aforementioned (big word!) spicy
band. All | can say is, | hate 'em. Now
get the ‘L’ outta my face!!

Dear Gut dude

There's a way of expanding your Mega
Drive, Wonder Mega or Giga Drive memo-
ry. My brain cells calculated the CPU can
generate exira Heriz power.

This is how it works. You see, my boy,
the mechanism of the infrastructure equals
the incompatible frequency of 0.3798, to
devise the hypotenuse over the structure
of the organisms, which form a CPU mag-
nitude of 1000 bits. So a 16-bit or 32-bit
machine can transfer to 1000 bits!

To expand your console’s memory, all
you have to do is take it to the top floor of
Telecom Tower and throw it out of the win-
dow. Then your 1000-bit machine is ready
for action, but has to be reassembled first.
Banico C, Hertz, Sega Land

Very funny! | bet ya thought ya had us
all goin' for a minute, eh? Everybody
knows it's the Empire State Building.
Get ya facts right, you sad man!

Amstrad agony aunt!

Dear Mr Snipe

Re the letter in Issue 5 regarding the
use of Amstrad colour monitors with the
Sega Master System. No probs! 've used
it for years, with much better pics than a
TV.

All you do is buy an Amstrad MP3 TV
Tuner and, as if by magic, your monitor is
a TV, into which an MS can be plugged! It
costs less than £20. Easy, ain't it?|
G Ballantyne (aged 53 and a bitl),
Brightlingsea, Essex

Get you, brain strain! Ever thought
about auditioning for Tomorrow's
World? Thanks for the advice, but
this is an elite club. Anyone aged
over 52 must be accompanied by an
adult! See ya!

Belly flop!
Dear Gut shot

I've decided to take a leaf out of a
famed rival's club magazine and in keeping
with their reader's policy of reviewing
everything that isn’t stapled to the floor, I'm
going to review my belly button fluff (snig-
gerl).

Presentation 32%: Can get a bit mucky
before bathtimes (ie, Novemberl),

Visuals 89%: Well, at least it's not one of
those horrible sticky-out ones!

Sonics 58%: Nowt! The odd rumbly spot
FX though!

Playability 78%: Okay until prodded with
cocktail sticks and used matches.
Lastability 92%: It's been there 24 years
s0 I'd say it was pretty long-lasting!
OVERALL 85%: Sadly not as cute as
Winona Ryder's — expect a great conver-
sion soon!

Just two gripes, my stiletto-wielding (or
should that be ‘wearing’) friend?!. BRING
BACK CLAIRE MORLEY! | know she
hasn't gone, but she was the best and
homiest reviewer! And stop inflating that
crudbag Anthony Stevens' ego, or is he
on the payroll?

Oh, and why does Marshal look like
Mario? Tell him to dye his hair blue and
get rid of that pervy moustache!

PJ Maybe, Headington, Oxford

| like my belly button fluff shaken, not
stirred.

| reckon that's a fairly accurate
review, although mine's slightly older
than yours. My fluff was used to wattle
and daub huts in the Dark Ages!

I'm sure Claire Morley would object
at being likened to a bullock. She
doesn't have horns! Flaring nostrils,
maybe — but no horns! You can
exchange Anthony Stevens for some-
one else if you like, as long as you keep
your receipt!

Marshal's just as cute as Mario, so
I'm told, and he’s got a greater collec-
tion of ballcocks! His moustache was
last seen doing 175mph on the Mé!
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Stevens living a lie

Dear Gut

| think it's time | made a confession. Alongside my Mega
Drive, | own a Super Nintendo! | know a lot of your reagers
consider the Super Nintendo to be the great white shark,
ase. Factually, the

with clever graphic

ready to swallow up the Mega D

chips

Sega owners should, however, 100K INwards 1or all the
reassurance they nead. Nintendo owners will ney
sample the delights of Sonic, 5
Phantasy Star Ill... need | go on?

have around a dozen games for the SNES and the Mega

Drive will have well over 150, officially available in the UK

As for me, | play my Mega Drive more than my SNES and
buy software more regularly. This week, for instance, | pur-
lent Holling Thunder 2 (another game

ar to!),

chased the ex
Nintendo cant answ
So for all Mega Drive owners and anyone considering
upgrading, Sega is calling all the shots ana has the machine
with which to fire them

Anthony Stevens, Southend-on-Sea, Essex

Well, if it ain't the world famous prize mzlon himself,
Bloomin' ‘eck, you can actually string more than one
sentence together! Are you sending me letters under a
female pseudonym? This girlie's writing looks remark-
ably like yours. Own up!

| wonder what SNES owners think of your comments.
We'll soon see whether any read SEGA FORCE when the
complaints come flooding in. Any chance of sending me
a mugshot? | wanna stick pins in it! Take care...

Not so Speedy-ball! okt
What the hell are Sega playing at? In Issue waiting
1, you reviewed Speedball 2. Where is it? | hot games to
understand that games get delayed but  come ouf? If ya
this is ridiculous! have, let us know
First it was due out in Feb, then March,  and we'll get the
then April. I've called Sega Europe and an  gen for ya! Ok?

incredibly ‘helpful’ chap informed me that
he didn't know when it would be out.
Please shift your arse and find out (now
there’s a challenge!). If you can't find any
answers (which wouldn't surprise mel), |
suggest SEGA FORCE send me the copy
they reviewed immediately. | trust this is
agreeable with you?
Neil Hughes, ACE, DFS, MFI, BAQ,
Crewe, Cheshire

OK, bright spark, what d'ya give me if |
manage to answer your question? Flop
all, | bet! Well, I've researched for ya, so
| expect your cheque soon.

First, there were problems convert-
ing Speedball 2 from SCART to PAL,
then the company who held the rights
to the game, Mirrorsoft, went bust dur-
ing the Robert Maxwell scandal, so the
game was never released.

Virgin now plan to put it on the
shelves in January 1993. So it looks as
though you'll have to wait just a little bit
longer, blimpo! This ain't Challenge
Anneka ya know!

Dear Gutter Snipe

I've a few questions, or points, or whas
ever to ask/make.
1. | think SEGA ‘fantastic’' FORCE is befier
than my actual Sega (well, almost!). ¢
mean, your mag's so ace compared to the
others. | won't mention 'em, they're not
worth itl Those ‘others’ are about as usefu
as a Nintendo mag! If your magazine fel
down a well, I'd jump after it. If | was in 2
house fire, | wouldn't leave without my
SEGA FORCE.
2. Why does everyone worry about that ran-
cid pile of horse manure, Paul Smellydick™
The one who claims he's the best games-
player in the country! Ha! Anyone can claim
that, even my second brother who ain't bom
yet could claim the crown. Please tell the
nerd what | think of him,
3. Whatever happened to your old, ye!
beloved Ed, Stuart Wynne?
4. Other mags claim to be the best in the
country. They just can't face facts — SEGA
FORCE RULES! | love every inch of it.
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What d'ya mean, Edwina? A name like that doesn't ‘curry’
favour in this section, lady!
Sit your son in a darkened room with old re-runs of
That's My Boy — he'll soon be cured. This mag's not at
all foul, alt Paul has been known to walk a
wart &
Then again, there is one thing | hate —  Joanne Alexander
ne very back page! That means my fave  obviously had very
«=ad's over for another month. Your mag's little to do one
nimprovablel! sunny affernnon, so
Paul Goodfellow, Glasgow she started
dreaming about
SEGA FORCE isn't just better than your PAUL MELLERICKI!
Sega, it's better than Battenburg cake, Sad oﬂ:uonl We dll
Bonnie Langford and Vileda Super our deepest
Mops!! I'm sure the plebheads on N- sylrr:hm and into the world, bring him down to see
FORCE won't be too chuffed to hear  hope she recovers us, perhaps Mat can borrow his
what you've said about Nintendo mags soon. Mind Pampers!
— but | agree! you, her rendition Stuart Wynne was escorted off the
That's a bit strong, your comments of Alcoholic the  premises by Chris Knight! Old Chrissy
about Paul Mellerick, but then rancid Hodgd.ois inﬁy Boy couldn’t live with the fact that Stu
siles of horse manure usually are quite  smart. Think I'll join  beat him in the 1992 Cornish Pasty-
strong!! When your little brother comes him...HIC!  Flinging Contest!

SWAP

will swap Donald Duck for World Class
Laaderboard, other games considerad.
Phone James on (0305) 834 727 (Game
Gaar)
Mega Drive games for swap, James Pond 2,
Quackshot, PGA, John Maddens, Fantasia
and more. Call Dan on (0B50) 353 484 after
spm
Swap Fantasia, Fatal Labyrinth and Streets )f
Rage for Fantasy Star 2 and 3. Phone (0842)
762 800 (East Anglia area)
Sega Mega Drive Exchange Clubl Swap four
carts for only £3, free membership. Loads of
carts ready to be exchanged. For more
details write to: The Mega Drive User Club, &
Raleigh Gdns, Stansfield, Littleborough,
Lancs, OL15 9PX. Please enclose SAE!

will swap my Mega Drive games for £4. Call
Meil on (021) 422 4158
Swap my James Pond for any other game,
and my Spider-Man for EA Hockey or Dasart
Strike. Ring Matthew on (0602) 278188

FOR SALE

Sega Master System for sale, including two
joypads, eight superb games, Golden Axe,
Wonderboy lIl, Super Monaco, etc all boxed
with instructions, excellent condition. Cost
naw £270+, bargain at only £170 ono. Tel:
Greg on (0BB4) 424236 after 4pm

For sale, NES with five games, two NES
Advantages, one Four Score. Tolal cost

£370. £200 ono wanted. Also Nintendo (Game
Boy with five games, carmying case,
Gamelight and bal pak. Cost £210, only £110
ono wanted. All in mint condition, Ted
(weekends) 0491 671 808

Mega Drive sale — £20 each, all as
new (UK) — Streets Of Rage, F22, Mercs,
Super Hang-On, Mickey Mouse (Jap) -
TecmoSoccer, Dick Tracy, Helffire (Jap) —
Adaptor £7 or free if buying all three games.
Call evenings, ask for Mark on (0634)
EEEETE. Why pay £35 when you can pay
E20

For sale, a Japanese Mega Drive. Plays UK,
US, Jap games, Includes joypad, PSU, plus
Road Rash. All boxed as new. Phane Paul on
(0983) 883771, evenings only

Mega Drive with five games, Rambo 3, Road
Rash, Eswat, Super Monaco, Altered Baast,
joypad, everything boxed, £200 ono. (081)
591 7049

Sega Master System Il, with two control
pads, and eight games. All instructions
included, worth £240, price £200. Tel: (0783)
782234

Electric Brain — The Ultimate Games
Console magazine (fanzine) around. Send
£1.50 for the latest issue, cheques payable to
‘Onn Lee'. Alternatively, sand a first class
stamp for a free back issue. Send to. 125
APTF‘!:IH Road, Bestwood, Nottingham NGS5

b

Mega Drive games for sale, top titles,
English, Road Rash, Buck Rogers, Desert

Strike, PGA Tour Golf. (081) 893 4786, £20
each. Also Master System for sale, includes
gun, joysticks, pads, adaptor. £75 ono. Also
Gear Master Converter £9

Sega Game Gear for sale with Master
System converter, PSU , Ninja Gaiden, still
boxed with receipt, four months old, £100 Tel:
Birmingham 477 3033,

Back issues for sale!l SEGA FORCE 4, Sega
Pro 2, 3, Sega Power B, perfect condition,
£3.50 each!! (0372) 720031

WANTED

| will pay £15 for a copy of ‘Commando’ on
the original Elite label, for a Sinclair ZX
Spectrum. If you have the thing, give John a
ring on (0543) 373175, After 6pm, pleasa
Game Gear games and accessories wanted,
will pay betwean £7 and £11 and negotiate
for accessories. Tel: (0472) 276658, and ask
for Martin

Sega Mega Drive and Master System games,
large or small collection or single games,
might also buy console if with good games.
Also wanted, Mega Drive instruction books
for Ghouls & Ghosts, SM Grand Prix,
Revenge - Shinobi, Strider, Mickey Mouse,
CQuackshot, pay £4 each. (0527) 32230
HELP! How do you play Populous? If you
know, write to 443 Tachbrook Road,
Whitnash, Leamington Spa, Warwickshire.
Much apprecialed

The drawist returns!

Hi Duck Sucker

Well, you asked for it! You said you
wanted more scribbles if | had time. Guess
what? | had the time! Question is, do you
have the energy?!!

It goes without saying that the pic of
Paul Mellerick was drawn after a long day
lying in the sun. As for the one of Sonic,
that's the price of fame and glamour for
you!

Now for the crawly bit! A certain other
magazine constantly promises to review
games in their next issue. It then doesn't
bother, giving no reason or excuse. | don't
know about you, but my crystal ball hasn't
been running on all four cylinders! At least
your mag gives an explanation if a previ-
ously advertised game isn't reviewed.
Keep dishing out the pure manure.

Joanne Alexander, County Antrim, N
Ireland

Thanks again for the pics. Any chance
of a date?!

Perhaps you'll knock Anthony
Stevens off his perch! Only mad dogs
and Englishmen stay out in the midday
sun. You must be a keen artist if ya
wanna draw Mellerick at high noon!

As for these promises the other mag
makes, well, our policy’s to keep you
informed as much as possible as to the
goings-on in the computer world. They
probably couldn’t tell ya how to make
an omelette. Bitch, bitch...

Tales from the dormitory

Your mag's great! At least a dozen other
people in my dormitory read my copy. No
joke! | like the way you review games, 'coz
you show a lot of screenshots. |'ve noticed
some of your reviews are FOUR pages
long! What an UNBELIEVABLE mag!

Nearly all my friends have Sega sys-
tems and they all buy your magazine.
Jonathan Murrism, Fleet, Hants

Oh yes, we all know what goes in dormi-
tories. Midnight feasts, cosy chats about
nuclear war and peg bags. | sometimes
find our mag unbelievable too! Did ya
know, if you wave the darn thing In
front of your face fairly rapidly, what
you actually have is a pretty nifty little
fan. Keep yourself cool in that hot and
sticky room of yours (oo-er missus!).

Sonic beater

Dear Mr Snipe

In Issue 4 of SEGA FORCE a person by
the name of Darren H from Boston, Lincs,
wanted to know if he was the first person to
finish Sonic on the Game Gear, which he
completed on the 25th of January.

Well I'd just like to say that he isn't the
first, because / completed the game in the
second week of December 1991/

Khuram Qayyum, Edinburgh

Bully for you, mush for brains. / fin-
ished Sonic the moment | got it outta
the box. | use it as a poop scoop for my
gerbil, Boris. Handy, eh?
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YOU WANT EVEN
MORE SCORCHING
COVER GIFTS?
YOU'VE GOT "EM!
|

a,'!'j-i_-f-; You've heard of the X-Men, now

- meet the amazing, X—citing
X-Mutants. The Black Marshal
brings you the exclusive hot
from the States!

Catch all the Domark Game Gear
reviews: Klax, Popils, Paperboy
and loads besides!

Amazing compos, More game
action than you can handle and
the exclusive Xpress Card Page!

Get Sega serious and get hold of
the flickin' brilliant Issue 9, on
sale from August 13!
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Remember that all-important phrase we set you 1o finish off? Lip
for grabs was a brilkant Game Gear and TV Tuner, as wed a3
maga Champilons of Europe carts and a UEFA goodia bag,
thanks to the luscious Nikki Hamming al Tecmagik!

Tha SEGA FORCE team spant many a late night studying your
varsas, quips and downright obscaniiies and finally comea up with
fhe followang list:

The dlassy winning entry comes from David Lightfoot of
Watermill Cloge, Ham, Richimond, who dalicately finishad off the
phrase lika this:

| wanna stay tuned to the UEFA Cup with SEGA FORCE and
Tecmagik because... Undle Edgar Farts A lof during foofhall

maichas, 80 I'd ke to walch | if MYy own [eml

Wol a classic, ah?| Anyway, David's a lucky littke bleader 'cos he
walks off with the Game Gear, TV Tuner, Champions Of Europe
carl AND the special Tecmagik goodse bag.

Mow for the runners-up, who aach get the foolie carl on the
farmat of thalr cholce. They ware:

Tim Holman of Watchfisld, Swindon, who proudly announced. ..
‘The BBC have Jimmy Hill and ITV have those bloody yawn,
yawn adverts!' Too trusdl

Kevin Wain of Huddersfield, Yorkshire wani for the wordplay
with his clever.., ‘If England step their Gama up a Gear, itll Tec-
a-Mapik Force o beat our Taylor-made team/

Wit was Mr J McGhee of Bowthorpe, Norwich, with a very
clever little slogan. .. ‘Socoer Enthusiasm, Goals Abounding,
Football Officials Realy Commanding, Enengetic Action Nobly
Demanding, The Eurapean Champions Meaans A Game I'm
Commandingl' Gat it Too smart by haft!

Moving on, we had another touching entry from Gareth Jones of
Camberiey, Surmay, who suggested... ‘Every four years | watch
it on telly, drink lager, eat chips and get a fat bally! And shout En-
gar-land |

Last up in the runners-up batch was anothar varsa, this tme from
Tony Dennison of Leeds, whose catchy line wenl... ‘Tecmagik,
Champs at \echnical know-how, SEGA FORCE scores with
informative show-how, Pul logether, what a dream, UEFA,
parfect winning team.'

That's yar kot, though we've gotta mention Gavin Jackson of
Crossgates, Leads, who obviously spant a helluva time thinking
about his answer before coming up with the brilliant, ‘| wanna
stay tunad 1o the UEFA Cup with SEGA FORCE and Tecmagik
because... | wanna win a Gama Gaar!

Nica fry, Gavinl You're cerainly not getting a Game Gear jor
that, thowgh wa might sand you something in tha post for your
nervall Cheeky gitt

EuroDisney Winners

Coo, it was just like bingal Phoning up the SEGA FORCE
Disney Hotline to sea i yours was ona of thosa lucky, lucky
numbers. It's ime 1o be greenar than green with anvy, ‘cos the
winners of that big, BIG tamily holiday to EuroDisney are Paul
and David Spencer, of Ramsey in Hants. Thoss lucky
bleedars! (Well, thara had to e more 1o Ramsey than
Naighbows, didn't thara?l)

The leading runnars-up, who'll receive maga goodias like
joypads, gamas, cheat books and loadsa other things, are {very
vary desp breath):

Ross Mackay, Hamilton, Lanarkshire; Jambe Smurthwaite,

Wast Wickham, Kent: C Smithwalte. Beckenham, Kenl: Robert

Runfitt, Jersey, Channel Islands; Darmen McCone, Torrance,
Glasgow; Mr Kikkby, Eastbourne, East Sussex; Willlam Lioyd
Baker, Hardwicke, Gloucestar; Kate Hancock, Chastarfiakd,
Derbys; Tomy Smirthwaite, Swanbay, Kent: A Mackay, Lybster,
Calthness; Peter L Clark, East Bridgaford, Mottiingharm; Mark
Herron, Falixstows, Suffolk; Fred Blunden, Wokingham,
Barkshire: Gary Doodsan, Tintwistla, Hadfield, Hyde; Carl
Jebaon, Wesion Super Mare, Avon; Jackie Brown, Wigan,
Lancs: Karen Shortweite, Croydon, Surray; Matthew Rhys
Jones, Barrow in Fumess, Cumbria; Tim Balley, Maldon, Essax;
Lee Goodey, Morwich, Norfolk; Paul Cralg. Dumbarionshire,
E'uxﬂland D Morgan, Braintres, Essex; Billy Keanady, Dundes,

Scotland: Andrew Blackmore, Bounamouth, Dorsaed; Mr R
Osman, Reading, Barkshire; Daniel Lyons, Feltham, Middx;
Claire Macintyre, Newquay, Comwall; Martin Armsirong,
Bofhwell, Glasgow; kan Todd, Wolvercote, Owiord; Jay
Myerscough, Maghull, Liverpool; Martin Murray, Lambath
Road, Kennington; James Preston, Wymondham, Norolk; Nick
Claydon, Sandy, Bads, Phillp Martin, Wimbourna, Dorsat;
Stephen Scott. inverurie, Aberdeenshire; Mark Putl, Bude,
Cormwall: kan Lewis, Nr Redruth, Cormwall; S Walsh, Fomes,
Morayshire; M Price, East Wiotherng, West Sussex; A Russell,
Folkestona, Kent; S Holton, Great Barr, Birmingham, CM
Stanfledd, Orford; C Myles, Hinckley, Leics; C Rising, Curzon
Fark, Chaster; Edward and Jeremy Allen, Wast Runion,
Cromer; C McKenny, Newquay, Comwall, Jamie Playtord,
Morwich, Norfolk: T Anglish, Chwyd, North Walas, Mr Robinson,
East Wesham; R Dunleavey, Erdinglon, Birmingham, Martin
Zebelys, Eccles, Manchastar; Gary Pldgeon, Raynas Park
Londan: Michele Morton, West Park, Mottingham; M Gregory,
Hindlay, Wigan; Kevin Cheung, New Moston, Manchester,
Jenny Ball, Wimbledon Chase, Sumey, John Dunnion,
Clarksion, Glasgow; 5 Brown, Hornchurch, Essex; Mr A
Griffith, Whitstable, Kent; David Phipps, Hatfield, Herts; PJ
Hope, Banbury, Owon; G Catheart, Dundes, Scotland; J Brace,
Aston, Birmingham; Thomas Thorogood, Elkham, London;
Domenico Orisdando, Banbuwry, Cxon; Paul Dean, Hoddasdon,
Herts: James Fullord, Tunbridge Wells, Keni; R Tharle

Litthefarmpion, Sussex; Glen Urquhbart, Edinburgh; K Davies
Winteringham, Scunthaorpa, HS Osman, Enfisld, Middles
Robert Walker, Boyma, Lincs; Taminder Sangha,
Midlands; J Hodgkinason, Horshey Woodhousa, Darbry,
Marie Grean, Dudlay, Wasl Midiands; Harry Keaney, Cranh
Glasgow; Carole Kraska, Middlesborough, Cleveland; Mare
Vigliotta, Pentyrch, Cardiff, S Stevenson, Swanwick,
Darbyshire; Alan Muir, Maryhill, Glasgow; Kedth Denny,
Droylesdan, Manchester; J Meaties, Co Londondarry; T Syloes
Balton, Lancs; Oliver Woods, Stowmarket, Suffollk; Wayna
Pollard, Boughton, Chester; Robert Lacey, Ipswich, Suffolk; N
Lucas, Skelmarsdale, Lancs; James Walsh, Aberdeen
Zcotiand; JP Sparrow, East Barmel, Hers, Gerard Balchelor
Omagh, Co Tyrone; Dean Clarke, Stevenage, Herts; Mark
Clare, Stovenage, Hens, Justin Woolard, Fleggburgh, Gi
Yarmouth; Simon Andrews. Spean Bridge, Invemess Shire; S
Martin, Nr Famiam, Sumey; Adam Fresman, Anlaby Park, Hu
Gary Riseborough, South Shields, Tyne & Wear, Anthony
Cralg, Kings Park, Glasgow; Robert Mobb, Warwick; Ozzie
Suleyman, Enfiald, Middlesax; Mr G Cox, Crabbs Cross
Redditich; Christopher Hill, Newquay, Cormwall, Richard Smith
Blatchaley, Milton Keynes; Stuart Murray, Aberdeen, Scotland
Hicholas Mumford, Bury, Lancs; Mr B Guy, Baxley, Kant;
Adam Lach Szyrma, Kingsbury, London. Matthew King,
Walling, Kant; Paul Yeomans, Morwich, Noriolk; Andy Stone
Brislingion, Bristol; Daniel Woolhouse, Messingham,
Scunthorpe; C Yates, Ashion U Lyne, Lancs; Faisal Zargar,
Kings Heath, Birmingham; Martin Mewing, Brighton, East
Sussax, Christopher Varley, Ackworth, Pontefract; Matthew
Symonds, Bury 5t Edmunds, Sutfolk; Matthew Loking, Church
Hill, Redditch; Oliver Gutridge, Havant, Hants, 5 Barker,
Aspatria, Carfisle; lan Sneddon, Macclesfield, Cheshire; CK
Ryan, Roshampton, London; Dominic Kluth, Taunton,
Somarest: CS Moare, Kiddarminstar, Worcs; Paul Maorris,
Mawport Pagnall, Milten Keynaes, Paul Sullivan, Basildon,
Essax: Tom Daane, Camberey, Sumey; R Thomas, Soliull,
Wast Midlands: lan James, Leicastar; G Wilshire, Chippanham
Willz: Michael Coates, Hailey, Nr Witney; Gavin Cluss,
Bridgend, Mid Glamorgan; Mark Smith, Blatchiey, Milton
Kaynes, Daniel Aratat, Winkfield, Barkshire; Terry Watson
Bushey Haath, Herts; Marrinder Singh, Middlesboraugh
Clevaland; Joy Cole, Sifingbourna, Kent; Gawvin Boddy,
Goldthom Pk Estate, Wolverhampion; Daniel Bennett, Exater
Devon; Lee Towersey, East Bedfort, Faltham; Carl Wrailth,
Doncaster, South Yorkshire; John P Carmen, Chariton, London
D Mitchell, Heckmondwick, W Yorkshire; Ad White, Dover
Kent: Adam Lee, Gosporl, Hants; Paul Joyce, Stepnay, London
Phil Alcock, Worsley, Manchester; James Morley, Southand-
on-Sea, Essex; Claire Bowell, Sedgebamow, Nr Evasham;
Matthew Huntbatch, Preston, Lancs; Johnny Ho, Carshalton
Surrey; Bradiey Aldred, Pemberton Gardens, London; Michael
Fawcatl, Fareham, Hanis; Andrew Macdonald, Leigh, Lancs
Kevin Ottey, Ihstock, Leics; Leon Mills, e Gravasend, Kant;
Christlan Wall, Andover, Hants; J Armaworth, Fanham, Surmey
Chris Morton, Southend-an-Sea, Essax; Ross Nellson,
Lymington, Hants: C Mortan, Pymoor, Ely; Mr 5J Howitt, Nr
Chippenharn, Wilts; Nicholas Sneddon, Macclestield, Chashire
JB Murrish, Flast, Hanis; Grant Herbertson, Harraby, Carlisle;
RC Parkin, Sheffield, South Yorkshire, Gerard McKeoun, Co
Derry, M Iraland; Damian Williams, Panmachno, Gwynedd;
Grant Windebank, Portismouth, Hanis; Matt Flald, Sydenbam,
Landon: Mr BA Wilson, Wheatley, Doncaster, Mark Harrison,
Lipgate, Poringland; B Johnston. Edinburgh; Michael Duncan,
Balast: lan Dunn, Wolvarhampion, West Mids; Jamie Bell,
Corgtophing, Edinburgh; Peter Clark, Watar Orion, Birmingham
Peter Smith, Scotstoun, Glasgow; Mr L Bridger, Rainham,
ge6x; Mrs HJ Cook, Webwyn Ganden City, Harts; Thomas
Doyle, Dunfermiing, Fife; Robert Crowe, Poole, Dorsel. Andrew
Whitiaker, Shaffield, Wickham: Matthew Dowda, MNr Blacklay,
Manchastar: Les Crozier, Bracknall, Berkshire; Richard Dates
Plymouth, Devon; Lee Bishop, Chippanharn, Wilishire; Ben
Wingrove, Dartford, Kant; Mark Shrimplon, Laigh-on-5aa
Essax; P Sage, Grays, Essax; L Bridger, Grays. Essex; David
Burridge, Wellingborough, Northants; Jonathan Saddler
Cwmbran, Gwent: Mr J Miranda, Chadwall Heath, Essex; Mr S
Jonaes, Lulon, Beds; Andrew Simpson, Clifion Lana,
Mottingham; David Barlow, Shelton, Sioke-on-Trent; P Pelch
Kandal, Curnibria; Mark Williams, Lydiate, Livarpool; Glenn
Henderson, Greal Yarmouth, Morfoll; Mr Osbaorme, Finghon,
Harelordshire; Andrew Whittaker, Hanley, Stoke-on-Trent, CA
Winslow, Badiord, Bads; RB Winslow, Badiord, Beds. Gearge
Smith, Graat Yarmouth; Paul Bell, Chopwell, Newcaste, Sarah
Southern, Oidham, Lancashire, Andrew Gollop, Deal, Kant; lan
Forsyth, Spean Bridge, Highland; Toby Service, Great
Bardfield, Essax; Terry Jones, Oron Goldhay, Patarborough; P
Borbutt, Hull, Morth Humberside; D Richardson, Blackley
Manchaster; David Derbyshira, Haalon Chapal, Cheshing,
Lynda Partington, Portland Rise, London; Jason Hall,
Edinburgh; Mark Kraska. Middlasborough, Cleveland, Deborah
Hill, Skelmersdabe, Lancashire; Richard Memurray, Chiaada
Hulme, Chashire; Peter Baker, Brockenhurst, Hants; David Lee
Haxam, Morfhumbarand; Gary Higgins, Tenbury Wells, Worcs;
Willlam Smoerthwaite, Croydon, Surrey, Kay Bridger, Grays,
Essax; Duncan Sinclalr, Ely, Cambs; Duncan Gréen, LJuorm,
Leics; Mr P Sage, Rainham, Kent; Sega Winner, Edgware,
Middlesex; Robert Tegg. Wrecclesham, Famhbam; David
Morga, Bracon, Powys; Mick Atkin, Weston Hills, Spalding
Gordon Keogan, Rowlands Gill, Tyne & Wear, Andrew Rudd
Morwich, Morfolk; Martin Keown, Birkenhead, Mersayside,
Douglas MacQueen, Edinburgh; and vary finally, Duncan
Crofts, Caithness, Scotland.
[Phaw! After sorting through that kot | think Il go and e in a
darkaned room with a small bowl of raspberry blancmanga —
Prod Ed.)

Right, off you go and try This month's cOmMPos. You Never know,
yOu may get your mitts on Somé maga prizes for your froubles|




SALES HOTLINE
OoO81-47 1 —48 10

MEGADRIVE GAMEBOY

YOSHI'£18 GAMEBOY
MEGADRIVE GAME OF THE MONTH CHUCK ROCK £38 GAME OR THE MONTH

VISA
-

West

£35.00

Devilish

£34.00

- Krusty's Fun House HDO'I £19.50
T Steel Empire £34.00 Fighting Masters £34.00 i
Mystical Fighter £34.00 Tour Golf £3400 Hudson Hawk £19.50
kes, Arch Rivals ol m% #nrdan Vs Hnl'rd _ ggg Terminator Il £19.50
: 20.Robinson Supreme wo Crude Dudes v :
b Tasmanian Duv';I £34.50 . Sports Talk Baseball £40.00 :::::;iﬁ:;"mm gg :g
= Lemmings £35.00 Bulls Vs 'Lakers £38.00 _ X
: Splatterhouse I £36.00.Corporation /Caty- Faperboy. 2 £23.50
Hul, Warrior of Rome || £40.00. _Zero Wing Call-{ Pitfighter £24.50
| Buck Rogers £34.00 . Terminator Call '-Famhall zuuu £23.50
" EANockey £3200 Batman & £34.00 '
- ockey ! atman .
ALLTHE FOLLOWING GAMES ARE £25 EACH MASTER SYSTEM
- GHOULS & GHOSTS JOE MONTANA FOOTBALL yschoFox £19.00
' BONANZA BROS Ghnuts n Ghosts £19.00
o DECAP ATTACK PALE&E;&E&%%TEE; b Super Monaco GP £19.00
FATAL LABARYNTH SONIC Joe Montana £19
. Paperboy £19
. S.N.E.S. UK to USA Adaptor £20 Rty £23

KRUSTY'S SUPER FUN'HOUSE'£40 SNES GAME OF THE MONTH ALL PRICES INC VAT, ALL
e, Lemmings £40.00 CastleVanialV £39.50 o lﬁﬂﬂfﬁsﬁ.; £ ‘é:ouﬂu.
i Sim C £38.00 Mystical Ninja £41.00 + =9,
ot Contra Il £40.00 Zelda Il £43,00 CONSOLES + £7.50
o Final Fight £38.00 Super Battletank £43.00 081-471-4810
n, Joe & Mac £38.00 Addams Family £43.00 { 10 L!HEQ]
- Smash TV £38.00---F1 Exhaust Heat £43.00 '
3 Home Alone £39.50 StreetFigher i Call '
g Smart Ball £39.50 Turtles in Time IV Call
v Extra Innings £39.50 - PGA Tour Golf Call
s, WWF Wrestling £39.50  Thunder Spirits £41.00
« Top Gear £40.00 Actraiser Call
E UN Squadron £39.50 _Soul Blazer Call
an. Rival Turf £39.50 Super Aleste Call
am Ghouls n Ghosts £39.50 Faubmﬁ 2000 £43.00

N IF YOU DON'T SEE THE GAMES YOU WANT CALL &

GAMEGEAR | HARDWARE

GAMEGEAR GAME OF THE
Super NES + Game £144.95

MDNTHE%FI[J_EHMAN £26

Gameboy + Game  £65.00
P NQ M Megadrive + Game £120.00
Axe Battler ,
Castle of lllusion & Gamegear + Game £120.00 AR
rah S
B R R R T 1
0 ¥ ORDER FORM N @
: EITHER 1...CALLON 081-471 4810 (10 LINES) NAME Mr/Mrs/Miss
¥ jOR 2...FILLTHIS IN ADDRESS
: GAME PRICE | P&P| TOTAL .
: POSTCODE :
] | PHONE i
| C/CARD ,
o ! GRAND TOTAL £ EXPIRY DATE i
: SIGNATURE :
:

Please make cheques & Postal Orders out to ZONETEC LTD
l Send order to: IDHETEC LTD, DEVER HOUSE, 764 BARKING ROAD, LONDON E13



'MAIL ORDER HOTLINES
o 081-741 9050 | '~ | = 0708 736663

FOR
FREE

| FREE 1st CLASS POST EX o = SAME DAY DESPATCH

PHONE NOW

COMPUTER GAMES
309 GOLDHAWK ROAD SPECIAL OFFER | SPECIAL OFFER | SPECIAL OFFER
LONDON W12 BEZ r - e "
® 081-741 9050 10am - Bpm e ) ; m‘ﬂ WARDNER : . S
RETAIL SALES AND MAIL ORDER At | Do 4 : TR
MIDDLESEX | B
314 NORTHOLT RD ; il waleo e :
STH HARROW
£2499 £29.99 £24.99 |£24.99 £2499 £24.99| £24.99 £27.99 E27.99
MIDDLESEX HA2 BEE e .
ma Mail Order  Used | Mame Mail Order  Used | Mame Mail Order  Used Order Wand
ar 081 423 0933 JAP ADAPTOR 099 | FAERYTALE 3499 1798 | SPIDEAMAN 3499 2499 CONTHOL PAD e
7 DAYS 10am - 10pm MASTER E&””EHTEH 93@ FANTASIA 3498 1898 | STAR CONTROL M09 2499 LIGHT PHASER 9.
SCART L g ATAL LABYRSNTH 2699 1699 | STARFLIGHT M0 2299 R : :
M D H TH E H N | H E Ln- “ D SEGA JOVPAD B89 | FATAL REWIND 3499 2490 ETI'J'HMI.U‘H['I 3468 2409 ﬁ'r:':.rria'.ﬂf. DUCK . 3850 198
660 ATTACK 5UB 34989 2499 | FIGHTING MASTERS 3499 2499 | STREET SMART ... .. 3 M4 EHDUAD AAGER Qe T
ABRAHMS BATTLE TANK 1499 2499 | FIRE SHARK 2989 19896 | STREETS OF RAGE 383 2409 ESWAT dEhE 06
THE TAPE DECK AFTERBURNER 2 2pa 2299 | FORGOTTEN WORLDS 2999 1998 | STRIDER 799 2799 COULE T T | e i
ALEX KIDD IN ENCHANTED 2699 1999 | GAIN GROUND 1999 1999 | SUPER HANG ON 88 1999 GOLDEN AXE s 26g0e 189
5 DOBBIN ST ALIEN STORM 99 2299 | GALAXY FORACE 2 3499 2499 | SUPER HYGLIDE 300 Pa09 GOLDEN AXE WARRIOH rane 166
ARMAGH BT6G1 7Q0Q ALISIA DRAGOON 3499 2409 | GHOSTBUSTERS 2000 1000 | SUPER LEAGUE BASEBALL 2000 1999 r e ey T
= 0361 527520 ALTERED BEAST 2089 999 | GOLDEN AXE 2 Mus Bebe | SUPER OFF ROAD 34.99 2499 . vy 08 3188
T 4459 249 i . 34 495 | SUPER REAL BASKETBAL 2000 299 A 098 7
GPEH Hﬂ" EiT g uu 5 3'} ARMOLD PALMER GOLF oot GYNOUG 4099 2498 SUPFER THIMNDERBLADE A 20809 1704 1:III-':H.G.|‘||_1N SICHLF o0 B 11%
2 5 .00am - 5.30pm ::?UWHASH 2009 1998 HARD DRIVING 3499 2499 | SUPER VOLLEYBALL 2099 1999 e Ly uE =
ALIVE...... l HFDEALL 3499 2490 | SWOARD OF SCOAN 499 19.09 4 ; ] i
u:ﬂliﬂ;;ﬂ?g;m HOTLINE ATOMIC ROBOIID 399 1999 | HEAVY NOVA 36 2996 | SWOAD OF VERMILLION 4490 2499 PEYCHO FON a0 1ewe
H 2489 | HELLFI F\ea 1994 A TYPE 2B59 18
BATTLE suy;.r;tmw 3499 19.99 Hl;Fl.?ﬁl'“: ZWE 2099 1498 | ¢124 99 RAMBO 3 26 :; -t
EUSEEK BATTLEMASTE 2889 2289 | WSECTOR X 2999 1999 ; SLIP OMACE P : 19 5%
BEAST WRESTLER 4493 2989 | ISHIDO 1999 1499 i ettt Vi .
JAMES POND 3409 2490
GAMES VILLE JEWEL MASTER 2999 1999 Incl
1F:! 5 3
18 SPRINGFIELD RD JE MONTANAZ SPORTS TALK 34 1999 el
LEY JOHN MADDEN F / BALL 409 2499 :
JORDAN VS BIRD 1499 2499 Walued
W. SUSSEX RH10 BAD Kk GE Kl 400 2499 up fo £34.99
& 0293 541953 ::n CHAMELEOMN g;.gg 24 09
MGS BOUNTY 89 1999 | gyp OF vALIS 3499 2499
OPEN 7 DAY 10am - Tpm & o fﬂﬁqﬂ P 046 2488 | TASK FORCE HARRIER 3499 2499
! A WS CELTIC M08 208 CHNOE
~ st N T 3409 2493 | TECHNOCOP 499 2408
LAKESIDE, ESSEX o IRt 1,151 MADHESS 49 249 | ToNDERFORCE 2 7298 1999
: 9 £34.99 | mancLemuxiCenaCKEY . 34 2499 | THUNDER EGRCE 3 2090 2499
THATZ ENTERTAINMENT MalOrder Uned | MARVELLAND gt P e T
u 619 ON BUILDIN DA LS. N TOMMY LASORDA BASERALL .. 2998 10.89
LAKESIDE SHOPPING CENTRE BUCK RODGERS ; 790 2799 mﬁ'&ﬂf‘_ paee ::?Iﬂ ;EJE';E E Bg gg
WEST THURROCK, GRAYS BUDOKAN 3490 1999 - 998 1999 ;
BURNING FORCE 2090 1099 TRAUXTON 2999 1999
& 0708 890800 9.30am - 8pm CALIBA 50 490 2490 TURRICAN 2099 1089 '
RETAIL SALES CALIFORNIA GAMES M99 2499 : L-:::m EEE:T:‘ Eﬁ EEEE Name oy A4 Order  Uses
L .- k= t wARAE GEAF WSO LIRM 58 545
iy Ae 18 [IREIRl o cniceowoss  um a | | SEdEmasRans 88
ROMFORD, ESSEX CRAACKDOWN 2999 19.99 R Bl N uw GAME GEAR RECHARGER | 24 3
EFIDCE-EFIF;E 1499 2499 | , _® GAME GEAR T TUNER &0 5%
YBERBALL 2995 1498 i —— 4| 0 ; 1459
THAT'Z ENTERTAINMENT 5 B0V 2 139 | £99.99 £29.99 £34.99 £34.99 CAR ADAPTOS &5
UNIT 33-34 ﬁ?g}g-"«_ﬂ'kg“ ﬁﬁ égﬁ . N o MAINE ADAPTOR =
' 1 SVILIL LAl A L
ROMFORD SHOPPING HALL DICK TRACY S e e | N VODE MASTER. pg 1AM
MARKET PLAC'E' ROMFORD Emﬂprn K ?—g ﬁ ? # | MICKEY MOUSE .. : Was 2499 AXE BATTLER . 3299 1089
ESSEX RM1 3AB T E DUKE 2959 1999 | MIONIGHT RESISTANCE M98 2499 BASERALL 2299 1988
A s 2059 1992 | MIGHT AND MAGIC g9 3299 BONALD DLCK i e
= 0708 744338 9am - Spm M | ME OITXA FOWER P /BALL 3498 24%3 | ARCADE POWER STICK gi in
S PACMAN 2995 1999 FACTORY PAMNIC I8 100
RETAIL SALES MYSTIC DEFENDER 2099 1499 | e s PANTARY ZONE 2288 1080
ONSLAUGHT 00 1090 | SARRd M08 oY iy L
WEMBLEY STADIUM ® u90 2499 | WEENSITOR nowie 110 oaos | | Sotsenmee i soa 1ass
PACMARNLA 400 24890 e -_ By 2 HALEYD WaAR Pl 1 5
WARSOMG 309 2999 HIE AW WE B
PAPERBLYY 389 2499 | WuERE I TIME IS SAM DIEGD . 3960 2099 GE MACNT AR, AP Sioe 1088
COMPUTER GAMES - Ep.T F|_|'|}E'-|' BASKETBALL Maaa 24896 WHIP ALISH =K : iﬁl.!:i'il 1995 '||| B[ .mrﬁ'.ﬂ'l (RN F e gﬁ :EE
WEMBLEY STADIUM MARKET HANTASY STAR 3 1499 7999 | WINGSOF WOR am 2499 | | NCECENGEN" i laue
5”"“‘? 1uﬂ 2 PHAM D#.Eﬁ'r' STAR O 4489 e WINTER CHALLENGE 34899 2499 g”'r A GA J {_:; :; }::
m - £pm WE PAY PHEL) 2000 1999 | WAl RFREAS 2009 1999 NGO T
PITFIGHTER 899 2089 ; : - . i : by
I . WHDEHEG?. I MUH'.'J”‘H WHH -] |':||:h Hg.g FPHY SCHID WORLD | 7848 14 S5
RETAIL SALES PO ULLLS 3499 2498 | WORLD CHAMPIONSHIF SOCCER2099 1999 L Y -
POSAERBALL 68 pMaG SR 2408 1999
H P 2409 dgn | WORLD CUP ITALIA 90 2609 1999 ELIDER z2pa 1898
“[IHTH LONDON AAIDEN 599 WRESTLEWAR 2059 X294 SOLITAIRE POSER 200 1099
RAMBO 3 2699 1599 | Y53 e 99 | | 2o0IS THE HECOEROD fab 1om
3 xz
V-COM. CENTRE = RASTAN SAGA 2 Seoe 1890 | ZANY GOLF 2099 1999 EPOERAAN —y
ZOA 2853 190949 SUPER HIGK OFF F2 B B30
= = Ir . 1
675 HOLLOWAY RD iyl e oa 5799 Suren mONACO 1786 1488
F |- 4 Ly L} 1
LﬂH DDH H"! EEE A HY u F Yﬂu H Eg:ﬁﬂﬁTEﬂ?]Fn - ﬁ% 24,99 WHODY POP L] Iiﬁ
3 THUME 29.8549
= 071 281 8067 Ermﬁw [E:LI:AE.TEHE- 29.99 ~3.9~3 F
SHADDW DAMCER 20800 R
7 DAYS 12am - 9pm SHADOW OF THE BREAST agog 2409 HASTEH EEAH W|uE EHH
SHIMING IM THE DARKNESS 4455 3489 MllFTI]H
ROMFORD, ESSEX SLAUGHTER SPORTS .. WS 2959 £9.99
SOL DEACE TR 4489 2059 519 ﬂﬂ .
THAT'Z ENTERTAINMENT GAMES, i v+ 1 s menrmenn |
. d . 5 mas qle aily fos
6 MORAY WAY a SPACE INVADERS 11 2080 1948 games 1o be played on Easy A
ROMFORD £29.99 £29.99 £34.99 ihe game gear
ESSEX RM1 4YD
= 0708 736663 9am - Tpm N
MAIL ORDER ONLY
pR1-850 0000 A WARN I NG A
£1 i e YOU’LL BE CRAZY TO BUY YOUR GAMES ELSEWHERE
VO ER WE RESERVE THE RIGHT TO CHANGE PRICES WITHOUT NOTIFICATION E&OE.
U H ALL SHOPS ARE INDEPEMDENT. SHOP PRICES MAY VARY.
- il —




