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FREE MEGA-CD
SUPPLEMENT

Our FREE 16 page pull-out mag reveals the
innovations planned for the Mega-CD in the UK.

TECH SPEC 44
We take the top off the Mega-CD and

show you how it works.

SHINY HAPPY PEOPLE 1D
Meet the CD development team at

Psygnosis and find out what they really think.

DRACULA

The game of Francis Ford Coppola’s
lavish movie is simply stunning!

MICROCOSM

An incredible journey through the @
human body.

ROAD AVENGER [ 50

Following in the tradition of Cobra
Command and Time Gal. But is it as good?

AFTER BURNER IiI D

You've been waiting for it with bated
breath. So get ready to take the controls.

Cut out that trip to the newsagents and get a
discount on your copies of MAG.

@O YERWAY I

HMV in Leicester takes the stage this
month as we canvas punters’ opinions.

TIPS | 68

Dave strikes again with a gamut of cheats, Replay
and Game Genie codes. Included this month are
Lotus, Taz-Mania, Terminator 2, Team USA
Basketball and many more.

TMEEA FILE

Six pages featuring reviews of over 250 Mega

Drive games. Now that’s a lot of games to
choose from!

MEGA PHONE €XP

A patience-busting three pages full of the
illegible drivel of ‘the public’ and our acid-sharp
replies — it's easy when you've got the last word!

CLASSIEEDE €I

Tired of your little sister? Can’t afford the game
you wanted? Our classifieds are the answer.

ECCO THE DOLPHIN

MICKEY AND DONALD

SHADOW OF THE BEAST Il

TERMINATOR 2
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AFTER BURNER III.................54
ANDRE AGASSI TENNIS........32
ANOTHER WORLD.................28
ARIEL: THE MERMADD ...........40
CHAMPIONSHIP PRO-AM.....16

DRACULA ....cccoueecceeccccccccceees 48
ECCO...ccccucinncccncccecccceccceesseec 38
MEGA-lo-MANIA..........cccccc...2b
MICK AND MACK.....cccceecceeeeel2

MICROCOSM.....cccceeeeeccccecess 49
MICRO MACHINES................34
MUHAMMAD ALI BOXING ....36
OUTLANDER.......cccccceeueeeceee..O4
PUGSY ..cccoeeceecccecceccsecseesecsesl8

ROAD AVENGER...................50
SUPER BATTLETANK ............22
TALESPIN ..........cccceeeeeccencee... 40
THE GREAT WALDO..............20
WIZZY AND LIZZY ....cccoeeeeee..

] Mick and
Mack: Global § |
Gladiators
on a mission

Win a Mega Drive/Game Gear
and five games with Virgin!
Mick and Mack is ace so
celebrate by entering this
mega compo on page 63.

Mick and Mack:
Global Gladiators

A fast-moving, slime-covered
platform gob-smacker. It
looks like Virgin has a winner
on its hands. Read all about
it on page 12.

What are
you waiting
for?
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John brings you exclusive
news from the CES at Las
Vegas — it’s a hard life!

oming up on the Mega-CD in time for the UK

release is a conversion of the Super Nintendo

version of Hook. In addition to the wonderful
graphics of the original, this new platform/beat’em-up
will include a number of digitized sequences from the
Stephen Spielberg film as well as an awesome orchestral
soundtrack.

Sources at Sony Imagesoft inform us that soon after
the CD launch of the game there are also plans to
unleash a cart based product which will be a “bare
bones” version of the game without all the fancy
animations and music.

WAYNE'’S WORLD

Wayne’s World, Wayne’s World, party
time, excellent. It's taken a while but the
awesome Wayne and Garth have finally
made it across to a game.

Playing the part of Wayne, you must
explore a series of huge scrolling levels
as you search for your ever faithful pal
Garth who’s been kidnapped by a
gimpoid alien force.

Armed with nothing but your
guitar your mission will take you
through a multitude of levels as
you destroy meanies with a well
hit chord.

Developed by THQ the game
looks set to really stun Wayne’s
World fans with its sampled voices
and digitized graphics. Excellent.

MARCH

KING OF THE
MONSTERS

Expect to see a great Neo Geo
game — King of the Monsters on
your machine very soon.

Become one of four super
monsters as you fight your way
through eight different stages
across the world. Challenge
Geon, Rocky, Beetle Mania or
Astro Guy in hand to hand
combat as you fight it out in true
Godzilla-style.

Smash up buildings, demolish
bridges and cause all-out
mayhem as you pound your
adversary to a pulp, using your
special powers and raw monster
sized fisticuffs.Good, eh!

As yet there’s no UK date but
it'll be out on US import very soon
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AERO THE
ACROBAT

Yet another new cute and
cuddly character is about to
hit the console market in the
shape of Aero the acrabaticv
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FATAL FUR

s we all wait with bated breath for the
H Fighter Il on the Mega Drive, it’s g
alternative is already well on th
Takara’s epic scrap, Fatal Fury.
This is a street fighting beat’em-u
released on the Neo Geo. Many of |
more recently on the Super Nintendo system.
Taking on the role of one of three differe
have an enormous number of moves at their
numerous special tactics. All of these
effectively if you’re to work your
guys which try to take you on in one on
Graphically, the game is an absolute kno
help to encourage Capcom and Sega to pul

~ get on with converting Street Fighter Ii

», ccolade is currently working very hard on
getting a couple of new sports games ready for
the Mega Drive.

Due for release any day now is the latest multi event
sports game — Summer Challenge. It incorporates a total
of 10 different events, including kayaking, hurdles,
cycling and even horse-riding. This game looks like it is
going to be a hig success when it’s released sometime
around May.

Due later is Brett Hull’s Ice Hockey, a game Accolade
is describing as the “best hockey game on any format”.
By teaming up with Brett the company has used the guy’s
tactics to help enhance the game throughout its
development. Look out for a number of startling moves
and excellent gameplay when this is released in the UK
after the summer.
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Bubsy is now just about complete
and was recently being previewed
at the WCES. Believe me, this
game is going to be BIG!

Playing the part of a cheeky
young bob-cat you have to tear
around a huge number of levels in
this Sonic-style platform game.

Graphically the game is
absolutely stunning and it could
well topple Sonic from his throne
of Mega Drive megastardom!
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JUNGLE STRIKE

e can exclusively reveal that Electronic Arts is
\/\l set to release Jungle Strike on 18 June *93. This
l sequel to Desert Strike will be on 16 meg cart
which expands greatly on the gameplay of the original.
After the evil dictator has been destroyed his son
decides that he wants to avenge his father’s death. To do
this he forms an alliance with a drug baron in South
America and manages to attain a number of missiles
which are now trained on Washington DC.
~ As the government learns of the haby madman’s
intentions they send a message to bring you out of
retirement and put you back in charge of an assault team.
This time it’s not just helicopters you’ll be flying
though. As well as your new and improved Comanche
— hattie chopper you’ll
also have a hovercraft,
a motorbike and even a
Stealth Fighter with
which to battle the
madman’s forces
throughout nine new
missions.

0

EXCLUSIVE SCOOP AND COMPO

NTER CES REPORY

Following the enormous success
of the ultra gory beat’em-up
Splatterhouse 2, the sequel is
already finished!

The game appears to be very
similar in style to the previous
version although a number of
changes have been made in the
combat department. Whereas
Splatterhouse 2 was fairly limited
in its Double Dragon style of
gameplay, the new game offers
you a wide variety of moves with
which to beat up the new and
improved zombies and ghouls.

Many people complained of
the linear nature of Splatterhouse
2 — well, this time you get the

chance to explore the haunted
house at your own leisure.

The game has been enhanced
quite considerably in the visual
department and developer Namco
is convinced that this massive 16
meg epic will be its biggest selling
game yet. Watch out for this on
US import in July.
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In Absolute Entertainment’s licence
of the new Robin Williams film, Toys,
the Zevo toy company has been
taken over by the wicked general

_Zevo who is using the firm to
build evil military toys
which will eventually help
him take over the world.

Leslie Zevo (Robin
Williams’ character),
discovers the general’s
plan and decides to build an
equally strong army of good
toys to help destroy the bad

guys. Your job is to play the part of
Leslie as you try to destroy the
general’s forces. In order to do this
you must make sure that you get the
right toy for the right job.

Watch for a preview next month.
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F-15 STRIKE EAGLE Ii

After numerous changes to the basic 3D graphics manipulation system
Microprose finally saw fit to demonstrate the awesome F-15 Strike Eagle
I flight simulator at the Las Vegas show. An accurate copy of the Amiga
original, the game places you in the
position of a top naval fighter pilot as you
embark on eight different campaigns
around the world.

You'll be called upon to bash drug

hammer evil dictators out in the Middle
East and Vietnam.

The game has some of the fastest
polygon graphics on the Mega Drive
and should help to bump up the
‘ standards of flight simulations on the trusty
Sega machine. There is still no firm release date.

VIRTUA SEGA

ou could have virtual reality on your Mega Drive
by the autumn!
With the sudden interest in Nintendo’s new
Super FX graphics manipulation chip, Sega decided that it
would go one better and produce a bhox that would plug
directly into the Mega Drive and would allow for full 3D
stereoscopic images.

The sudden announcement of Sega’s intentions has
been made possible by the recent alliance struck up
between Sega and General Electric (reported last issue), a
company previously responsible for military training
simulators and NASA flight trainers.

Vitua Sega promises a game environment where a
player can enjoy total immersion into a 360 degree
gaming world with stereoscopic vision and depth
perception for a very low cost.

AMAZING TENNIS

Absolute Entertainment is set to
release Amazing Tennis on the
Mega Drive “probably in time for
Wimbledon”. The game features
some novel features and boasts to
be “the most realistic tennis
simulation” due to the fact that the
viewpoint it gives you is from a
much lower level than
conventional tennis games.
Watch for a preview soon!
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he Activator is a full-body interactive controller

which means you control on-screen movements by

jumping around, wiggling your bum and waving
your arms ahout.

The controller comprises of eight infrared light emitting
strips which slot together on the floor in an octagon
shape. The player stands within the octagon and the unit
translates body movements into joypad moves - simple!

igh beams at

Sega alse nds

release disetiescof |
‘Keep-fit gamesMhere

ou must Ieap around

as the Mega Drive
keeps track of your—
movement.

It’s set for release hy
the summer in the States
for around $80, bundled
with two games.The UK
version should be out at a
similar time.

For some reason loads of Mega
Drive owners thought that Rolling
Thunder 2 was one of the best
games ever. So for those of you
gagging for more secret agent-
type action you’ve not got long to
wait for Rolling Thunder 3.

This 12 meg cartridge looks
set to improve on its predecessor
in all departments. The graphics
have been snazzed up beyond all
belief and the gameplay has been
enhanced to include not only the
running and jumping sections, but

also jetski and motorcycle levels.

Fans of the original are going
to go goo-gah over this so watch
out for it on US import in July.

G AMING
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EXCLUSIVE FIRST REPORT FROM LAS VEGA CES

10

HAUNTING STARRING
POLTERGUY

The latest 16 meg cartridge from industry giant Electronic Arts
is Haunting starring Polterguy. In this unique action game, you
play the part of the cool dude teenage ghost Polterguy as he
attempts to haunt four different houses owned by the Sardini
family.

Using every means at your disposal you must explore the
four palatial residences trying to work out ways of getting rid of
the human residents.

This looks set to be a really gorgeous game which blends all
of the novel ideas with the humour of the Beetlejuice cartoon
series. Watch out for it soon!

BATTLETOADS

Tradewest — the creator of the original NES version of the game
is well on the way to finishing a Mega Drive version.

You must dash around various scrolling levels clobbering
bad guys and picking up goodies. All sounds like your fairly
typical scrolling beat’em-up eh? Well, there must be something
good about it as the original NES and PC versions of the game
have proven to be extremely popular.

Tradewest assures us that the Mega Drive version of the
game will be considerably different from previous Battletoad
games as it will include a number of Mario-isms previously
unseen.

Watch out for an American release of the game in May and a
UK release in time for Christmas

MORTAL COMBAT

Seen the latest beat’em-up in the arcades? Mortal Combat uses
digitized sprites to enhance a stupendous street fighter game
where you have the chance to go up against a variety of
monstrous characters.

Thanks to Acclaim we’ll be able to see a superb conversion
of this successful arcade machine on the Mega Drive as either a
16 meg cartridge or an enhanced Mega-CD game.

At present Acclaim is only producing demos of a few of the
levels, but what we gleaned from the Winter CES it would seem
that we could see the game by the third quarter of ’93.

MUTANT FOOTBALL

Set in the future the Mutant League teams are made up of brutal
robots, aliens and mutants. To make life incredibly difficult even
the most dastardly tactics are allowed. You’ll also come up
against numerous different weather and playing conditions.
Dealing with booby-trapped pitches, bribed officials or
stupidly violent opponents, you’ll find that the best way of
getting one up on your opponents is to annihilate the team
-members. EA’s Mutant League Football looks set to be a superb
‘game with a great deal of humour. Watch out for release in June.

PIRATES

Microprose is ready to release the first of its Mega Drive titles.

INTER CES REPORT

VIRTUAL VCR

o sooner has Sega announced that it’s releasing
a VR home bhased package than it goes crackers
and puts the word ‘virtual’ in front of all its new
products. Virtual VCR is a rather good idea which puts
the Mega-CD unit to good use.

Being a development of CD+G, Virtual VCR allows you
to watch short films through your Mega-CD. By using
special compressed video technology, films and videos
can be shoe-horned onto a single five inch CD with up to
an hour of play.

At the WCES in Las Vegas there were a few discs on
show including a selection of Prince’s vids from
Diamonds and Pearls.

Ever eager to display its commitment to a new
project, Sega had an impressive list of forthcoming
titles including U2’s recent Zoo TV multi-media
experience and some weird stuff from ageing popster
Peter Gabriel.

capable of accessing a vast library
of entertainment packages.

As well as being able to play
laser disc movies, normal audio
CDs, CD+G discs and laser
karaoke discs the machine can
also play (with the help of a clever
plug-in box) Mega Drive cartridges
and Mega-CD games!

Could this be the shape of
things to come in the future?
Imagine a single machine that can
play every single one of your

Pirates is a combination of strategy and action which involves :
; | ot i it \

Coming soon from consumer
electronics giant Pioneer is the
very latest in multi-purpose home
entertainment systems.

By using the company’s
recently released Laser Disc
player, the new machine is

M E G A DRI V E
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entertainment needs!

Unfortunately the only
hindrance at this point is that the
machine costs well in excess of
£1,000. Let’s hope the prices start
to come down in the very near
future.



HARDWARE AND SOFTWARE NEWS

DIZZY, MY HEAD
IS SPINNING

hat world-famous adventuring egg, Dizzy,
will make his debut on the Mega Drive this
year. The Fantastic Adventures Of Dizzy
\ takes the egg-stravagant hero around the world trying

to save his homeland from the evil Zak. The game
will be made up of many sub-games, some of which

are well known to Dizzy aficionados. One of these is
my personal favourite Bubble Dizzy.

Fresh from a number of successes on a
large number of other formats, the Mega
Drive Dizzy debut will be a direct
conversion of the highly successful NES
version, but the plan is to supe-up the

graphics for the Mega Drive.
It will be released either in easter, to
catch the egg market, or September to catch

the, erm, conker market. Maybe!

Hoe0e

SUPPLIED BY

I Ecco
2 Desert Strike
3 Super Thunderblade
4 Mickey and Donald
Sonic 2
Batman Returns
PGA Tour Golf
8 NHLPA '93 Hockey
9 WWF Wrestlemania
= 10 John Madden '93

New Entry

5
6
7

M

Fallen °

Non Mover

Risen = Re-entry
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Drive gizmo has
arrived in Japan
following hot on the heels
of last month’s Mega-CD
Karaoke. :
Called the Wondermidi
it makes use of the
Wondermega’s midi ports
to allow the Wondermega
to be used as a sequencer
for any midi-compatible
music equipment.
Rather cleverly it comes

G AMING
ISSUE 7

FISUPER
LICENCE

The ubiquitous Aguri Suzuki,
Japanese F1 hero, rears his
immaculately preened head in yet
another Japanese F1 game. This
is the first time he has appeared
on the Mega Drive.

Called F1 Super Licence it
uses an overhead view and very
big car sprites to depict the racing
on representations of F1 tracks.
This has been know to cause
problems of an “I can’t see where
I’'m going” nature because so little
of the track ahead is visible.

You’ll have to wait until we
review it next month to see if this
really is a problem.

on a cartridge, leaving the
Wondermega’s CD unit free
to play music CDs. These
CDs can he mixed in with
any musical equipment.

Whether it will be of
use to any Wondermega
owners in this country —<all
six of them - is open
to question. It does
however, demonstrate an
encouraging ingenuity
within Sega and its
supporters.




HEAL BEING ™
A CLADATOR !
WOULD BE A

FLADATORE
ARE Wi
AHESE -

Two Rids, a guy in a yellow
jump suit with a red fright
wig, a world full of pollution
and enough Chicken
McNuggets to sinR a ship.
Yup, this is the world of Mick
and MacR.

uite a canny wee
marketing ploy
this. McDonalds
thinks, “Hmm, bit
of an image
problem on the
green front. | know,
we’ll design a
game about two
kids trying to save the world from
environmental disaster on behalf of
Ronald McDonald. | mean let’s face it
if they think a hedgehog really is blue
and that a plumber can fly then they're
going to fall for this one hook, line and
sinker. The kids’ll think we’re ace and
sales will soar”.
| think it will take more than a
Mega Drive game to convince certain
quarters of the community that
McDonalds really is good for the
environment, but it's a nice try.

Never mind the politics, what
about the game? It stars two pre-
pubescent youngsters — one white,
one black — called Mick and Mack.
They have been chosen by one
Ronald ‘fright wig’ McDonald to save
the world from assorted man-made
hazards.

The first level for example is a
swamp full of nasty slime creatures

that spit large lumps of gunk in your

direction. Using your goo gun the trick

is to destroy as many of these as
possible and track down the slime
manufacturing machines and put
them out of action as well.

YEUCH, GOO!

Slime World, as it is known, is full
of some truly disgusting moments.
As the slime creatures explode
globules of gloop are flung very
realistically around the screen. Another
grim bit here is the way that some of
the platforms kind of pour away if you
stand on them for too long.

e M E G A DRI VE
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GLOBAL
GLADIATORS

expression they put into
their dying moments.

Each level has its own
particular hazards to be
faced; Slime World has
the slime monsters and
the Forest World has
beavers with axes trying
to cut the forest down

and rabbits with hatchets determined
to chop you down.
A later level features Venus fly- Most of the levels
traps that spit at you. This is include a hidden bonus
something not entirely dissimilar to room. If you manage to find
Taz-Mania. However, these ones it the opportunity is there to
deserve an Oscar for the feeling and  amass a large amount of
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REVIEW:

points. As well as hidden rooms
the game also has secret
platforms. These are
‘ usually found by accident
and they only reveal
themselves if you stand on them
and disappear as you jump off.
The thing to remember is that these
hidden platforms always lead
somewhere, so keep jumping until
they run out or you find the goal.

What they will lead to is usually a
cache of arches. These are multi-
coloured versions of the well known
McDonalds’ arch. Collecting them
gives points, but more importantly you
have to collect a minimum amount to
exit the level otherwise Ronald won'’t
let you out.

SPLATTER TIME

The rather natty goo gun the boys
use has quite a kick on it so you
have to be careful where you use

it. The recoil knocks the character
back, so if you fire on the edge of

a platform you could find yourself
falling off and suffering a nasty bout
of death.

The sound effects are suitably
disgusting. The gloops and burps
from some of the slime pits and the
really nice splats are worth hearing
purely for that schoolkid satisfaction.
When the boys get hit though they let
out a high pitched yelp that sounds
awfully like Mickey Mouse and believe
me it’s not particularly endearing.

When the characters are left alone
for long enough they begin to get
bored and start doing things on their
own. Mick for example will stretch his

bubble-gum and tap his feet
impatiently, while Mack will
spin his gun around his
finger and look cool.

These little interludes are
very well animated as are the
assorted creatures throughout
the game. From the opening

rap soundtrack to the

digitized speech, most of

the sound is top-notch. The

overall feel is that of a very
well produced cartoon.

The game controls consist of just
two buttons; fire and jump. While
jumping through the air the control pad
can change the direction of

A DV ANCED

MICK AND MACK ¢ SOFTWARE HOUSE:

movement, and firing the gun still has
this recoil effect even in mid-air.

The kids move really well
through the levels with none of the
jumps being too fiddly or frustrating
and there is nearly always a way back
if you reach a dead end. The levels
are always bigger than they look and
they reward you with hidden
bonuses and extra lives.

This is a fun game to
play. It is very enjoyable but
there isn’t really enough in it to
make it a classic. It lacks variety in the
pick ups, bonuses and gameplay. It
looks great and it plays really well, but
for some reason it
doesn’t have that [T
addictive edge which
would make it a really
great platform game.
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REVIEW: CHAMPIONSHIP PRO-AM ¢ SOFTWARE HOUSE:

Radio-controlled racing is
where it’s at, especially
when you can fire missiles

and drop bombs!

riving around in

circles may not

sound like the most

fun you can have

in an afternoon,

but a couple of

games have

surfaced this month

which make the whole

driving lark look a bit more interesting.

Micro Machines was the first to
come in and damn splendid it was too,
the only problem is that Sega has
stopped it from being released in the
near future. So that leaves us with
Championship Pro-Am.

This is only a US Import however,
so you'll have to ring our suppliers to
get hold of it. Assuming of course you
do want to get hold of it.

The game comprises of 24 tracks
and three vehicles, each vehicle being
used on a third of the tracks. The only
rule is that you have to come third or
above out of six to get through to the
next round.

All of the vehicles have three
attributes; tyres, engines and turbo
that can be powered up four times.
This is done by picking up the right bits
off the track. Other items can be
collected or driven over to give
different boosts, these include oil,
water and speed-ups. One thing that's
missing is a shop which is the usual
style for games like this.

TRACK RECORD

The tracks are never very complicated,
but the isometric viewpoint is initially a
bit confusing, as is the fact that not all
of the track will be visible at one time.
If the big yellow arrows weren’t on the
screen telling you which way to turn it
might get really difficult.

The way the cars handle is good

MiGA D R I V E
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ignoring the pick-

be doing well!

fun. They slip and slide around like
good ’uns making it very easy to take
corners sideways and look as though
you are in complete control of a car
that is nothing like under control.

The best thing about games such
as this is the fact that a lot of them
allow you to shoot at other drivers.
This one is no exception.

You can collect missiles or bombs
by picking them up from the track.
Missiles fire straight forward and
bombs roll straight backwards. The
best way to use them is in close
proximity — a guaranteed hit and the
explosion won’t harm you.

G AMING

MARCH ‘93 e« ISSUE 7

TRADEWEST

With all this shooting and sliding
about it can’t fail to be good fun, which
it is. Don’t get me wrong, it isn’t
completely amazing and not up to the
standard of Micro Machines, largely
because there isn’t a two-player game
and there isn’t enough variety in the
racing circuits.

Also graphically it is very basic
and the sounds consist of a low
rumbling fart that passes for an engine
noise. But you can’t '
buy Micro Machines
at the moment so
this will have to do in
the mean time.




RELEASE DATE: US IMPORT ¢ PRICE: £39.99
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LTS e

HIGHER TOP SPEED

ow powered up your
ludes information
ind alternators

B - .MEGA PANEL

S~ T SCORES OUT OF I0

i ( RACING OVERALL | | |

e SCORE| sounp s

o - 7 ll.o/ | |

1' "' 2 ONEFLAYER 0 DURABILITY 7

5 UPPER S DOWNERS
-

r

- .

e up thingy just
Jut will that chap

MARCH '93 +« ISSUE 7



PREVIEW: PUGSY ¢ SOFTWARE HOUSE: PSYGNOSIS

/' Pugsy may bear .
. more than passing
resemblance to a space-
hopper., but he has the
potential to be one of
the big characters of
this year.
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REVIEW: THE GREAT WALDO SEARCH ¢ SOFTWARE HOUSE: THQ

Ever

wondered

whether the
Mega Drive
really could
improve your
reflexes and
awareness?
This one
might, if you
happen to be
a retarded
chimp!

REVIEW
N\ A4

s adventurers go,
Waldo has to fit into
the ’'Look at the
quality of that
train’ variety. |

mean anyone
who wears a red
and white

striped jumper
deserves all the hassle he gets.
Despite this an old crusty wizard
has enough faith in Waldo’s
adventuring skills to entrust him
with locating five scrolls which the
silly old duffer has lost.

This isn’t a game for sober
adults. Drunk adults, yes, but it’s
mainly aimed at children. Waldo is a
test of observational skills for the
very young.

Each level is a free-scrolling
tapestry packed to the edges with
all sorts of characters and objects.
The idea of the game is to locate

QLR S o Dl o Y S
TRy Wbl fplll SCORED
-3 v 1
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A
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objects with your magnifying glass
which the game tells you to find.

With digitized speech the game
tells you what to locate, for example
’Red bag of tricks’. You’ll then have
to scour the area looking for the
object. There is only ever one right
thing to find, but often there will be
a number of similar items of a
different colour to confuse the
issue.

JUVENILE RULES

As well as the hidden object one of
the wizard’s lost scrolls has to be
found on each level. There is a time-
limit in which to do all this, but the
cleverer players will be able to
locate the hidden clocks that give
more time.

Also hidden are bonus points
that can add to your score. The
majority of the score however, is
made up of the points received for
any time left at the end of the level.

Occasionally there will be a little
dog hiding in the level. If you click
on it with the magnifying glass you
will be whisked off to the bonus
magic carpet level. This level is kind

M E G A [ 1 A
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Waldo’s cutesy dog snaps up the
bones that also double as bonus
points. A lucky canine indeed

of weird with you being in control of
a dog flying around on a magic
carpet trying to collect bones from
the air. The more bones collected
the more points gained. Hmm!

For ever so young children, or
drunks who are crap at playing,
there is a parental intervention
feature. With a second controller
fitted this can be used by the parent




; c 27 3 W Cross my palm with silver and
Pl let you into a few little
secrets...

or older companion to help the
struggling player. Pressing A forces
the screen to scroll to where the
object is and pressing B will turn
the time function off so that the
gamer doesn’t get too pissed off.
The Great Waldo Search
couldn’t be described as
edutainment, like the Carmen
Sandiego games, but it is a simple

o d“'h]“ prinenngpecd ling~ -
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RELEASE DATE:

Gulp, these rather large reptilian things
look a tad on the vicious side. Luckily
I’'m wearing bicycle clips

way of getting children used to
following simple instructions and
having a good time doing it.

Graphically it is bright and
colourful, but | felt it could have
been a little more atmospheric.
Considering the game is played in
the ‘Realms of Enchantment’ it
doesn’t look very enchanting or
magical.

DOGS IN SPACE

The speech is very clear, but it isn’t
as loud as the rest of the music and
leads to frantic volume adjustments
as you turn up the sound to hear
the voices, only to be deafened by
the music that follows. One very
nice touch is that the player is
rewarded with a round of applause
when an object or a bonus is found.

The Great Waldo Search is a
good idea, but it isn’t big enough to
grow with the player. There isn’t
enough variety in the challenges
and their difficulty —=ee00u—
and | feel that it will -
wear thin with the o]
average child fairly J e
quickly.

|" = l..,. i

l||

IMPORT ¢ PRICE: £49.99

ANOTHER DAY MEAN
ANOTHER WEIRDO

The Enchanted
Underground
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It’s Saddam Hussein bashing
time again. After mastering
the skies in Desert Strike it’s
now time to move on and
win the ground war.

y

n this attempt to defeat
Saddam Hussein there
are no helicopters to be
seen, apart from those in
the enemy weapons
arsenal. Control of the
Middle East airspace
now belongs to the Allied
Coalition. Air power how-
ever wins no wars so it’s time for a
major ground assault.

As you may have guessed this
is where we come in to the fray.
Your task is to take on the role of
commander of nothing less than an
Abrams M1A1 main battle tank.

This is no mean feat because
the M1A1 is one of the most potent
weapons systems in the world. It is
63 tons of steel with a 120mm
smooth bore gun, so who in their
right mind is going to stand up to
this?

Try the Iragi army, armed with
all the latest Soviet technology —
well T-72 tanks which are about 20
years old, but it sounds good
anyway!

Carrying on in the usual
tradition Super Battletank has a
number of set missions with each
mission or stage becoming more
difficult as you progress in the
game. The orders are given to
budding tank commanders by a
rather large and chubby American
general going by the name of Fox
who bears an uncanny
resemblance to good old Stormin’
Norman Schwarzkopf.

DAVID MEETS
GOLIATH!

The early introductory missions are
search and destroy affairs being
simply a case of driving through
the desert terrain and taking out a
few enemy tanks. This is not very
difficult at all.

As you gain experience the
enemy uses more sophisticated
weapons and better tactics. You’ll
be bombarded by . attack
helicopters which swoop from the
sky constantly harassing your tank
which can take only five hits before
being destroyed.

The weapon payload carried by
the Abrams is very impressive.
Apart from the usual 120mm
SABOT shells the machine is
supplied with laser guided

REVIEW: SUPER BATTLETANK ¢ SOFTWARE HOUSE: ABSOLUTE

KNOW YOUR

GUNSHIP
10

TRBO
PER HOUN

Well, the ticket says the rave is
around this place somewhere

projectiles (fire and forget), a
7.62mm co-axily mounted machine-
gun and smoke shells to cause
disorientation in the enemy ranks.

Ammunition for the main
cannon is abundant, but
specialized weapons such as the
laser guided shells are only
available in limited numbers.

The game offers the chance to
fight in night-time conditions and
an infrared night scope is part of
the standard equipment. This
however can only be operated for a
limited amount of time.

After the tank to tank, and tank
versus helicopter engagements
your orders are that an enemy
installation such as a chemical
plant or a Scud missile launcher
must be destroyed.

A tactical map can be brought
onto screen highlighting the
position of friendly and enemy
forces, the locations of minefields
and the mission objective. If a
friendly base is on screen it can be
used to re-arm the tank and have

M E G A DRI ¥Y'E
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Friendly bases are the place to
refuel and repair any damage

damage repaired. This is very
handy indeed.

BEEN THERE,
DONE THAT

To be fair Super Battletank is a
copy of the ancient old Atari coin-
op Battlezone (does anyone
remember the game with the vector
graphics),  but with digitized
pictures of enemy tanks.

The gameplay is slow and at
times completely boring. Driving
around the desert with nothing to
do isn’t really my cup of tea.

The graphics are very mediocre
apart from the digitized scenes
when the tank enters a friendly
base. The action is hardly non-stop
and not enough attention is paid to
detail for Super Battletank to merit
the title of a simulation.

I’ll pass this over to those of
you out there who
like pretending the
Gulf War ended up
with Iraq fighting
back!

GERRY
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The Abrams is protected by 10 inch
armour-plating, spaced with
Chobam armour and some very
nice double glazing

(Right) Hold on
there just a minute,
those people are
shooting back. No
one told me this at fe
the recruiting
office. ’'m handing
in a week’s notice
as of now

-

When laser
guided
shells aren’t
available the
machine-gun
is the best %)
weapon for [T} ) T g
shooting [ 2%
=Y |

down
aircraft
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W LASER
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The dreaded Iraqi army crept up on me

in an inconspicuous T-72

Here we have the theatre of operations to help in
case anyone gets lost!
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Take that you scumbag. Another
son of a camel bites the dust
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BATTLETANK
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@ Starts off promising

® Very easy to control

Thankssio AMS. Tel: O8it
450 2166.

® Becomes very boring
quickly
® Not enough action

GET A LOAD OF
THAT
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REVIEW: MEGA-lo-MANIA ¢ SOFTWARE HOUSE: VIRGIN GAMES

On other 16 bit

computer formats, Mega-
lo-Mania proved itself to be
extremely popular. Is the

Mega Drive conversion going ... 50«

to enjoy the same sort of

success?

ince Populous was
released on the
Amiga a few years
ago, it would seem
that games
placing the player
in the enviable
position of deity
and supreme ruler are
becoming more and more popular.
The thought of controlling the
destiny of a gaggle of poor and
helpless beings would appear to be
something that most people relish
the thought of.

Mega-lo-Mania, unlike many
other games of this style, relies on
the concept of technology dictating
the progress of civilization. As the
race discovers new resources it
becomes increasingly adept at
producing more sophisticated
tools.

Things get worse than this though,
wait for the nukes

Just about all of the industry in
Mega-lo-Mania seems to revolve
around mining or defence. As the
game progresses your little men
will have to keep digging holes and
finding new minerals that will help
in the building of bigger and better
weapons.

Divided into nine epochs the
game moves from the prehistoric
age up until the beginning of the
twenty-first century. Beginning with

Early on your men will be
designing weapons while sitting
inside their little straw hut

(

Having built
themselves a few
weapoisithe lads
pop next door to
beat the crap out
of some poor
unsuspecting
natives

most butt ends up w nnlﬁg,

The gods sit
outside the .. =
universe and
look down on
the creatures
« that they
manipulate

) 2 e
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RELEASE DATE: FIRST QUARTER'93 ¢ PRICE: £39.99

KING OF ERZ00KR

The King of Bazooka -
that’s me that is!

(Right) Sending off
your little men with
nothing more than a
bag of rocks isn’t
always the best
tactic. If their

(Left) After
conquering a
sector, the lads
set about
building
themselves a
new home

(Below) As the
tech levels
advance the
quality of the
weapons you
have available
will also
increase

The weapons tend to improve very quickly
indeed. Starting with simple rocks, you
soon end up with spears

You don’t see biplanes attacking
castles very often. The difference in
tech levels can be enormous

M EG A DRI VE ADVANCED G AMING
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new weapon is dev-
eloped it adds to the

tribe’s technology level
». and will give them confidence

- to dig around and find

more exotic resources.

Once your chaps
~ and chapesses have
“developed a few weapons

and have got up to enough
mischief to bump the population up
a bit it’s time to go and bash the
lads next door.

All you have to do here is to
create an army unit and send it
toddling across the landscape to go
and kick botty. Being a god you are
omnipotent so you’ll be able to take
a peek at what the enemy is doing
and then equip your chaps better
for the fight. After annihilating the
competition you can then go on to
build another settlement where your
adversaries once lived.

All this goes on until you’ve
managed to wipe out every other
tribe making you the winner. Once
this is done you’ll have to pop off to
another land mass where you start
all over again.

EPOCH WHAT?

After every three levels you’ll be
able to move up to the next epoch.
Here your tribe has advanced to the
point where it can begin with more
technology available. The first
epoch simply deals with the Stone
Age, Bronze Age and so on, but
later on you’ll find yourself building
guns, missiles and planes.

After fighting the equivalent of
the First World War you’ll soon find
yourself covering familiar subject
matter until you eventually reach
the 1980s where you’ll be building
nuclear weapons, jet fighters and
eventually flying saucers!

All this may sound like the
trappings of a complicated and
ludicrously difficult strategy game,
but fortunately the way in which it’s

REVIEW: MEGA-lo-MANIA ¢ SOFTWARE HOUSE: VIRGIN GAMES <

Sometimes you find yourself in a location with
very little to offer and you can’t even dream up
x some designs for weapons until you’ve done a
= spot of mining

before you've managed to bui
thing!
Decislons mce this h

with.

For a start, everything is icon
driven. The allocation of men for
R&D, mining, weapon building and
military forces is all done by simp!
clicking your small hand icon over
the relevant action icon and
clocking up the numbers of men
that are needed. What could be*’ ,
easier? ,

The only hard bit is that you
have to strain the old grey matter to
make sure you don’t get caught
short at a critical moment. There’'s
nothing worse than letting all of
your men ponder over the design of

_ Apart from the stunningly
‘gameplay, the other shining
about Mega-lo-Mania is
presentation.
The grapzhics




RELEASE DATE: FIRST QUARTER '93 ¢ PRICE: £39.99

<ON
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£
KING OF AL
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There are four different gods that
you can choose from; Scarlet,
Oberon, Caesar and Madcap. Each
his own quirky personality
which must be taken into account

{Left) Jet planes
attack the
unfortunate tribes
below. Very often
one tribe will be
considerably more

SCORES OUTOFI0 | e ' advanced than

another

| sTRATEGY | GRAPHICS S8

MEGA-lo- SOUND o

MANIA PLAYABILITY ©
DURABILITY ©

@® Stretches your mind ® None whatsoever
® Clear and well'drawn
graphics
® Fantastic sampled (Right) Having more than one
speech flying saucer is definitely the

sort of thing that a really nifty
general can develop

. —

"WIEM THIS SECTOR oy FRE. y  hed  IEIERS
w N 3 ; - i P some speedy mining to°

make sure‘you have .
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REVIEW: ANOTHER WORLD ¢ SOFTWARE HOUSE: VIRGIN GAMES

Lt ey T DS R e o wont et et

have borne Witness to tonight woulde very different
many classic Mega Drive f f
games being released 34a0
onto that ‘orrible
machine, the SNES. For
once though it’s our turn ¢
to do the stealing and a
mighty fine game we’ve
tea-leafed in the process. e it i

left the elevator

The air conditioning ; ¥ That noise! No, the
system in this place is 5 - system’s running
something else e S

The thing to do when {
faced by something like |
this is to remain calm
and steadfast

PIll have to give {
up drinking |
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RELEASE DATE: FIRST QUARTER '93 ¢ PRICE: £39.99

These things always made
me nervous, so | sought
solace in a can of
Carlsberg Special Brew -
brewed longer so most of
the sugar turns to alcohol

Not this programme again.
It must be the BBC. I don’t
know why I bother paying

the licence fee!

nother World was a
massive hit with
Amiga and ST
owners when it
was originally
released just
over a year
ago. It
featured a
cinema-like storyline, amazing intro
screens and the 3D polygon
graphics broke new ground.

It had most computer mags
frothing at the mouth with the
average score it was given being
somewhere around the 90 per cent
mark. Thankfully, none of the finer
points of the game have been lost
in the Mega Drive conversion. The
French team responsible for the
original programme, Delphine, is
reputed to have spent almost three
years on the project from concept
to completed game and it’s not
difficult to see why.

ONE NIGHT AT THE
OFFICE...

The story behind the game is a run-
of-the-mill sci—fi affair. It concerns a
certain all-round boffin type, Lester
Chaykin, who has developed a
fantastic new gadget called the
Particle Transmitter. It could bring

about a revolution in travel (no more
leaves on the line) and would be the
ultimate environmentally friendly
transport system.

Sounds like something along
the lines of the transporter on board
the Starship Enterprise! Does this
mean that to operate the thing the
user must speak with a bad
impersonation of a Scottish accent?
Just a thought.

Anyway, one dark night old
Lester parked up his Ferrari (good
money in scientific research these
days you know), clocked on for the
late shift and then proceeded to do
whatever nightshift scientists do.

Lester however, decided to
muck around with his particle thing
during his tea break when, as if by
magic, a lightning bolt struck the
building, blowing all the fuses and
messing up the one meg of memory
needed to run the transporter. In the
ensuing mayhem Lester’s atoms
were picked up, shaken around and
dumped in...(cue fanfare)...dah, dah,
dah, dah, dah, Another World. Now
he must find his way out.

The new world seems tranquil at
first but soon many carnivorous
creatures spoil the holiday. Moving
ahead the first creatures
encountered are black slug things.
These monsters give a
nasty bite, well a fatal
bite truth be known.
Lester must squash or
kick these before he
can pass, only to come

Oh, I’'m out of here

Where am I now? It’s rapidly
turning into one of those days

To escape from the cage swing it
from the left to the right. This will

bring it crashing down on the head
of the chief jailer

M E G A DR E Y. R KDV AN C - D
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Thank you very much,
this will come in very
handy ’'m sure

Well, here we are. Lester and
his big friend attempt to bring
around a mass breakout

j,i 4‘ b

face to face with a large
fanged, four legged animal.
The game is
strewn with this type of
scenario and if your man
manages to pass the first few
obstacles he will eventually be
captured by the intelligent life
forms that habit the new world.
After being placed in a swinging
cage for no apparent reason, Lester
will befriend a fellow alien prisoner.
After stealing a gun, the two of
them set out on a quest to find the
way home, if indeed one is open to
them. On the way they must work
out puzzles and fight many battles.

PUZZLE ZONE

Together the two fugitives make a
great team; the alien can call upon
his great strength while Lester has
a good mind and a high powered
laser gun. Along the way the duo
must battle through tunnels,
underwater canyons and even in an
armoured vehicle.

The climax of the game takes
place in the very heart of your
captor’s world. | won’t give too
much away but remember to throw
that switch more than once. Happy
hunting.

Underneath the
arches, we dream
our dreams away

ook | A
’gp | 4 ‘F 8

REVIEW: ANOTHER WORLD ¢ SOFTWARE HOUSE: VIRGIN GAMES

The lasers are
illustrated as

impressively as most
of the other things in
the game. What gets
me is why the large

chap never uses one

3

At times Another World can
become very frustrating. In line with
games such as Shadow of the
Beast Il if you miss out on one
small detail the characters must be
sacrificed in order to start again.

The incorporation of a
password system does soften the
blow somewhat though. Many of
the puzzles are very clever and on
some stages downright difficult
(assuming you haven’t already
played the game to death on other
formats) so you’ll be glad of having
a return point every two or three
screens.

The good news is that
gamesters looking for arcade action
rather than a RPG romp will find
ample opportunities to use their

| || |

OK mutha, get your hands in
the air and don’t turn around.
Now reach inside your jacket
and hand me your wallet. No

. funny moves or the girl gets it

Erm, sometimes it doesn’t all
go Lester’s way. Here he’s
incinerated by hostile fire

skills within Another World. The
puzzle content however, does not
detract in any way from blowing
away assorted aliens.

GRAPHICAL
MASTERPIECE

This collection of words would not
be complete without a few lines
devoted to the graphical content of
the game. The early intro screens
telling the story of how Lester
ended up in this place are excellent.
Everything from the lightning bolts
to the computer security in the lab
is animated well.

Aithough not having the
stunning quality colours and
graphics of Mega-CD games, the
images are executed extremely well
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for a limited machine such as the
Mega Drive.

When wandering around the
alien planet Lester moves very well,
albeit looking somewhat laid back
in view of the danger he happens to
be in.

The only slightly disappointing
feature are the backdrops of the
alien land. A little more effort would
have made the game a complete
visual treat.

Another World, if there is any
justice at all, should become one of
the all-time greats on the Mega
Drive. The content of the game
should appeal to
many different
tastes and hopefully
teach certain parties
there is life after
Sonic 2!

OK, nothing down
there. Let’s see
what’s up here




This is a lot more
like it; sunshine,
good food and a
five minute walk
to the beach

)
i

ot R e

This stage involves the
big person throwing
Lester over a deep pit...

ol

| The remains of an ancient, wiser
| civilisation. I think so anyway

PLATFORM

ONE PLAYER

OVERALL
SCORE

9%

...Up and over he _t.yoes

=

SCORES OUT OF I0

SOUND S

DURABILITY B8

UPPERS S DOWNERS

i | This is where the big
| man comes into his
own. That’s him on the
" left-hand side knocking
| the hell out of someone
who stared at his pint

Yet another strange place
in the alien world. ’'m
beginning to wish I’d never
started this whole thing

The brave twosome venture
underground in a vain
attempt to find the exit

This has got to be
the worst nightmare |
have ever had!




PREVIEW: ANDRE AGASSITE

e o

NIS ¢ SOFTWARE HOUSE: TECMAGIK

Although available now over
in the States, Agassi’s Tennis
won’t be on the shelves here
until around Wimbledon
time, however we thought
we’d give you a preview of
Tecmagik’s latest release.

oasting a total of
zero decent tennis
games, the Mega
Drive needs a big
name spesh like
this one to try and
compete with
Super Tennis on
the SNES. This game

may be the one to do it.

What previous games have been
lacking is the variety that real tennis
has; innumerable shots, topspin,
backspin, deep serves and so on.
Agassi will attempt to tackle that by
giving a number of ways of serving
and returning the ball.

WANNA PLAY?

The most noticeable innovation will
be the way in which the ball is
returned. Instead of pressing B at
approximately the right time and
hoping luck is in your favour,
Agassi has a new system.

Once the ball is on your side of
the court press which of the
buttons corresponds to the shot
you want and hold it down until the
best time to strike the ball. You can
start the shot as early or as late as
possible. The earlier the start the
more powerful the shot will be.

To angle the shot and apply
spin there is what is almost an
aftertouch facility. After hitting the

A m

“_..g Doubles matches

& provide hours of
| endless fun for

' you and a friend

* Even a full
stretch
couldn’t save
the point in
this doubles
match

ball press left or right for direction
and push up or down for topspin
and backspin. Serving is done in
much the same way and this gives
more flexibility than other games.
The gameplay options will also
liven it up. As well as the standard
singles and doubles tournament
options you will also have a Skins
tournament. Each point starts with
a stake of 10 dollars, but every time

M E G A { I el 2K
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the ball goes over the net the pot
doubles; 20 dollars, 40 dollars and
so on.

Whoever wins the point takes
the pot. If you make an Ace then
you get an extra grand. This way
even if you lose a game you can still
make a lot of money. If you win
however, you can go on to the next
round.

In a doubles game in any of the
tournaments the computer will
control the other player on your
team or you’ll be able to partner a
second human player. You can also
play a one off two-player match but
this can not be part of a tournament.

Whether Agassi will redefine
computer tennis is another question
and one that I’'m not going to
answer in a preview, but it does
show Tecmagik’s commitment to
doing something original.

It would have been so easy just
to hang a loose-stringed racket
around the Agassi name and be
content with that. Of p=—v—
course we’ll have to -
wait until June to see
if it is going to live up
to its promise.

%

JOOLS




RELEASE DATE: JUNE '93 ¢ COMPLETE

gﬁf"‘ GIE] At the end of each

- -

£ game the scores so far o ef e | ;
% are displayed i - . iy el Each player has

his or her own
, =

SR

/ HARD COURT MATCH
SET

is ‘World News

23.TAN.1999 AN.1999 HN.199

NOUA AND CHIN TAKE GRASS TITLE

If spin is your
i thing a clay court
¢ will probably help
your game

ReMEEARL S spunpannu
rEABEESL ul t“‘" -

If you do fabulously
well then the whole
world gets to hear

All these two
need now is for
someone to fetch
the ball and we'll

Singles on - get started

grass is one of
the best options |

Four playing surfaces will be available in
all modes of the game. Each of these has
its own properties which affect how the
ball bounces and spins.

The ball gets

The ball medium

a bounces low bounce ?nd
with medium good spin
spin

N Hard courts

r deliver high : e " The ball gets

bounce but medium bounce
poor spin and spin

BOUNCE FACTOR
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REVIEW: MICRO MACHINES ¢ SOFTWARE HOUSE: CODEMASTERS

Micro Machines are the

toys that have been
responsible for slipping
parents up all over the
world! The tiny, but
accurate, models of
everything from fire-engines
to airliners have sold
millions and now we have
the game. Lemme at it...

REVIEW
N\ 4

ou can’t beat a
good, overhead
view racing game for
fun value. Super
Sprint on the ST and
Supercars 2 for the
Amiga were classics of
their time. What makes
them special is the fact that
you have so much freedom. You can
go the wrong way, spin and hang the
rear end out as you go into a corner,
none of which can be done on a  which for your opponent(s) determines
traditional game like Lotus or Outrun.  how difficult the race will be.
Rather brilliantly, Micro Machines also Each of the eight areas has its
takes the overhead perspective. own vehicle which is used exclusively
with the three tracks in that area. In
BATHT'ME FUN! the challenge option of the one-player
The unusual part of Micro Machines is  game the idea is to play all of the
that you are in control of a toy. Micro  tracks and come second or above in
Machines are raced on makeshift  each of them.
courses wherever they can be As you complete each track the
arranged. The tracks in this game are ~ Micro Machines carry case has
set up in nine areas around the house;  another gap filled in. If you manage to
they include the breakfast table, pool win three races in a row you take part
table, bath-tub and greenhouse. Micro  in the Rufftruck time trial. Here you
Machines definitely has variety, but  control a miniature version of a

does this equate to entertainment? By  monster truck around an intricate ‘ i SPIDER  BONNIE

jingo it certainly does. garden course. This is definitely one to ot B fa¥0!
In one-player mode the choice is  be careful on. : RACE 1 THE BREAKF

to either race against one opponent or In one-player head to head and :

three, all of whom will be chosen from  two-player modes the game uses a
a large selection of characters. These  rather unusual method of spicing up
range from fat Walter who is ‘dire’ to  the gameplay. Instead of just trying to
Spider who is ‘ace’, so obviously which  win, you can attempt to get far enough
one you choose as your character and  ahead of the other player so the

M E G A DRI VE A DV ANCETD G A MI NG
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RELEASE DATE: OUT NOW ¢ PRICE: £34.99

bottom of the screen catches up with
them. If this happens you win a bonus.

These bonuses are displayed on a
column of 10 spheres; five red and five
blue to match the racing colours. If red
wins a bonus one of the globes
changes colour from blue to red. At the
end the winner is the one who has the
most globes of their colour.

MINI MAGIC

Alright, you know how it works, but is it
any fun? Yes! The speed of the cars
and the gorgeous way they can skid
around and go into corners sideways
is brilliant.

The idea of one level being based
around tanks that can blow each other
up is a classic and the sheer fear of
driving right on the edge of a pool
table is one of the best sensations |
know.

The frequency of the disasters that
can befall you and the other player

create real high tension stuff that will
result in gales of laughter as some
ridiculous fate occurs.

TOY TOWN

Graphically it isn’t extravagant but
clear and concise in the familiar
Codemasters way. It also makes use
of the full screen. The sound is best
described as functional with some nice
brrms but not a lot else.

The only criticism is that the
quality of the tracks is inconsistent, but
you only really notice this in one-
player. Some courses are really nerve-
racking with others being merely
amusing. But they don’t appear in any
order of difficulty.

| haven’t enjoyed a game like this
since Super Mario Kart
on the SNES. There B
isn’t a top-down racing
game to touch it on the
Mega Drive .

MARCH '93

 MEGA.PANEL

SCORES OUT OF 10

SEGA

DRIVING

ONE/TWO PLAYER

OVERALL ’
SCORE

SOUND

9%

DURABILITY 8
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PREVIEW: MUHAMMAD ALI HEAVYWEIGHT BOXING ¢ BETA TESTING

After the unanimous
slagging off of Evander
Holyfield, the last Mega

Drive boxing game, it would
seem that Virgin is hoping
to pop in and prove that
Muhammad Ali is a much
better prospect.

Brumno .
Frankao | O R i Here we see Carlos
b . F:l D L,,J E I:l - o] looking a little worse

j RER— - SI:'EEE' — lorwea_r.'Maybehe_

should just chuck in
the towel now

Bruno Franko (hmm, | wonder
who that’s taking the mickey i
out of?) lays into his pathetic | {3 ! ; ith all
opponent Carlos Espinoza sorts of
elaborate
multi-move
beat’em-ups
available on
the Mega Drive
it seems a little
odd that boxing games are going
through a spot of revival. Come to
think of it, it seems a bit odd that a
game taking the name of a night-
club owner is being released now.
As far as we can work out in the
office, it's been over 10 years since
Muhammad fought his last fight, so  face belting each other in the mush,
why are we now seeing a boxing Virgin’s effort attempts to slmulate
sim . based around his brain the art of boxing.
mangling prowess? Well, as far as By placing the two sprite-based
7 AR boxing aficionados are concerned, fighters into a 3D ring that rotates
LRSS 1f he gets up after that  many believe Ali is still the best
¥ panning, he’s a tougher when it comes to puncbing
} chap than me hat.

=PLAYER ONMNE
Sslect Your o}mr

: . : : RAM!
A girlie in a rather pleasantly SR IIES g i 2 ! : o ]
minuscule bikini comes into ve Sl el e : = . ‘ i
the ring to congratulate you :
on your victory 2
r,
=
Float like a :
butterfly, sting 3
like a bee, fall i
over like a p
drunkard and =

then open a s
Muh a € 3 night-club in NEX T ¢

LTy & mrna , Manchester FIGHT
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Carlos
Espinoza

- e i T
o 'p

MEXT FIGHT:

HUHAMMAD
ALl

RAHKIHG 16
RECORD -
Bw Bwild BED

12 ROUHDS

RAHKING 9
RECORD :
26wicw 11 KD

Muhammad Ali goes in against
the office hero Bruno Franko

up the game can be played by one
or two players. In two-player mode
you simply set two big brutal chaps
up against each other, whereas in
single player you will get the
opportunity to take part in a
tournament.

~ In either game there are two
different methods of play that you
can try your hand at. In arcad
mode you simply keqp prass g

S IH TOURMAMEMT -

BART_'LETS RUMBLE °
RAMBLER

~ IROHHEAD - Hﬁ&
ROEIMS
 TOMMY TgE FIST

T
3
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3
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55

- ZMOMC
HIE N0
ITx .4
MUIEH
s
[y | T
fl—
=X

v, . The tournament league
EAST - table containing lots of

names and numbers.
Yes, very interesting!

By nimbly fiddling with
combinations of buttons and joypad
movements you can choose when
you want to perform just about any
move, including special attacks,
defences, and all the usual boxing
fare.

Those of you who have been
frothing at the mouth for a decent
boxing game may well ‘
somath ng arth wamng for here.

hard enough

The lads meet for

 the first time in front
of the ref. Ooh, you can
just feel the tension

And the winner is...me. Ha!
Right then, who’s next? Come
and have go if you think you’re

M E G A D RN CE A DV A NCED
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The ring is actually a 3D polygon
which is rotated and jiggled about a
bit like the graphics in flight sims




REVIEW: ECCO ¢ SOFTWARE HOUSE: SEGA

I can’t

believe it!
I have found
a totally
original
gamel! My
prayers have
been
answered!

will give you the
ove another glyph

M E G A

for air

dangerous for Ecco.
in one area, they

0 dangerous corals
they can slow him

 energy lost
g jellyfish or
rs Ecco
and eat
fish that

REVIEW
N4

have never been one who'’s
adverse to getting mellow
every now and then. You
know, a couple of beers,
slap on the Orb video and
Bob’s your uncle. Funnily
enough one of the main
images featured in the Orb
video is a Dolphin, which is
what the game Ecco is all about.

These creatures have a definite
new age mysticism about them. They
appear to be highly intelligent and
legend has it that they are more
closely related to man than may be at
first apparent.

This particular dolphin is in a spot
of bother. A storm has taken all his
friends away and he has to find his
family or he will die from a broken
heart.

MOVE OVER FLIPPER

Ecco’s quest forces him on an odyssey
of exploration and puzzle solving under
the sea. He has two special talents to
help him along on top of his
intelligence and dexterity.

First, all dolphins communicate
and find their way with sonar and Ecco
is no exception. His sonar is fired by
pressing A and if this is held down until
the sonic arc returns then a map of
Ecco’s immediate surroundings is
revealed.

0 R I V°E
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The sonar is also used to
communicate with different creatures
of the deep. Occasionally this will
result in something useful, but the
majority of times a cryptic response
will be returned like, “The marks on
your nose are like the stars in the sky”.
The more useful undersea creatures
give clues on what to do, where to go
or how to solve a puzzle.

His other talent is his speed
attack. By pressing B Ecco darts
forward and any dangerous creature
he hits, like jellyfish and pufferfish
disappear in a little swirl of light.

HIDDEN DEPTHS

One of Ecco’s problems is that he is a
mammal, and must therefore breathe
occasionally. This is OK on the first
few levels because the surface is
never far away and a few expertly
executed somersaults can be thrown
in for good measure as you breathe.
But later levels are usually in undersea

remove rocks
way, but it has
carefully by

the tricky parts

4



RELEASE DATE: OUT NOW e+ PRICE: £39.99

caverns where

the surface is too far

away and air pockets

must be found and used
frequently. These never run out but
they are difficult to get to.

Another element of the game are
glyphs. These are ancient crystals that
have immense knowledge of the seas,
and also guard passages to new
areas. These can be communicated
with and they are usually responsible
for some of the most screwed up
messages.

The ones that guard passages will
have a partner knocking around
somewhere called a key-glyph. What
you have to do is find this, absorb
some of its power by knocking it, then
swim back to the guard glyph and
transmit this power with your sonar.
The glyph will then fall away allowing
you access to the new area of the
level.

Other obstacles begin to present
themselves as you get further into the
game; walls of rock are removed by
rubbing them with a large conch,
movement sensitive octopii, strong
currents that cannot be swum against,
puffer fish and so on.

A lot of the puzzles or obstacles
involve Ecco manipulating objects or
enlisting the help of other creatures,
especially starfish, to help him out.

One of the best bits of the game

though is just swimming around. Ecco
is so well animated with a large
number of manoeuvres that just
leaping out of the water, swimming,
somersaulting and that kind of thing
are really good fun.

In fact just enjoying a wander is
one of the most relaxing activities |
have ever come across with the truly
ambient soundtrack and the splashing
noises really sealing the atmosphere.

IT'S MELLOW MAN

Once you get into the game the
mellow atmosphere soon begins to
absorb you, and you find yourself
saying “I'm just going to talk to the
killer whale, man”, and “Oh no, a
glyph, man”. This game has a very
strange ability to start making you talk
like a long term cannabis abuser.

The whole mystery of the sea has
been captured here; the deep dark
caverns, the sunny surface, the
different creatures, along with all of the
noises.

As well as capturing all this
mystery and ambience Sega has
slapped in a fantastic game as well. It
is huge and it is not the kind of game
you'll finish in one day. The password
system helps, but it will still take weeks
of solid play to finish.

Ecco is one of the very best
games ever to be released on the
Mega Drive. Its originality, high class
gameplay and feel, NOt o
to mention addictive-
ness make it a must-
buy for anyone. This
really is a classic.

M E G A
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REVIEW: ARIEL/TALE SPIN  SOFTWARE HOUSE: SEGA

laying the part of either
Ariel: Bimbette of the
Seven Seas or King
Triton you must swim
around the underwater
mazes freeing the aquatic
inhabitants who’ve been
imprisoned by Ursula the witch.

To rescue all of your fellow Mer-
folk you’ve got to annihilate all the
nasty underwater creatures and
lead them to a safe haven. Armed
with nothing but a shell bra and a
corking singing voice Ariel must
swim around singing cheery tunes
at the nasty monsters. What a
weapon eh?

MEGA .PANEL

SCORES OUT OF 10

(GRAPHICS O

SOUND 8

PLAYABILITY 5|

DURABILITY 5

ONE PLAYER / MAZE GAME

OVERALL

SCORE

imes are hard for ailing

jungle superstar Baloo

the Bear. His air freight

firm is in financial trouble

but fortunately by a stroke

of luck Baloo and his ever

present cohort, Kit, manage

to land themselves a lucrative deal

to retrieve 10 crates of cargo from
nine exotic locations.

Unfortunately for them their old
adversary, Shere Khan is chasing
after the same cargo.

The game places you in control
of either Baloo or Kit (or both
simultaneously if you play the two-
player game) as you roam around
the countryside searching for the
hidden boxes. It’s all fairly bog-
standard collect’em-up/platform
game fare with nothing particularly
original.

The levels are reasonably
sizeable and all contain numerous
baddies who must be immobilized.
Each of the two heroes has their
own distinctly harmless weapon
which will stun the bad guys long
enough for you to pass.

Graphically the game is

Of course, if you feel that your
masculinity would be seriously
affected by playing a nubile young
mermaid you have the alternative of
playing King Triton who has a much
more macho fireball which he can
chuck at the bad guys.

Overall it has to be said that as
scrolling maze games go, this isn’t
exactly the hardest game you’ll ever
come across. Bearing in mind the
subject matter it would seem
obvious that the game is aimed at a
much younger player and if you're
only seven years old this would be
great.

The presentation of the thing is
absolutely first class and it gives
the air of being a very
good quality product.
Just bear in mind /4
that it isn’t the most
challenging title ever! *

TALE SPIN

reasonably well executed, but
considering the quality of other
recent Sega Disney games it is very
disappointing indeed. The sprites
are a bit mushy in appearance and
the parallax scrolling looks
decidedly naff.

The thing that really spoils Tale
Spin though is the fact that it’s
such a slob to play. The controls

are sluggish and unresponsive and
leave you feeling as though you
aren’t in complete control of the
goings on, more of a vaguely
interested participant. Such a
shame really 'cause
a licence of such a
wicked TV series has
an enormous amount
of potential.

JOHN
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REVIEW: WIZZY AND LIZZY  SOFTWARE HOUSE:

WIZAY AND
LLY

he particular

universe where

these two kind-
hearted magicians
exist is a little on the
strange side. It is full
of rabbits - well
obviously anywhere
you put two rabbits is

going to be full!

The basic thrust of Wizzy and
Lizzy is to race around each level
finding dying rabbits. Each one you
touch will be immediately saved
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Level designs aren’t all grassy fields and
hillocks you know, the occasional rabbit
church turns up as well

and in gratitude they will give you a
letter.

Well, they won't give it to you as
such but let it float off into the ether.
The trick is to collect all the letters
you need to make up the word at the
top of the screen. Once you've done
that the exit will open and out you
can go. If one of the rabbits dies
before you get to it a letter will be
removed from your collection.

It isn’t as easy as this though
because there will be some slightly
malevolent creatures knocking
about that will cause you damage if
you run into them. You’ll also face a
time-limit in which to find all the
rabbits and get out again. Any time
not used will be put into credit for
when things get tricky later on.

PSYGNOSIS

Another Psygnosis project
that is nearing completion is
this esoteric story of a witch
and a wizard trying to save
some rabbits. Ocdd, very odd!

This has to be one of the fastest
moving games | have seen since
the good bits of Sonic 2, but even
that didn’t move this fast, in this
many directions at the same time.

Yet to be mentioned is the two-
player split-screen mode. Now this
has great potential for hours of
endless fun.

The principle will still be the
same but this time there won’t be
any nasties flying about. It'll just be
a head to head race to get the
letters for your different words and
get to the exit, which will appear at
a random point somewhere in the
level.

The gauge at the bottom
shows how much magic
all the collected fruit has
generated

?
>

L)

A forlorn Wiz rambles about
trying to find the dying rabbits

] s l"‘h.b",!»

You will be able to steal your
opponent’s letters, slowing them
down, but you won’t be able to use
them yourself. The first one out will
be the winner but the loser will have
to keep playing until their word is
complete. Each second they are on
the screen longer than the other
increases the victor’s points.

If it fulfils the potential we saw,
and it should because it is nearly
complete, then this will be a
fantastically fast and »——+— ]
furiously funny two- ~
player game. Wizzy
and Lizzy is due to
arrive later this year.

ﬁ ==
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All the letters
have been
collected and £
now Wiz must §
find the exit

This is Wiz and Liz’s house, )
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where spells can be performed
to access special zones and
where passwords can be
written down




THE UK’S Nol
SUPER NES
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NEW

TITLE

ALIENS 3
AMERICAII ELADIATIIRS

ADDAMS FAMILY...

SIMPSONS - KRUSTYS FUNHOUS!

DRRNRBRRER

ROAD RASH I . 00.
SLAP SHIUT . SIDE POCKET .. 00..
SPANKY'S QI SIMPSONS - SPACE MUTANTS ...16.00..
SPELLCRAFT.. SIMPSONS - FUN HOUSE ..18.00...
SPIDERMAN - 00

SPINDIZZY WORLD ..
AR WARS

FREE CATALOGUE

STREET FIGHTER Il .

NERNNNNNNLNReNRRRRNRRRRRRRRRRRRR

Non members add £5.00 new games £2.00 used games

2
26
27
27
24
SUPER ADVENTURE ISLAND . 23
SUPER BOWLING ....... 2
SUPER DOUBLE DRAGON ... 214
SUPER GHOULS N GHOSTS 2
SUPER POWER PUNCH Iil . 24
SUPER R-TYPE ...... -
SUPER SMASH TV ... TERMINATOR .. 27 a
SUPER SMASH TV TERMMATI 2 o ALL PRICES QUOTED ARE FOR
SUPER WRESTLEMANIA TERMINATOR Il JUDGEM 26, M «C 4
K.0 TWISTED FLIPPER 1
TWO CRUDE DUDE: 5
WARRIOR OF ROME Ii 2
24

.00 ... .00 .00. AQUABATIC GAMES i
.00 ......28. .00. ATOMIC nuuu:n ;
i B 6.00. BATMAN RETURNS . i
BATTLE TOADS i g 0.00. BIO HAZARD BATTLE i
BLUES BROTHERS ¢ i 0.00. :LAClé ENVPT -
BULLS V LAKERS i ; 0.00.. .
CALIFORNIA GAM i i 0.00.. BULs x LAKERS j
CASTLEVANIA IV i ! 0.00. ol it -
CONTRA l.. . 00.-.s--21.00: GARMEN SANDIAGO)i 20.00.
CYBERNATOR. .00 .......27.00 .....20.00. CHAKANI .. 18.00
DESERT STRIKE . .00 ......27.00 .....20.00. 18.00 :
DINO CITY..... e 90 . 2400 ;;g 18.00
DUNGEON MASTER. .00 ......34. .00. 18.00.
DUNGEONS & DRAGONS .00 ......31. 24.00. 18.00. AFTER YOUR FIRST PURCHASE OF OVER £20.
F1 RACE OF CHAMPIONS .00 ......27. 20.00. 18.00. g
........... .00 ......24.00 .....17.00. 18.00.
FACEBALL 2000 .00 ......23.00 .....16.00. f;-%
FINAL :IAG"IITrAsv l I 2 DUNGEONS AND BRAGHS 00, >
FOOTBALL FURY.. 35.00 g EA ICE HOCKEY......... 32.00 7.00 | -
= WE WANT YOUR GAMES
GUN FORCE ... . : EVANDER HOLYFIELD BOX 34.00 9.00.
HARLEYS Hi i ; EX MUTANTS . .00 8.00
HIT THE ICE .. .00 ; Eli‘lggg%zﬁl i 34.00 18.00
HUME Aw““ ﬁ i GREEN DOG 32.00 6.00.
uuur FOR RED OCTOBER . .00 .00 HIGH IMPACT 34.00 8.00.
34.00 1.00 1
JOE AND MAC .............. .00 ......24. Fy 380
KAWASAKI CARRIBEAN CHALLENG! .00 i 34,00 5.0
LEGEND OF MYSTICAL NINJA .00 y 32,00 400, :
LEMMINGS ....... .00 f 34.00 6.00.
LETHAL WEAPON .00 ] 34.00 6.00. 1
MAGIC SWORD .. .00 ] LEMMINGS 37.00 8.00. ’
METAL JACKET.. .00 § LITTLE MERMAID .. 37.00 1.00
.00 ; LHX ATTACK CHOPPE 34.00 8.00
00 7 LOTUS TURBO CHALLEN 34.00 g 9.00.
00 "00 MASTER OF MONSTER . 42.00 ! 1.00.
00 00 ETAL FANGS ....... 34.00 : 20.00 .
PEATOURGUE, ‘0 00 MIGHT AND MAGIK T .. 37.00 i
NFL SPORTS FOOTBALL 37.00 ;
PILOT WINGS .. .00 .00... NHPLPA HOCKEY ; 4 1.00.
PRINCE OF PERSIA.. .00 .00 .. i 3.00.
PUSHOVER .. .00 .00 .00 6.00.
RACE DRIVIN.. .00 .00 PIGSKIN 0.00 . s
RADIO FLYER . .00 .00 POWERMONGER.........o0v0vvorsversersserne 34 0.00.
RAMPART .. .00 .00 :n‘s‘glg'?m“ 8.00.
SHADOW OF Ti 00 5800 RAGE DRIV, 820
SIMPSONS - BARTS NIGHT] .g .gg AT H
00 727,00 H
.00 .00 6.
.00 .00 8.
.00 .00 20,
.00 .00 i
.00 .00 ...
.00 .00...
.00 .00 ...
.00 .00
.00 .00 ...
.00 .00 ...
.00 .00
.00 .00
.00 .00
.00 .00
.00 .00
.00 .00
.00 .00
00 ......27.00
00 ......27.00
00 ......28.00
: .00

baabhbhaaaaanbanbabbbbababbababbabbbbbbbbbhbkabbil

“ WONDERBOY MONSTER WORLI
4 X-MEN
o YOUNG INDIANA JONES.......... ... ... . .00.......26
24 ZOMBIE HIGH .00.......21

SRssns
gssss

WHIZZ-KID GAMES LTD Name

22 STATION SQUARE Address
PETTS WOOD |
KENT BR5 INA Town

Member No [TTTTT1] County |
L]
L]
]

Post Code
Cheque Tel
Postal Order
Credit Card
No (T I TTTTTTTTITTTIT]
Expiry Date [TTTT1]
Postage
Please telephone before ordering. Total
All cheques must be supplied with

a valid cheque card number. b
All games are UK or USA versions. Signature

Game Machine | Price
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AND WE
INTERVIEW THE
TALENTED TEAM
BEHIND IT!

EXCLUSIVE REVIEW
OF THE FAST-FLYING
FOLLOW UP

2 MICRO! SM

YOU'LL GO GOO-GAH
WHEN YOU SEE IT!
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There can be
no doubt that the
Mega-CD is the way
ahead for Sega
gaming, but is it as
good as the hype?

HISTORY
LESSON

he whole thing started
I back in the early ’80s
when Sony and Philips
clubbed together to develop a
new digital music medium. The
new system (which quickly
became an industry standard)
gave superb quality repro-
duction and instant access to
any point on the disc.
CD soon established itself
as a viable option for storing
computer data.

As CD ROM on the PCs
blossomed and the prices for
CD technology dropped it soon
became apparent that the
potential for CD based games
was enormous. PC games such
as the fabulous Wing
Commander soon made the
journey to CD and many
followed.

By this time a number of
more home based machines
were also gaining CD systems.

TECH DATA

CO-PROCESSOR...... MC68000

This works in tandem

CLOCK SPEED

.. 12.5MHz ;%

with the Mega Drive
processor making
everything much faster

This is the speed at
which the CPU crunches
all of the code

MEMORY 6Mbit (about 700k)........ This small amount of
128kbit data cache memory allows the Mega-CD
to keep track of the current
data
DISC CAPACITY........cccceeens Around 500-600Mb ....... Sonic 2 takes up 1Mb of
memory. Imagine a
500Mb game!
BOUND v i tesirmmsin 8 channel stereo sound
SAMPLING ....-...00i iy Up to 32KHz
8 times oversampling ..This is the same sort of
quality as a reasonable
home stereo CD player
CD ACCESS TIME ............ Max 1.4 seconds........... In other words, it’s fast
Min 0.8 seconds
COLOURS/PALETTE As Mega Drive............... Rumours from Sega indicate
that it is possible to achieve
full screen, full motion
video using all 512 of the
Mega Drive’s colours
GRAPHICS Ll i e Biaxial rotation

Graphics scaling .......... This means that anything

the SNES can do the Mega-
CD can do just as well!

The disc is placed
in this drawer. The
only way of
actually opening it
® is by accessing
the ‘on screen’
control panel.

° There are no
[= buttons on the
E} Mega-CD unit

You attach the Mega
Drive to the top of
the machine by
means of a small
metal plate. This

® plate is screwed to
the Mega Drive and
then slots into a

e number of grooves

@ on the CD unit

The only indication that the machine is
actually working is this panel of lights on
the right-hand side. All it tells you is
whether the disc is being accessed or
not, and if the power is on

TRIVIA

. CDs scan from the inside
edge to the outside edge -
the opposite to vinyl LPs.

. The top surface of the CD is
the delicate one. Laser light
passes through the clear plastic
and reflects back off the
aluminium coated surface.

~« The ‘holes’ on a CD surface
are apparently 1.6 micro-
metres wide and 0.9 micrometres
deep. That’s pretty damn small!
These tiny pits catch the light
and cause a polarizing effect —
that’s why you see the rainbow

when you hold one up to the
light.

CDs are actually very cheap
to manufacture. For any
quantity over 1,000 units the
price is well under £1.

. The information is read off
the disc using an infrared
laser light. You can’t actually see
this, so any light you see in your
domestic player is purely for
show.

. CD games systems simply
read the information off the
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Ever wondered what the edge
connector on the side of the
Mega Drive is for? Well, it slots
into this edge connector on the
top of the Mega-CD

[ TN weAcomamavAeaNA |/,
' \ &5

SEGA AND THE
MEGA-CD

s the Mega-CD is the first
A major piece of hardware

to come from Sega in the
past three years it’s hardly
surprising that the company is
putting everything it’s got
behind the system. Effectively
making the combination of
Mega Drive and CD the much
fabled next generation console,
Sega envisages that CD will

e

As you can see the Mega-CD unit is —
very simple in its design. There are _—
no buttons, no switches - nothing. s
It’s just a black box which the
Mega Drive sits on top of

disc and interpret it
according to its nature.
This can be music /
data (samples which /
~_are played back), /
~computer data (the
~ guts of the games) |
or video data (the
code for the images |
you see on screen). \\

. At present, a\\
standard CD (as

~ read by the Mega-CD unit) s
~_not erasable or recordable. i
~ With the advent of mini CD

CDs are actually so cheap to
produce that within a few

~ though, we could see new

~ systems where you can save

~ hardware.

information out. This of course
~ would require a new piece of

years we could actually see the
price of games fall! The age-old
~argument that ‘cartridges are
~expensive to produce’ would be
~ right out of the window!

take over completely from
cartridges within the next two
to three years.

Obviously, the company
has a commitment to
compatibility within all its
systems so you’re always
going to be able to play your
carts, however don’t be
surprised if CD format games
totally take over by 1994.

Sega seems so convinced
of the future in multi-media
games that millions of dollars
have been spent in the US on
building a film/recording
studio. Here film and music is
recorded ready to be digitized
onto disk and included within a
game.

At present the Sega format
CD system has more support
behind it than any other similar
system.

Ithough the UK release
Aof the Mega-CD should

be any day now the
Japanese machine has been
available for over 18 months! It
seems that Sega didn’t want to
unleash the machine on the
rest of the world until the
market was ready.

The US has also seen an
official release as well, and
although there were only four
discs available at the time of
launch it has sold incredibly
well.

Sega assures us that the
UK release has been held back
until a sizeable catalogue of
games is available. The
intention would seem to be for
around 15 discs to be available
at the time of the UK launch.
These will include the recently
previewed Sewer Shark and
Night Trap along with Cobra
Command and Wonder Dog.

A number of shovelware
discs will also be released,
containing four or five older

Mega Drive cartridge games on
one disc. The first of these will
include classics such as
Streets of Rage and Columns.
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46
Psygnosis

has been
dabbling in
CD ROM for
ages, but the
company has
now turned to
Mega-CD. Can
it retain the
reputation it
gained for 16
bit games?

sygnosis’ first CD
product was for
the FM Towns
machine in Japan.
The FM Towns is
a sort of PC with
extra bits, including
a built in CD ROM drive.
The program was merely
a demo of a fully ray-traced fighter
plane flying over a rugged fractal
generated landscape. It looked great’
but you couldn’t play it, just watch it
over and over again.
They only pressed 10,000 copies
because demos are there just to show

things off a bit. Those 10,000 copies
sold out within three hours of the
shops opening on the launch day and
another 50,000 were pressed. | guess
this gave someone at Psygnosis a hint
to how big CD might be.

From then on the company has
gone headlong into an odyssey of CD
ROM research and development that
will bear fruit this year in the form of a
number of projects for all CD formats.
Two of these, Dracula and Microcosm,
will be for the Mega-CD and they’re the
ones we’ll be looking at.

TALK BACK

We talked to CD development
manager lan Grieves about how he
saw the future for CD and where
Psygnosis would fit in.

Psygnosis came to prominence as
the first company really to push the
emerging 16 bit platforms. With CD
appearing as the new technology
Psygnosis seems determined to put
as much into CD-style development.

lan: “There are a lot of people out
there with their eyes open and they
know that CD is the medium of the
future. As far as development goes '93
will the year of the CD and if you’re not
plugged in you're in big trouble
because it's not going to go away. CD
ROM on its own as a technology has
that ‘I want to have it’ appeal to it. |
mean the last thing that had this lasting
appeal was video recorders. What
more can you ask for from a home
device?”
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Psygnosis’ development method
for CD gives it the flexibility which
lan believes will-help it secure a
place at the front of the field.

lan: “I think other people in the
industry are hanging back somewhat
to see which hardware platform is
going to take off. | sincerely believe
the market out there is going to be so
big that lots of people are in for a
shock when it eventually stabilizes in
around three years and the leaders
emerge. In the meantime we've been
developing the technology to cope for
it, not for a specific destination
platform though.”

Psygnosis’ pyramid-like devel-
opment style also means that its
investment is in CD ROM as a
whole, not in specific platforms like
Mega-CD or CDTV.

lan: “We can say, ‘OK this how
we’re going to do it, this is how we get
to this point here and then this is how
we channel it off to the individual
target platform’. If one project drops
away then we’ve lost a little but we're
always ready to develop for the next
one. Yes, if one of them does fail it's a
shame but not much of a problem. We
lose some of the flavours and
obviously the more flavours there are
the better it’s going to be.”

Psygnosis is investing heavily in
CD ROM as a concept but only time
will tell if it will emerge as one of
the premier developers in the
world. If lan can do anything to
make sure it does, he will.

lan: “We have our own particular
niche area of it and we want to go
forward and improve along with it.”

G A MI NG
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PREVIEW: DRACULA ¢ SOFTWARE HOUSE: SONY IMAGESOFT

BRAM STOKER'S DRA

PREVIE
T

Blood-sucking, late
night partying,
deflowering virgins —
the life of a vampire
isn’t all badl.

ram Stoker’s Dracula is

D the first film licence that

Psygnosis has ever

D done. You get the feeling

that the company was

waiting until it could do a film tie-in

justice, shying away from the tired

platform fare so often seen before,

and waiting until the technology

could really do something special.
Seemingly this is the time.

Dracula will also be its first
Mega-CD title, but the company is
only developing it. The game will
eventually be released by Sony
Imagesoft, which after seeing some
of the impressive demos Psygnosis
has created during its research had
little hesitation in signing the
software house up.

LOOKING BACK

The game’s approach exploits the
current CD technology to the full.
All the level designs are based on
actual blueprints of the film’s sets.
These are then rendered using the
impressive 25 grands worth of
Silicon Graphics system. This piece
of small, but perfectly formed,
graphics hardware is the system
used for the effects in Terminator 2,
assorted award-winning animations
and just about any special effect
you care to name these days.

What this produces is a 3D
rendering of the set in some 16
million colours and it is bloody hard
to distinguish from the real thing.

Once this has been designed
animation frames are created for all
the possible views of the scenery
the game will need. By the time it
gets to the Mega-CD it has a mere
64 colours, but it still looks brilliant.

What this gives the game is an
authentic 3D background to every
level of the game. As you move
through it the perspective works
completely and what you have is an

M E G A -0 ¥ =&
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‘infinite parallax’. One stage sees
the play on a fragile rope bridge
with the gorge beneath shrouded in
mist. The feeling of depth here is
remarkable, unlike anything
attempted before. This can only be
done with a CD ROM drive as a
cartridge could never store all the
information.

Even more graphical infor-
mation is generated by the large

G A M I NG
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number of animation frames for
each character — the more frames
the better the quality. These are
generated by videoing live
movements of costumed actors
against a blue screen background.
These videos are then digitized for
use in an Amiga-based art package.

| VONT TO SUCK
YOUR BLOOD

The blue of the screen is
completely removed and all that’s
left is a complete character
animation. The next part is to touch
up and smooth these out for use in
the game. The graphics produced
by this process are of a better
quality than the much praised
Prince of Persia.

The gameplay is still in the
early stages of development but
what we have seen is the hero
progressing through the various
set-pieces of the film then facing a
different incarnation of Dracula at
the end of every level.

He’ll be confronted by rats, bats
and assorted slimy things that
always turn up in horror films.
Whatever happens though Dracula
is going to be big, have more
atmosphere than any previous film
licence and show what the Mega-
CD is really capable of. In short, it’ll
be ground breaking.




REVIEW: MICROCOSM ¢ SOFTWARE HOUSE:

SONY IMAGESOFT

This pod whizzes you around the waystation as you

change to another style of craft

The middle of an artery is a dangerous place,
you’ll need to shoot rogue blood cells

MICROCOSM

Nearing the heart the
currents get a bit tricky so
quality piloting is essential

nside the human body is an
intricate network of tubes

and passageways we are
only just aware of.
Microcosm will give you the
chance to explore this other
world in a miniaturized craft.
Exploration of the human
body will be the theme of this
game but your ultimate goal will
be to save your host body from a
number of diseases, not to
mention a rogue craft that is
trying to hunt you down.
There will be a piloting

section where you will have to
make split-second decisions as
to which artery to zoom down.
Sometimes you will have to
chase the enemy ship and try to
shoot it down. There will also be
a section where you have to
shoot dodgy blood cells.

All the graphics for the
internal parts of the body have
been generated on the same

The inside of
the station
somewhere in
the body

system as Dracula, giving the
game a realistic moist look.

Some sections of the game
will be like scenes from a film,
you will have no control over
them but they all look
exceptionally good. In one a ship
emerges from one of the large
waystations, starts its engine and
whizzes off into an artery. All the
while the camera is moving
round so the whole effect is
incredibly impressive.

Microcosm will be available
in late spring or early summer
from Sony Imagesoft.

" This is your
craft being
launched
into the

e

bloodstream
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This, believe it or not, is somewhere
inside the intestines




REVIEW: ROAD AVENGER ¢ SOFTWARE HOUSE: WOLF TEAM

ith the
official
release of
the Mega-
CD in
Europe just
around the
corner what

should appear
in the office? Yes, an official disk for
this much fabled and talked about
machine. This time it's not dogs from
outer space or almost naked ladies
travelling through time, but an honest
to goodness driving game. Lotus
Turbo please take a back seat.

The official UK release of Road
Avenger, known as Road Blasters in
Japan, should coincide with the launch
of the Mega-CD itself.

’Ere! D’you kill my |
‘wife? Il ’ave you!

In keeping with most
contemporary things that come from
the land of the rising sun (this is a
Japanese game converted for the
European market) the plot concerns
two lovers. | could lie and tell all you
lovely readers that Road Avenger
breaks away from this Clint Eastwood
spaghetti western-type storyline but
I'm a good Catholic boy and would
never dream of fabricating such a
story.

DEATH YOU SCUM

According to the manual the game is
set in the not too distant future where,
in true Road Rash 2 style, law and
order are breaking down, especially on
the roads. Mr Cool and his woman
run into a band of death on wheels —

bikers to you lot! Taking a dislike to Mr
Cool the gang of unsavoury types
decree that a spot of gratuitous
violence is the order of the day.

One trashed car and dead wife
later Mr Cool has dropped his nice guy
act and turned killing machine. Our
hero now becomes a fanatic in his fight
against road crime and is accepted for
duty with STOP (special task
operations patrol).

The arch enemies of STOP are
none other than SCUM (secret criminal
underground movement) which is the
group responsible for the death of his
wife. Its members have also brought
about untold death and destruction on
the highways.

The animated introductory story,
as expected, is a taste of what is to
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come later. Superbly detailed animated
cartoon-type graphics illustrate the fast
sporty car zooming all over place,
pulling off stunts our very own James
Bond would be proud of.

SPEED MERCHANT

The game is split into nine stages,
each of which comes complete with its
very own hazards. Altogether the
player has five lives and three
continues to complete the game. Fail
with this and it's all the way back to
those lovely intro screens for another
visual orgy.

The acceleration of the car is
controlled by the computer, with the
player making only the split second
turning movements when yellow arrows
flash on screen directing the car.




Sounds easy? No, it's not
because the landscapes, other
vehicles and car wrecking objects
scream straight at the windscreen at
breakneck speed.

If anyone out there is feeling very
foolish, the choice of playing the game
with all the computer prompts off is
available. So if crashing cars is your
thing then this is most definitely the
option for you. Not surprisingly this is
entitled ‘hard option’. Believe me when
| say, it is bloody difficult!

Not content with this Wolf Team
has decided to leave the function of
braking and operating the turbo to the
poor old player. When either of these
should be used a message flashes
over the top of the screen. If the
command is not carried out in a

NG

RELEASE DATE: EASTER ¢ PRICE: £39.99

second — sometimes a faster response
is required — it's the big scrapyard in
the sky for the very expensive piece of
car technology.

The player views the action as if
sitting in the driver’s seat, looking
through the windscreen. The first stage
consists of accelerating straight down
a small road in speedy pursuit of
SCUM members.

After destroying the first members
of the gang, an urban shopping centre
complete with bystanders is the next
place that the outlaws appear. Dodging
pedestrians and driving through hotel
lobbies is some of the fun that can be
expected on this stage.

The graphics are phenomenal,
from the hotel windows shattering,
down to the expressions on the faces
of the terrified bystanders.

SEX ON WHEELS

Wolf team has improved on the
graphics witnessed in Thunderstorm
FX, with lots more detail being evident.
Especially noteworthy is the 360
degree scrolling meaning the illusion is
given of the car spinning around
completely.

With the game being recorded on
CD format the soundtrack has been
digitally recorded and as you would
expect it’s simply brilliant. From the
screaming of the brakes to the
explosions of SCUM vehicles,
everything is mind-blowing. In my book
this certainly adds to the overall
realism of the game.

For the past couple of pages |
have heaped the compliments on
Road Blasters, unfortunately there is

M EG A DR-L.V_E AD v KN Cc ED
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REVIEW: ROAD AVENGER ¢ SOFTWARE HOUSE: WOLF TEAM

some bad news. Despite the
@, fast moving graphics and the
N\, magnitude of adversaries
that appear on screen at
any given time Road
Blasters still suffers from the
age old dilemma, the lack of any
real challenge.

The first time around it will blow
your mind, but by the third attempt it is
simply a case of remembering where
the arrows will appear on screen and
when to use the turbo and brake.
Unlike Time Gal, the different

1 you don't hit the hubs st

rammed and rolled like this .

i Faai Y
Crushed by a falling
boulder is a sad way togo

e e o
Fail to make that left
. and it could all :

:ack! Right into the side
a cliff! I should have hit

4

DRIVING SIM

scenarios appear in the same order
each time you play which reduces the
lastability somewhat. ONE PLAYER

OVERALL
SCORE

10%

This problem seems to be the
scourge of the large percentage of

~ MEGA.PANEL

SCORES OUT OF 10

|

SOUND

l

DURABILITY &

games so far available for the Mega- UPPER SDOWNERS

CD and we can only hope and wait
that a CD packing a real decent
difficulty factor

appears. If not, come

easter Sega could

have some rather

embarrassing egg on

its face.




RELEASE DATE: EASTER ¢ PRICE: £39.99

Exit swiftly from a car
transporter ramp, then
land, pull a handbrake turn =~
and everything’s hunky-dory

Traffic being what it is
these days means even the
storm drains get congested

- @ il

"+ No one gets out of this
one alive, that’s for sure!

' Roll out the
barrel...geddit?

You go out for a quiet
. drive in the country
and before you know it
six combine harvesters ¥
are doing their best to
mow you down

L+ PR,
You just avoid this
head-on collision
steering right...

Road Avenger is a continual stream of action,
tension and split-second decision making. This
sequence gives an indication of how quick it all is.

s

- - ...But you'll :
. Precarious positions are bread 1% y : need to go
and butter stuff to your P ~ hard left to
average Road Avenger, but avoid hitting
will the driver of this | the cliff...

articulated lorry mind us
driving underneath?

..Thenitis |
straight into
another near

miss

but it may get
tricky up

.
iy T g e e ....Brako heavily ; PRREC
: to avoid ...Then accelerate
So there you are just ploughing into hard to get through
chasing a 1000cc | them and I
motorbike up a flight of the back of them... m leave
stairs and people start your pursuers

behind!

getting annoyed. Tut!

M E G A DEREIGVEE A'DLY A N-€ E D
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looking forward to for

absolutely ages. Is it better than
the feeble cart based attempts?

he series of After
Burner games in
the arcades have
been consistently
stunning. By staying on
the leading edge of the
technology of the time,
Sega’s arcade division
managed to create a fast
action combat experience.

INTRODUCTION
TO BATTLE

Unfortunately, due to the
limitations of the home based games
systems, every time a conversion was
attempted something went terribly
wrong.

The original Mega Drive version of
After Burner was really quite foul. The
graphics were slow and blocky and the
gameplay did nothing to compliment
the arcade original.

After Burner Il (released about 18
months ago) was an attempt at
impressing people with a much more
advanced graphics system and more
detailed sprites. Unfortunately, this
version of After Burner was yet again

The planes lie silent
until dawn...

M E G A

DRI VE

§
[
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a dismal failure as it was quite
phenomenally easy.

With the release in the arcades of
G-LOC in 1991 a new After Burner
game was added to the series. This
snazzed up the graphics yet again and
gave the player an in-cockpit view of
the proceedings. If the Mega Drive
couldn’t cope with the earlier game, is
it feasible that a conversion of G-LOC
would be horrific?

After Burner Il for the Mega-CD is
actually a reasonable conversion of

the latest Sega shooter. Not to be

REVIEW: AFTER BURNERIIl ¢ SOFTWARE HOUSE: SEGA

After Burner Ill is yet
another one of those games
that Mega-CD owners have been

m«mwmtmfwammi

confused with the upcoming cart
based version of G-LOC, this uses all
of the enhanced graphics techniques
available for the Mega-CD including
graphics rotation and scaling as well
as all the flash digital sounds you'd
expect from CD.

The concept of the game is
simple. You get in your F-14, take off
and proceed to blow the crap out of
anything that gets in your
way. It's then on to avoid
the enemy fire, dodge the
odd missile or two and
then eventually reach the
friendly aircraft carrier

As the planes are fuelled and prepared
for flight, the weapons systems are
activated ready for battle

G A MI NG
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RELEASE DATE: EASTER ¢ PRICE: £39.99

It’s smooth and slick and probably the most
impressive graphic in the game
@& @

= 5 s Each time you are attacked from
The scaling as your view zooms into the plane’s behind your view changes to the

cockpit is really quite impressive more familiar After Burner style
‘behind the plane’ view

' Taking off from
_ your home base
. you embark on
-~ what is a
phenomenally
i easy and
crummy looking
mission

Good luck! o LN The enemy
This graphic E e just hasn’t
is virtually - got a clue! It
identical to just lines up
the screen in ready to be
the arcade ¢ shot down
version of 4 g
G-LOC ;

(]

. - 9
As the plane sits on the runway ‘ : v As the plane takes off you are given a
it fires up its afterburners ; ; brief demonstration of the Mega-CD’s
ready for take-off : ; o . rotational facilities

DRIV E ATDUV AN C E D
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AT THE CONTROLS

REVIEW: AFTER BURNER Il ¢« SOFTWARE HOUSE: SEGA

Your air i ®
speed
indicator

isn’t the
clearest
instrument

on the

console

The screen

The
afterburner
gauge
shows the
power your
engines are
using

The
artificial
horizon is
a bit
pointless

on the left
indicates
your damage
level

which lies at the other end of
your mission.

The game is viewed
primarily from inside the
cockpit of the plane. You
have full control over the
plane’s movements and all you
have to do is point the plane at a
target and fire. You seem to have an
infinite supply of guided missiles at
your disposal for long range stuff, and
you have a perpetually firing cannon
which is good for the close up

scrapping.

If, by some freak of chance, one of
the enemies slips through your
impressive array of defences and gets
behind you, the view will shift
momentarily to the more familiar After

seca

- .MEGA PANEL

The HUD simply
helps you aim
your targeting
system

e
AN

Your guns fire automatically so
you don’t have to worry about too
many things at once

Burner style view of just behind your
plane. Here you'll be able to see your
pursuer and avoid his fire.

The gameplay does very little
indeed to impress the fact that this is a

SCORES OUT OF 10

SHOOT’ EM-UP

ONE PLAYER

OVERALL | ‘
SCORE

% | |

SOUND S

DURABILITY &

UPPERSUDOWNERS

MARCH '93 -

The radar show you
very roughly where
your targets are

really

CD based game on you. Admittedly
the graphics move at break-neck
speed but it’s hardly in Cobra
Command territory in terms of
presentation. -

ODDS 'N’' SODS

To be honest, the basic workings of
the game are quite disappointing. As
you'd expect though, in order to fill up
the space on the disc Sega has bolted
on a lengthy animated intro showing
your plane being kitted up before
take-off. There’s some reasonable
animation and a few fancy sounds but
that's about it. Is this at all impressive
though? No.

It seems such a waste of a
bloomin’ good game really. The

The enemy
planes can get
a little too
close for
comfort. Kick
in the
afterburner to

get away

When a missile comes in from
behind your only hope is to try
and nip about as fast as
possible to shake it off

Mega-CD unit has more than enough
power to create a decent version of G-
LOC, but this has been let down by
some shoddy development.

The single most embarrassing fact
about the game is that the only
distinction between the different levels
is that the sky and ground change
colour. No fancy valleys and mountain
regions...nope, you just get a slightly
different coloured background with a
different indescribable object
duplicated across it to give some idea
of forward motion.

The only significantly varied
section of the game is the part where
you embark on a brief ground assault
and even this looks awful! In the

arcade version ground

A red target mens that your fire-and-forget missile
system is locked on and ready. All you need to do now

is press the fire button and zoom off somewhere else

ISSUE 7
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attacks involved either blasting at
ships or taking out desert based
encampments. Here you fly over flat
ground blasting at one of three
different types of enemy. It's bloody
awful.

ANOTHER POOPER?

Yet again a Mega-CD game fails to
live up its potential. Considering the
hype that this particular game has
received around the world it’s
decidedly below average. It's fast, but
who cares if there’s practically no
gameplay? A 3D shoot’em-up really
ought to' look astounding on the CD
unit, but developer CRI has made an
almighty balls-up with this.

If you're a fan of the arcade

The enemy aircraft are actually
quite detailed when you see them
close up. The sprite scaling
seems to work very well

A whole
wing of
enemy jets
head in for
the attack.
Aim up on
the first
one and set
off a
missile on
each one -
doddie

original this is probably the closest a
home version has ever come, but
that's not to say that it's any good. It
makes past cart based versions of
After Burner look silly, but that’s not
exactly hard is it?

My best advice is to avoid this. To
be honest | can’t quite understand
why Sega is intending to release such
a crap game at the same time as the
Mega-CD. It would seem more
appropriate to release titles that are
reasonably impressive to start with
and then release the pap later when
all of the hype has
worn off. Never mind, |
suppose you have to |
take the bad with the &
good. :

Good grief that
missile’s a bit
close. Eek, I
can’t get out of
the way...

As the missile strikes
your F-14 erupts into a
ball of flames

e -;7'; =

it

“ i
Attacking the towers on the ground is really quite

stupendously easy. Just move left or right and keep
firing your missiles

Arghhh! ’m hit. Isn’t it clever that the
enemy can aim so precisely so that the
bullet holes run right across the window?

A D

DLV E
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SUBSCRIPTIONS AND NEWSAGENTS ORDER FORM

MAKE SUR

YOU GET IT!

GAIDRIY

ANCED AMING

AD

The benefits of subscribing to
Mega Drive Advanced Gaming:
*£18 for a year's sub gives a saving of £6
*A six month sub costs £10 (a saving of £2)
eSubscribers receive a free newsletter
every month with exclusive info inside
*Free delivery to your door every month

A

Dear Newsagent, I
Please reserve for me a copy of that first-class I

DVANCED GAMING

publication, Mega Drive Advanced Gaming, which
incidentally is published by Maverick Magazines
and distributed fully SOR by UMD (071 700 4600).

Post Code..........oiai i I
Complete this form and hand it to your newsagent to avoid
missing out on an issue of Mega Drive Advanced Gaming. I

W N MR U R e W e am
=
<
=
]
3
(]
@
W

I'm fed up of missing it, can
you help me get it?

By using either of the two forms below you can guarantee
your monthly copy of what is already (probably) regarded

as the best thing to happen to games mags in years. On
the one hand you can subscribe and have the mag
posted through your door every month, or on the other
you can reserve a copy with your newsagent. The choice
is yours!

Anyone out there in Canada or USA who wants a
subscription can contact the following address for
prices and details.

British Magazine Distribution, Unit 14, 225 Bysham
Park Drive, Woodstock, Ontario, N4T 1P21, Canada.
Tel: (519) 539 0200. Fax: (519) 539 9725

SUBSCRIPTION TO:

: MEGA DRIVE i

DVANCED GAMING

NBme. ... . . ool o rwieees o I
Addvass .. . .. . I
PoastCode ... .. ... ... ... i I
Method of payment:

a Postal Order  Cheque

Payable to Maverick Magazines Ltd

Length of subscription:
O Six months (£10) Q@ Twelve months (£18)

Starting fromiissue .....................oll

Maverick Magazines, Waters Green House, Waters Green,
Macclesfield, Cheshire SK11 6LF.
MARCH '93

Send to: Subscriptions, Mega Drive Advanced Gaming, l



ell done to all the
super readers
who sent in the
superb artwork for
our ‘Is Santa Past
1t?’ compo in issue
five. The response was overwhelming
to say the least and the standard was
very high all round. We’re sorry that
everyone who entered couldn’t win a
prize, but either you’ve got it or you
haven’t! Who knows next time...

The responsibility for the winning
piccies lies with the art staff, so any
complaints should be addressed to
either Jon Ross or Stephen Lindley.
Anyway, here are the lucky few.

YOU ARE A WINNER

I'M KEEPING THE HAT & THE LICE |

YOU cAN Keep THE REST .. f
. R

Va

DRI VE A DV ANGCED
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answer all competitions close on the 31st April 1993

KINGBIT GAMES
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SUPER SHINOBI 1i

The ninja magic is an especially
useful feature. Working like a sort of
martial arts smart bomb you can
activate any one of five different spells
to try and help you when you get in a
tight spot. Fireballs, huge blocks of ice
and lightning bolts are all available for
a limited period to clear the screen
and give you time to escape.

The game isn’t all about just
running around and hitting people
though. There are some really huge
levels that must be explored in order
to annihilate the Neo Zeed. You'll find
yourself travelling through the city
streets, dashing around buildings,
crashing about in the jungle wastes
and spelunking in the strange
underground caverns.

REVENGE OF THE
NEO ZEED

The one thing that really shines
through with Super Shinobi Il is the
gloriously high quality of the whole
thing. I must admit to being quite a fan
of the original and I'm more than

pleased to say that this is a
phenomenal improvement.

Graphically the game has been
improved tremendously. The sprites
are all large and smoothly animated
and some of the parallax backdrops
are really wonderful. The end-of-level
guardians are especially noteworthy.

Sonically the game also has some
hot spots. The tunes are all moody
and driving, with some excellent
sampled voices to help them sound all
the more impressive. On top of this
there are also some brilliant passages
of sampled speech as the Neo Zeed
leader cackles and abuses you.

Overall it is certainly one of the
best games to come from Sega in
quite a while. It's got everything that a
platform game nutter could want.
Huge levels, some wicked bad guys to
mangle, loads of power-ups and tons
of moves to figure out. >
It's worthy of a Climax |
award and you should
take the time to check
it out .

O NOT ADJUST
YOUR SCREEN

STREETS OF RAGE I

Each of the characters has at least 20
moves available including a number of
fancy special moves and attacks. For
example Axel has a rather splendid
dragon punch-type thing and Max has
a variety of wrestling moves including
pile-drivers and spinning clothes-lines.

NOW EVEN BIGGER

One of the most obvious things about
Streets Il is that the characters are
considerably larger than in the first
game. Axel and Blaze are reputedly
150 percent bigger whereas Max is
actually larger than all of the
guardians in Streets of Rage! The
only short-arse is Skate, but he has a
legitimate excuse only being a nipper.

To go with this new ‘bigger is
better’ philosophy we have a much
larger game with more levels and sub-
levels to keep you occupied. In all
there are eight rounds to be played
and these begin downtown, in a level
looking virtually identical to the first
level of Streets of Rage.

From this point you’ll work your
way over a bridge, through the
amusement park and the football
stadium and finally end up at the
enemy HQ.

It is obvious that a lot of ideas
have been lifted from other classic
beat’em-ups. There are a number of

-original, you cannot

elements that look very much like
Final Fight whereas the most obvious
bits are nicked straight from
Streetfighter 2. Zanza is the first most
obvious copied element.

To say that Streets of Rage Il is
the best beat’em-up on the Mega
Drive may seem like a heady claim
but with its 16 Mbits of action there
can be no doubt that it’s the best.

Graphically the game is streets
ahead of the competition and it really
does make the original game look a
bit silly. The sprites are huge and the
parallax backdrops are slickly
presented. :

Sonically the game is also of the
very highest quality. The chap who
produced the Enigma-esque tune for
the first game has returned to produce
10 new tracks which vary from
stonking rock tracks to some very 808
State-ish type stuff.

In terms of gameplay Streets of
Rage Il again manages to annihilate
the competition. There are loads of
levels, numerous bad guys and a
plethora of bonus weapons and items
to be collected.

If you liked the

fail to adore this. It is
the king of the Sega
beat’em-ups.

- MEGA PANEL

' OVERALL
SCORE
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You too could
become a
megalomaniac
if you enter
this easy-
peasy compo

Save the world w:th
Mick and Mack. Coo!

The latest collection of Virgin
games plus a fabulous Game
Gear/Mega Drive yours for

the taRing.

o celebrate the release

of Mick and Mack:

Global Gladiators, Virgin is

having a give-away. As a
condition of giving us this

stuff, Virgin wanted us to

tell you how Mick and Mack

young

M E G A
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and five Virgin games. Game Gears
are those groovy little hand held
things that mean you can play
Sonic on the bus as well as at
home. But if you so desire you can
have a Mega Drive instead.

VIRGIN TERRITORY

We’'ve got five runners-up prizes of
assorted Virgin titles, Mick and
Mack, Mega-lo-Mania, Another
World, Mohammad Ali Boxing and
so on.

All you have to do is to tell us the
name of the McDonald
Corporation’s company mascot. Is
it

A: Vegan
B: Free Range

C: Ro nald

Virgin’s Another World is
set to become a classic
on the Mega Drive




XS

game bearing the
name Outlander, |
know this storyline
because I've seen a
movie of the same
name. So | guess
I’'ll have to run
around the Moons
of Jupiter exting-
uishing evil types. This definitely
sounds like loads of fun.

Hold on a second, this doesn’t
look like Jupiter’s moon, or for that
matter any moon. It’s more like a
desert with a long road running
through it, stretching into the horizon.
Ah, now | understand, it's a
Talking Heads video, but
wait a minute here come
loads of bikers throwing
grenades at me. Now
I’'m in a car looking out.
Gosh it’s a rip off, this is
a copy of that fine game

p"\
W

Could this be a new violent

racing game which is able to
compete with Road Rash 2?
Somehow I don’t think so.

Road Rash 2. | expected better things
from Mindscape.

Not wishing to break away from the
established practice of a nice little
story, Mindscape’s game takes place
after the nuclear holocaust where
water is the most prized asset.

Scientists have managed to
produce a synthesized copy of water.
However this has fallen into the hands
of Dusty, the top dog in Australia. So
the UN has sent their best man, the
Outlander on a rescue mission. Did
someone say Mad Max?

Taking on the role of the
Outlander it is now down to you to
rescue the doctor and the formula.
The game has 28 levels to complete
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with the climax being a confrontation
with Dusty in the province of
Trumtown.

To get to the final destination the
player must drive through hundreds of
miles of post nuclear war landscape,
killing Dusty’s men and knocking
helicopters from the skies as they
attempt to blow your car from the road.

The car driven by the Outlander
has a large selection of weapons to
choose from when he runs into
trouble. Two front mounted machine-
guns should be all you need but they
seem to inflict only very limited
damage on the speeding bikers.

The other option is the shotgun.
This is used when the baddies
manage to zoom up to the side
window. A large box appears on
screen containing the gloved hand of
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Items Surface to
picked up air
missiles

the Outlander holding a shotgun and a
fast shot here will send the villain
straight off the road.

ammunition

Not all the éction takes place on the
road. In order to pick up supplies the
Outlander must walk round small

towns filled with thugs on motorcycles, " N mp—— - e /R

a blond bint who insists on shooting at e : ) MEGA PAN EL

you and large bald men who love to do i ‘ = gk 5 !

nothing better than kick the shit out of . B f i

you. It's very reminiscent of the B s SCORES OUT OF IO

ancient Amiga game Techno Cop. =
The graphical content of this : ns te DRIVING SIM OVERALL r

section of the game has to be seen to s | >r ] SCORE

appreciate how bloody awful it is. ; 7 SOUND

What year is it? The designers at o

Mindscape seem to be stuck W% Bt > I /o I

somewhere around 1985. What on ; : d

earth were they thinking about when ks o i . DURABILITY 2

they included this section of the game.

God only knows. o > h : v
The concept of Outlander is : e : U P P E R s D o w N E R S

something that seems promising but

fails to deliver. In all fairness the

driving sequences are — :

competent, but the =3 % : : shooting &
overall game just did ¢

not do anything for me.

Better luck next time.
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OOP YER WAY AT HMV IN LEICESTER

ALAN
O’CALLAHAN

The relative
sanity of the
HMYV store in
Leicester was

the stop for

MAG on the
road. Street
Fighter 2, the

imminent
release of the
Mega-CD and
the Sega
Menacer
were all on
the agenda
this month.

his is Paul from
Corby. Paul
responded to our ]
interrogation with this a4
long answer, “I don’t
actually own a console
but if anybody out there knows
me feel free to buy me one.
The Menacer thing is
something I wouldn’t use,
preferring games such as
Sonic and RPGs myself. I've
played Street Fighter 2, it’s
W nothing very impressive”. Let’s
hope the chaps in the
marketing department at Sega
take this with a pinch of salt.

his month:
HMV, Leicester

FLOOR
MANAGER

ames floor manager Steve had a
few words to say to us. “This
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