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to be
won on the
MegaTech Hyperlines!

We’re giving away more

prizes than you could . -
safely shake a £ 48 ' S

: o Y e g IR
joypad at, and & < o

as if that wasn’t R

enough, there’s
a helpline b

packed S
with cheats for all the

latest games. All you have to do is dial this B
number, choose the line you want and listen to

the instructions. It couldn’t be easier, so get on the
blower - NOW!

0839 500 807

On line one we're giving away a Mega-CD, the add-on that’s set to
revolutionise the world of Megadrive games.

What can it do that's so hot? Well just one CD can hold 660 times the
data of a normal 8-megabit cartridge. That means more graphics, more
sound and more game for your money. In addition there’s an extra | 6-
bit processor that runs along side the one in the Megadrive, allowing all
sorts of extra graphic effects such as sprite scaling and rotation and
arcade quality 8-channel PCM sound. And as if that wasn'’t enough
recorded music and speech can be incorporated directly into the game
from the disc!

On line two you can win a top-of-the-range Phillips stereo monitor,
which means you can connect your Megadrive via its SCART socket for
stunning graphics and sound. No more being dragged from the TV just
as you're about to reach a high score.

On line three you can win 200 sovs worth of the latest cartridges.
Not any old games though, you get choose what cartridges make up
your prize. All you have to do is answer three simple games-related
questions. What are you waiting for? Get dialling!

Gone through all the cheats in this issue? Well, try taking a look
at those we'll be printing next month. On this line you'll find a
smattering of tips and cheats straight from the pages of the next
Technique Zone. Keep one step ahead of your friends and call this line
now!
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Welcome to a new, bigger MegaTech! After a year of publishing the best Megadrive mag,
we’ve decided to make it even better by bumping up the page count to 100, giving you
more reviews, previews and tips for your £1.95!

To further increase the Magazine-Per-Pound rating we’ve strapped a 100 page book full

of Megadrive tips to the front of this issue. If you were to go into a shop they’d charge
you, what, a tenner for this many games tips, but we’re giving them to you free, at no

extra charge, because, well, we’re just lovely.

Watch out for more amazing MegaTech freebies in the near future-the stuff we have in
store would give even Father Christmas cause for concern over keeping up with the
increasing standards in the Gift-Giving industry.

And that reminds me. Next issue will be our special Christmas edition, and boy, have we
got some good stuff lined up to keep our readers occupied over the Yuletide holidays!

See you then!
Paul Glancey

EDITOR
PAUL
GLANCEY

Extensive hypno-therapy has
revealed that after happening
across a parked UFO in the
centre of a corn circle in
Wiltshire one evening, Paul
was abducted by what
appeared to be extra-
terrestrials, long-haired
humanoids in leathery
clothing, and taken, at
impossible speeds, to the
beings’ local base somewhere
in the vicinity of Trowbridge.
Here he was forced out of
the vehicle and felt compelled
to go into the nearest fish and
chip shop, buy four rounds of
cod and chips, all with plenty
of salt and vinegar, then
return them to the aliens.
This encounter has attracted
more than the usual attention
given to such occurrences as,
instead of appearing as saucer
or cigar-snaped, the vehicle
was describea as resembling a
white Ford Transit with
patches of rust around the
wheel arches. Experts remain
baffled to this day.

ART
EDITOR
JEFF ZIE

Since the age of seven
months, Jeff has been a highly
esteemed expert in martial
arts, being responsible for the
training of Bruce Lee* and it
was his experiences which
provided the inspiration for
Enter The Dragon (the
Czechoslavakian animated
version). After being involved
in what the coroner called ‘a
tragic accident’ during a
karate display at his local
church hall, Jeff turned his
back on a life of unarmed
combat and teaching small
children how to deal with
bothersome strangers, to
take up watercolours. His
talent blossomed into a
career of professional graphic
design and he is now
undisputed as the world'’s
leading designer of
MegaTech.

*Not the Bruce Lee of
course.

EDITOR
MARK ‘CUJ’
HOLMES

The great-grandson of the
real Sherlock Holmes, who
was actually a greengrocer
rather than a private
detective (Arthur Conan
Doyle often bought dessert
apples from his shop and
decided he liked the name),
Cuj is famed throughout the
world of medicine as ‘The -
Man Who Brought That
Nasty Tummy Bug Back
From Tunisia’. A successful
playwright, lyricist, film
director, sculptor and captain
of his local Sunday league
football team, Cuj is often
seen painting the town red in
the company of such famous
faces as Jason Donovan, that
bloke out of The Bill who
plays Tosh, and Her Majesty,
Queen Elizabeth. He is soon
to begin work on his tenth
novel, ‘My Life As A Brilliant
Bloke’ which he hopes will
net him his fifth million.

3

STAFF
WRITER
TOM GUISE

Much like the Emperor
Claudius, Tom keeps up an
almost flawless impersonation
of a hapless fool who can’t
play Street Fighter |l to save
his life and spends hours
pondering over every word
he writes. But do not be
fooled because beneath the
facade is the mind of an
incomparable genius who is
soon to announce his cure for
cancer, and indeed every
known illness, his solution to
the problems of traveling
beyond the speed of light, the
Grand Unification Theory and
the meaning of life, all of
which have been revealed to
him by ‘Mr Pixie’, who lives
under his bed and talks to him
when the lights are off.
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Now, you are ready for us!

Think you’ve seen every screen and decoded Like you, we take our video games seriously. So
every hidden strategy? You haven’t. There’s still when you’re ready for your next adventure, set
a great big world of exciting video games out your sights on Toys“R”Us and choose from the
there, and you’ll find them at your closest world’s biggest selection of video titles-all the
Toys“R”Us store. latest plus those you’ve missed.

STORE HOURS:
Mon-Sat
9 am 'til 8 pm.
Sunday
10 am ‘'til 6 pm*

* Except Wood Green,

Birmingham and Basildon.



NEWS *

STREETFIGHTER I

Yep, after months of rumour and
speculation, reliable sources have
confirmed that there is a Megadrive
conversion of the legendary arcade
one-on-one beat ‘em up currently
being produced by the original
programmers, Capcom, who are still
working on their conversion of that
other top coin-op Final Fight. Even
better, unlike the Final Fight
conversion, this won’t just be a Mega-
CD game as was originally rumoured,
but is to be a gigantic 16 M-bit
cartridge bearing the latest
Championship version of Street Fighter
11, which gives players the choice of all

twelve ultra-tough characters and that
includes the four bosses!

But how will the puny Megadrive
joypad be able to cope with the six-
button fightfest that is Street Fighter
112 We=-e-e-ell the answer to any
potential controller problems will be
the new six button joypad which will
be released alongside the game in
February of 1993. So there you have it!
That should wipe the smiles off the
faces of those smug Super NES owners!
Haha! That’ll teach them to mess with
uUs!

TRUE!?

2o T Tl [ ¢ J3UA
E | i .

The Megadrive version of Street Fighter 2 promises to have all the
features of the Street Fighter '92 coin-op, pictured here.




USE THE

Recently
released in
Japan is the
mysteriously
named Mega-
CD game,
Nobunaga
and his Ninja
Force. Could
this be a top
martial arts platform game, or perhaps the beat ‘em up
we’ve all been waiting for? Neither, in fact, because it’s
a shoot ‘em up. That’s right, don’t adjust your eyes.
Programmed by Compile, famed for Gunhed on the PC
Engine, Super Aleste on the SNES and Musha Aleste on
the Megadrive, it’s definitely in the right hands as far as
shoot ‘em ups go. So, it’s up-the-screen blasting time
once more as you take control of Nobunaga San
himself, ninja force no doubt in tow, and take to the
skies. This one looks as if it could be right tasty and if
nothing else, it has the advantage of being the only
ninja shoot ‘em up around.

TRUE BLUE

New on the joystick market is
the Delta Ray from Spectra
Video. Looking much like their
most famous of joysticks, the
Quickshot 2, the Delta Ray is
possessed of 4 fire buttons and
a 2 speed autofire. Dubbed as
the Madonna of Joysticks by its
makers, a poor pun on the fact
that its blue, it is being retailed
for around £13.99.

SATURDAY
MORNING
SONIC

Soon to hit Saturday
morning television in
America is the Sonic
the Hedgehog
television show. Each
twenty minute
animated episode
will pit the spiky
blue tyke against his
old foe Dr Robotnik
as, in typically nasty
form, he no doubt
attempts to imprison
all of Sonic’s furry
friends in his devilish robot suits. Tails is there, on hand to help
his old chum, but terrifying as this may sound, there is an even
greater battle ahead for Sonic. His biggest battle will be a
ratings war against his real arch-rival Mario. For the
moustachioed plumber has already had his own show for a
number of years now and rumour has it that the shows will be
placed on opposite channels at the same time. Of course, none
of this matters to us. The only question on our minds is, when
will the cartoon hit Britain? Nobody knows yet, but we’ll be
here to tell you more as soon as we find out. Promise.

Also new on the Sonic the Hedgehog front at the moment is the
new range of Sega T-shirts featuring the boy Sonic himself, that
are doing the rounds. If you haven’t seen these rather fetching
pieces of fashion kit yet, then you might try popping into your
local HMV or Virgin Megastore. Still, what with these T-shirts,
the Sonic fizzy drink that is available in Japan and of course, the
cartoon, where will Sega’s blue superstar appear next?
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JOE
MUSASHI
IS BACK!

When the Megadrive was first released in
Britain, Revenge of Shinobi was one of the first
games to be released for it. To this very day it
has remained one of the best platform games
available and there has been many a cry for a
sequel to be released. When the unofficial
follow-up, Shadow Dancer came out,
disappointment was the order of the day. Naff
graphics and dull gameplay meant that Shinobi
fans were left sorely unsatisfied. But
everything’s going to be okay, because Sega are
soon to release the official sequel aptly titled
Revenge of Shinobi 2. Joe is back in his nifty

grey and red ninja suit, oriental magic and A s 3
throwing daggers in tow and you can bet those L |
dastardly Zeed boys are behind the scenes too. ] .

1600 t0 be ruch bt the sar.ne fara, pstionn: Just released in America (and out on import here) is a game called
related beat -em up action with handy crates o : ; ; A :
ki Hite et i 5 Death Duel. Set in first person perspective, the idea of the game is to
NS AIOLNCHTD = STas OPEPUWE i shoot various baddies that wander onto the screen. The whole

: : - - & § game
wouldn’t have it any other way. What's more, = seems to have been designed with the Menacer light gun in mind, but
the cartridge has an 8 M-bit memory. That’s strangely enough it’s incompatible with said shooting device. What’s more, the box contains a warning
twice the size of the original, so we can look for that the game is not suitable for children under 13. However, all becomes clear when the name of the
better graphics and even more levels this time game’s programmers is revealed. Yes, it’s Razorsoft again, the company whose one marketing ploy is
around and considering that the first one was to pretend that there is something naughty or gruesome contained within their carts. With Stormlord it
quite large, we can expect this one to be was nude statues and Technocop had some gory deaths. So what is the offending factor this time? Well
something special after much deliberation, we decided that it must be the girl in the wet t-shirt that strolls onto the

: screen. It’s all very unimpressive and is probably best left forgotten.
P! g
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MORE CORE-
NUCOPIA

Having just released Wonderdog in Japan,
programmers Core are busy working on a
Mega-CD sequel to their caveman platform
game, Chuck Rock. No doubt it will contain
plenty of cartoon intermissions and smart CD
quality music, but will Core make more use of
the Mega-CD’s wealth of facilities than they
did with Wonderdog? At the very least we are
going to have to wait until sometime next
year to find out.

Also on Core’s Mega-CD production list is
e Jaguar X220, the much acclaimed Amiga
racing game. Also in the works is an arcade version of the game, but rumour has it that the Mega-CD
version will be even faster than that. As usual, we’ll keep our ears to the ground and inform you of the
latest developments in both these games as soon as we find out more.




Although released in Japan many moons ago, Super Fantasy Zone
and Rolling Thunder 2 are only now destined for official release.
Unfortunately for you, we won't be reviewing them in these pages
because we’ve already done so, way back in issues 2 and 3. Still if it
helps, we can tell you that Rolling Thunder is a shoot ‘em up, much
in the mould of James Bond (reviewed this issue) and we thought it
was pretty darned good, such that we gave it 90% back then. As for
Super Fantasy Zone, it's a cute and chirpy shoot ‘em up that only
received a poorly 70%. Nostalgia hey. Sigh.
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You may have noticed a number of bill posters advertising the latest
stand-up comedy video by guru of japes, Mike Reid of Eastenders and
Runaround fame. However, this live show pales in comparison to the
upcoming Gamesmaster Live show. it looks like it’s going to be a rip-
roaring carnival of fun with a Quasar light gun set-up, Virtual Reality,
tons of arcade and video game stalls and most incredible of all, the
lovable MegaTech crew will be there for the whole event. For more info
on the event and how to apply for tickets, turn to page 83. See you
there! At the show, not on page 83.

Each and every month we give you the chance to win the
Electronic Arts game of your choice and being the boring and
predictable old school types that we are, we’re going to do
the same thing this month too. There are ten of these games
up for grabs, so if you fancy getting your grubby mitts on one
all you have to do is identify which game this shot is taken
from. Send your answers to EA SPOT THE SHOT (DECEMBER),
MegaTech, Priory Court, 30-32 Farringdon Lane, London,
ECIR 3AU. Those ten oh-so-fortunate winners will be visited
by a man known only as Mungo, who will dice the screaming
victims into little stewing chunks with his large meat cleaver
and shove all the bits into the plumbing, occasionally eating
any parts that he chooses in process. Either that or they’ll get
the EA game of their choice.

PREVIOUSLY SQUEEZED
SPOTS

October’s Spot The Shot was of course Desert Strike and not the little known Megadrive pudding
game, Dessert Strike as many of you thought. Anyway, it was so easy that we received tons of
entries, but only ten of you can win, ha. Here are those ten. Jeffrey Pike of Cheltenham, lain
Thomson of Alexandria, Alastair Hammond of Cheshire, Mr S Metcalfe of Benwell, Mr Kye Gann of
Ashley Down, R Rance of Fratton, Mr A Grimley of Stoke-on-Trent, Vera Dodd of Wolverhampton,
Master R R Jeans of Wickham Ford and Frank Bennett of Kirk Michael.

CIVEAWAY WINNERS

After much deliberation we decided Andrew Cadder of Spalding should
get the Philips tower stereo system and the Philips CD player with infra-
red headphones should go to Nick Connors of Adlington. Sorry if you
didn’t win, but the quality of the entries was just staggering, as you’ll see
next month when we print some of the best in MegaTech.
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PUBLISHER
SEGA

PRICE
TBA

FORMAT
16 M-BIT ROM

DEVELOPERS
SEGA

RELEASE DATE
14TH JANUARY 1993

: ' is back! When the original was released
way back in autumn of I99I, it was hailed as the Megadrive’s answer to Final
Fight and that was no mean boast. Featuring excelient graphics, some of the
best soundtracks ever heard on the Megadrive (by the same bloke who did
the music for Revenge of Shinobi) and a whole plethora of martial arts
moves, it is the best beat ‘em up on the Megadrive, or it was until now.
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If there is one game that could prise Streets of Rage off the beat ‘em up throne, it’s the sequel
and Sega aren’t taking any chances with this one. Streets of Rage 2 boasts a massive 16 M-bits
of memory, one of the first Megadrive

game to harness this kind of power and | (- ANTRLLL LU """ AL L LY IR
you can bet that this extra memory has & 3 :
been put to good use. Massive sprites,
extra moves, larger levels, better graph-
ics, it’s all there. In fact there’s even a
move that looks suspiciously like a
Dragon Punch, the trademark move of
Ryu and Ken from Streetfighter 2.

|
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Original characters, Axel and Blaze have
returned, but Adam is missing from the
line-up. He’ll be sorely missed, though
only for about two seconds because there
are two new characters, Max and Eddie. .
Who they are and what they can do must remain a mystery for now. But with Streets of Rage’s
inspiration, Final Fight well into production on the Mega-CD, the big question is, which one will
win the beat ‘em up crown? The answers to all these mind-blowing questions can only be
answered in time through the pages of MegaTech, starting next month with our full review of
Streets of Rage 2. Can’t wait.
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PUBLISHER
SEGA

PRICE
£34.9

FORMAT
4 M-BIT ROM

DEVELOPERS
BLUESKY

RELEASE DATE
DECEMBER

THERE ISN’T ANYTHING QUITE AS DISTRESSING AS BEING
TURNED INTO A SAD LITTLE POLYP, AT LEAST NOT FOR A MER-
PERSON ANYWAY. SO TRUST THE EVIL OLD SEA WITCH,
URSULA, TO GO AND DO JUST THAT IN THE LATEST DISNEY
GAME TO GRACE THE MEGADRIVE, THE LITTLE MERMAID.

Taking the role of either
Ariel the Little Mermaid
herself, or her dad,
Triton, King of the
Oceans no less, it’s time
to take to the oceans
and explore underwater
caverns and sunken
ships in search of your
be-polyped pals. At
your disposal are such
weapons as little Ariel’s
sweet singing voice or
Triton’s mighty Trident
and boy, are they need-
ed, because Ursula has
only gone and turned the sea crea-

You'll Never Defeal Mel tures against the undersea royal fami-

v ly. This means battling with sharks,
The Seven Seas Bow fo Hg Power! urchins and even the skeletons of long

dead sailors in this magnanimous de-
polyping quest and you can be sure

C ) R . that Ursula will be waiting at the end
CONTINUES: = b= of it all.

e
T0 85ﬁ$lﬂl.l£ A On first impressions, The Little
3‘§§ $ Mermaid bears more than a marked
T 1 resembliance to Ecco (reviewed this

issue) , but with more emphasis on
blasting action and less on puzzie solv-
ing. As with all things Disney, the
graphics are stunning, but how does it
all play? Well, we know because we’ve
played it, but due to a complete lack
of room in this issue yow’ll have to
wait until next month to find out.
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In between putting together The Aquatic Games and their next James Pond game
(Splash Gordon, to be released carly in ‘93) Vectordean have been working on anoth-
er cute platform game for Electronic Arts, but in Rolo To The Rescue there’s hardly a
fish to be seen.

The hero of the piece is Rolo him-
self, who, rather than being
MT 12 smooth, rich caramel in a milk

. . - chocolate cup, is an elephant. His
AL AR R problem is that the evil McSmiley

Brothers have recently kidnapped
all his animal friends
(including-GASP!-his old mum) to

fill the many McSmiley Zoos.

With the entire local chapter of the
Animal Liberation Front out of
town at their annual national din-
ner-dance, Rolo realises it’s up to
him to crusade through the local

p"BLISHEH cities, deserts and woodlands free-
ing his caged companions wherever
ELE[:TH[]HI[: HHTS he finds them. Naturally, evil
McSmiley goons lurk under every

stone, and Rolo has to see them off
either by jumping on them or per-

PHI[:E haps even blasting hedgehogs at
them through his trunk, which
£34 qq must surely be painful, but desper-
- ate times call for desperate mea-

sures, after all.

F[]HNHT As Rolo frees different creatures

they join his quest, and when Rolo

gets stuck you can use the unique
4 M"HIT H“M powers of one of his followers to
keep him going. For example, rab-
bits have a natural high-powered

DEUELOPERS rpert dirabers e il
UECTORDEAN are alvo sus wieadint UL

littered around the landscape
(washing machines?) which provide

RELEASEDATE [ty
JHHUHHY Even though it’s only a 4 M-bit

cart, Rolo To The Rescue spans 110
levels, and with superbly jolly
graphics and action, this looks like
it could be a riot of fun and laughs,

OF SOMSEhing s A [ —T—— —~"“~~
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ELECTRONIC ARTS
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£30.09

FORMAT
B M-BIT ROM

DEVELOPERS
BULLFROG/SPRYTE

RELEASE DATE
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Powermonger is a strategy game which uses a similar icon sys-
tem and 3D landscape view (which rotates rather nicely now)
to Populous, but whereas Populous was a pretty light-hearted
God-vs-Devil, earthquakes, fire and flood affair, Powermonger
is a little more serious in its approach.

You begin the game at the top of a vast archipelago of islands
with the aim of conquering the lot of them one by one, building
an army and equipping them as you go. It’s all a bit barbaric,
actually, and while there’s no raping as such (heaven forbid!),
there’s an awful lot of pillaging going on as you steer your
hordes over the mountains to the next village, hack up their
best warriors, steal their sheep, food and boats, then subju-
gate them and make conscript them into your army.

THE RBICH O
= SoaliEe S

TILED D

AFTER BEING DELAYED FOR ABOUT A YEAR, THE
MEGADRIVE CONVERSION OF BULLFROG’S CRITICALLY-
ACCLAIMED PSEUDO=-FOLLOW-UP TO THE EQUALLY
CRITICALLY-ACCLAIMED POPULOUS IS NEAR AS DAMMIT
READY TO HIT THE SHELVES.

There is a bit of diplomacy and even some subterfuge to be
done, though. Sometimes it’s wise to win over villages with no
firm allegiances rather than burning them to the ground. As in
Virgin’s Megal.oMania you can also join up with other leaders,
after first sussing them out by planting a spy in their midst.
Something else it shares with MegaLoMania is the way you can
put people to work on building new equipment, weapons,
transport and so forth.

But which will be the better game! We hope to be reviewing
both games in the very next issue of MegaTech, so you can find
out for yourself then.



When we were
assimilating
(Y’know, as you do)
the resuits of the
MegaTech
Questionnaire, the
new feature most
readers wanted to
see in the magazine
was a a coin-op
column. Seems
sensible enough
really. Many of the
Megadrive games
we see these days
are conversions of
arcade games, SO
it’s not
unreasonable to
keep you updated
on the coin-ops
which may well be
appearing on
Megadrive in six
months’ time. And
so we present the
first Mega Arcade
Zone, in which we
venture into the
new Sega
Metropolis arcade
in Hamleys and look
at Sega’s latest
racing experience,
Virtua Racing.

VIRTUA RACING
BY SEGA
ONE CREDIT: £1.00 (SIT-DOWN
VERSION)

Forget Super Monaco GP. Forget Winning Run. Forget
Hard Drivin’. In fact, forget every arcade driving game
you’ve ever played because, for thrills and realism nothing
beats Sega’s Virtua Racing.

The sit-down version puts you in the cockpit of a Formula
I car with a choice of three different courses to drive
around. Use two buttons to slide the motorised chair into
the perfect driving position and select an automatic or sev-

en-speed manual gearbox (the gear controls are like Super

Monaco’s-little switches on either side of the steering col-
umn) then jam the accelerator pedal to the floor and
you’re off.

The game always starts in the pits, where, before you rev
up and zoom off, you’re surrounded by a robotlike pit-
crew, all drawn in vector graphics. In fact, the whole game
is displayed in super-smooth, super-colourful vectors
which look even more spectacular than you’d expect
because the cabinet is fitted with a screen that is twice as
wide as normal. The view is amazing, but even more amaz-
ing is the way you can actually switch the display to one of
four different views of the track just by hitting a button
on the dashboard.

Bored with seeing things from the driver’s point of view?
Just hit the button and the ‘camera’ pulls quickly but
gracefully out to show you the race from behind the car.
Press another key and whoosh! you’re watching from a
helicopter chasing you around the course. These features
aren’t just cosmetic. It’s actually useful to switch to a
wider view when the road seems empty, just to be able to
see whether there’s a slow car or an unexpected bend just
ahead.

Virtua Racing is amazingly realistic and tremendous fun.
The only slight flaws with the game are the lack of tracks
(though all three are cleverly designed) and the strange
reaction system. The steering wheel resists harsh move-
ments just as it should, but unlike other games which
move the seat to recreate the forces inside the car, Virtua
Racing has gas bags which inflate to push your lumbar
regions gently around the cockpit. It’s novel, but it felt a
bit too gentle when | was bouncing the car off barriers and
bridges.

All in all, though, this is one of those arcade experiences
which should not be passed up.

PAUL GLANCEY

MEGADRIVE
CONVERTABILITY
VIRTUA RACING: Vector graphics
aren’t the easiest thing to recreate on
the Megadrive, but even if Sega’s
programmers couldn’t capture the
look of the game they could probably
recreate the realistic feel of the
driving. Perhaps a good candidate for
a Mega-CD conversion?

All the expensive hardware in most
coin-ops give them the potential for a
much better game than a Megadrive
could handie, but not all of them
make the optimum use of their built-
in facilities.

GRAPHICS Stunningly realistic and
perfectly suited to the gameplay? Or
could a Master System do better?

SOUND See GRAPHICS, really.

PLAYABILITY Is it thrillsome Or will
you have seen it all before in
numerous, better forms?

VALUE FOR MONEY Is one credit
worth the price stated at the top of
the review?

OVERALL Is it worth playing? Or
should you have another go of Street
Fighter II2




Fed up with dingy arcades
which you can't get into if
you're under 18? Over recent
years the popular press have
bestowed a largely spurious
reputation for shadiness and
iniquity on video arcades, but
that’s a myth that Sega are
seeking to dispel by opening
their own family
entertainment centres all over
Britain and the rest of Europe.

These aren’t going to be your
average arcades, though.
These places will be centres of
video gaming excellence in
which you'll find all the latest
coin-ops from Sega and other
— ! {— A manufacturers. Sega have
R : & e J "wa. . already got hundreds of these set up all over Japan in towns and
‘ RUN OFF THE ROAD NEAR THE FOREST (LEFT) AND THE TYRES SPRAY UP A LOAD OF PINE ! suburban shopping malls, spacious, bright, airy, well-staffed arcades
NEEDLES! IN THE PIC ON THE RIGHT, THE DRIVER IS HEADING INTO A BEND BY A FAIRGROUND. * which feature children’s rides, big screen cabinets and bank upon bank
ALL THE RIDES, INCLUDING THE FERRIS WHEEL AND THE SWINGING GONDOLA WORK, Too! 7 . of linked sit-down simulators, such as Stadium Cross and GP Rider (both
T« = bike racers), Super Monaco GP, Fi Exhaust Note, Rad Rally and Air Rescue,
] as well as the really big rides like the stomach-chuming R360. And those
are exactly what they want to set up across Britain.

The first site to open in November was The Hamleys Metropolis, which is
situated in the basement of the gigantic London toy shop, but Sega have
already got three more planned in the south of England alone, and they
hope to have them all over the country by the end of next year. The
second centre will be a 23,000 square foot site which will open in
Bournemouth next Easter.

But what goodies lie in store for the keen arcade goer? Well, The
Metropolis, as well as having loads of linked Sega racing games, such as
GP Rider (of which there are TEN!), have a Virtua Racing machine (f1a
shot), an R360, four each of Stadium Cross, Rad Rally, Fr Exhaust Note and
Strike Fighter (their latest Afterburner-style game), two Holosseum
holographic games and various other cabinets, such as big screen
Streetfighter IIs, Golden Axe Iiis, a number of Bally's Mortal Kombat
machines, several Rail Chases and a few of Taito’s Lethal Enforcers, as well
as loads of the latest shoot ‘em ups. Sega aren't restricting players to
sampling their own games, but are laying on all that's best in arcade
entertainment.

As well as being presented in pleasant, well designed surroundings, the
machines in The Metropolis are right next to Hamleys' customer
restaurant so that you can have a snack between games of Street Fighter
11. This atmosphere of pure leisure is what Sega are keen to create, and in
most centres there will also be a chance for Sega console owners to try out
the latest cartridge games in a cabinet before stepping over to the kiosk
to make a purchase.

we'll be featuring more news on the family entertainment centres in
future issues of MegaTech, so if you want to know if one is opening near

- ;
THE PIC AT THE TOP SHOWS THE ACTION FROM THE DRIVER'S EYE, AS HE CROSSES THE BAY N i you watch this space!
BRIDGE ON THE INTERMEDIATE COURSE.. ON THE LEFT, YOU CAN SEE THE OPTIONS SCREEN, AND B e T
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M E G A M A I L

Hello folks. It is I, Tom,
here once again. This
month the coveted task
of answering the
MegaMail has fallen onto
my frail and narrow
shoulders. 1 know, |
should be pleased, but
the reason behind this
turn of events is most
tragic. As a punishment
for my childish behaviour
at this morning’s
assembly, Paul made me
collect firewood in the
forest surrounding Castle
MegaTech. There | was,
happily consumed in my
chores, gambolling and
playing amongst the trees
with my animal chums,
when suddenly the sky
became almost pitch
dark. Looking up | saw a
massive flock of winged
monkeys headed towards
the castle. Dropping my
bunch of sticks I raced
after them as fast as |
could, but it was too late.
1 was still in the outskirts
of the woodland as | saw
my dear chums, Paul and
Jeff, gripped tightly in the
paws of two of the larger
apes as they were
carried, kicking and
screaming, off into the
horizon. As long as | live |
will never forget the
tortured look of terror
on Jeff’s face as he yelled,
¢ Run Tom, save
yourself!”

And that is the woeful
tale. If you happen to see
any flying chimps in your
area write immediately
to MEGAMAIL, PRIORY
COURT, 30-32
FARRINGDON LANE,
LONDON, ECIR 3AU. And
if there is a wicked witch
reading this, please
return my pals. Pll pay
anything.

| LOVE GAMES!

MegaTech,
Take a look at this list of games.

Truxton, Air Diver, XDR, Arrow Flash, Zero
Wing, Grey Lancer, Thunderforce 2,
Thunderforce 3, Thunderforce 4, Elemental
Master, Super Airwolf, Verytex, Raiden Trad,
Vapour Trail, Undeadline, Task Force Harrier
EX, Sol Feace, Forgotten Worlds, Darwin 4081,
Twin Hawk, Shadow Blaster, Insector X,
Hellfire, Darius 2, Dangerous Seed, Heavy Unit,
Gaiares, Volfied, Aero Blasters, Fire Mustang,
Galaxy Force 2, Trouble Shooter, Super Fantasy
Zone, Devilish, Steel Empire, Super
Thunderblade, Whiprush, Curse, Phelios,
Atomic Robokid, Musha Aleste, Gynoug- Wings
of Wor, El Viento, Battleship Gomola, Tora Tora
Tora, Afterburner 2, Twinkle Tale, Atomic
Runner, Fireshark, Xenon 2, Burning Force,
Space Harrier 2, Space Invader 90, Bad Omen,
Battle Squadron, Bio Ship Paladin, Thunderfox,
Ultimate Tiger, Twin Cobra, Master of
Weapons.

What do all these games have in common? They
are all shoot ‘em ups and whether horizontal or
up the screen they are all the bloody same.
When are Sega going to stop making these type
of games and make something decent!!! We
don’t need 60 games all with no variation or
anything different to offer. BYE.

MR A TUCKER, SUNNYHILL,
CUMBRIA

Yeah, well, kind of, Mr Tucker. Apart
from the minor fact that most of
these games aren’t the same
(Afterburner 2 and Twinkie Tale are
worlds apart, and Volified?! That’s

more of a puxzie game along the lines

better if no more shoot ‘em ups came
out? if that was the case, youw’d
probably be complaining about the
lack of shoot ‘em ups. A lot of shoot
‘em ups do follow the same format,
but to say that they’re ‘all the
bloody same’ is exaggerating to
prove a point.

The fact is a lot of people still like
this sort of game and while you might
think that programmers should be
devoting their time to coming up
with something new, they are in
business to make money and so they
have to come up with something that
doesn’t take an inordinately long
time to produce and will sell well
when it reaches the shops. Maybe in
a year or two the market will change
and the vast majority of Megadrive
owners will want everything to be
completely new. Mind you, when that
happens MegaTech will be scuppered
because Sega will be spending so long
coming up with ideas that have never
been used before that they’ll only
release two games a year and we’ll
have nothing to review.

THAT OLD
CHESTNUT!

Dear MegaTech,

Inissue || Tim Pearce wrote in asking for the
name and telephone number of a mail order
company which was on page 27 of issue 7, but
there was only the questionnaire on that page.
The page he probably meant was page 29. The
company is called MegaMix and the telephone
number is 0732 351220.

Conan Johnston, Durham

Was there really a questionnaire on
page 27? Gee, thanks for clearing
that up for us Conan, after all, it’s
not like we’ve already said that or
anything. As for that mystery page,
only Tim knows for sure which one
he meant. Come to think of it, he

probably doesn’t.

ENLARGE MY
SLOT

Dear MegaTech,

Would it be possible to play Jap games on my
official Megadrive if | was to enlarge the slot on
top. I've looked inside and with a bit of care and
attention, it could be done easily. | know you
wouldn’t recommend this to people with a
warranty on their machine or to people who
can’t handle a needle file, but it would save 15
quid.

Richard Beez, Teignmouth

By filing away the edges of the
cartridge slot, it’s certainly possible
to fit most Japanese

for less than a year and don’t want
to pay for repairs should it blow up.

SCALPUM
POWDER

Dear MegaTech,

|. Will there ever, ever, EVER be Street Fighter
2 on the Megadrive? Because first Sega have
every right to make a conversion and second, if
not, I'll pull all my hair out and then start shaving
my head!

2. If it will be for Sega, will it work on an English
machine?

Yours Sincerely,

Neil Jones (age 9), Herne Hill.

Wait Neilt Put the shears down, man.
Although Sega don’t actually have
any automatic right to make
Streetfighter 1l (they can’t just steal
somebody else’s game and convert

news section. So relax and let your
hair down or at least the sparse tufts
of it that you have left.

OOF!

Dear MegaTech,

| have got most oof the MegaTech mag’s and |

think that it is a very good magazine. | have to

warn you that if you continue to abuse readers
that write in then you will lose readers.

|. Which is a better and faster game;
Terminator, Predator 2, Mercs or Alien 3?

2. When is Predator 2 coming out because | am
dying to find out what it’s like?

3. Is EA Hockey 2 harder than the first one?

| would also like to suggest to you a few more
pages of mail order adverts in your magazine and
a few pages like Megamart in Mean Machines
would be nice. And before | go | would just like
to thank you for helping me out with the
Immortal. It is a brilliant game and | can now
finish it. | look forward to reading MegaTech in
the future.

TOM BRANCATI, BRADFORD ON
AVON.

We don’t mean to be abusive to
readers, it’s just that sometimes Paul
reads a letter and, well, the red mist
appears and he just can’t hold myself
back. Still, we won’t have that

problem again unless the aerial apes
bring him back.

FRYING
TONIGHT!

Dear MegaTech,

A lot of people think that the SNES is better
than the MD, but my brother has a SNES and |
think that the MD whips its slimy butt!! Here are
some questions.

|. Will there ever be a Tazmania 2?

2.I've heard Andre Agassi tennis is coming out
for the MD, is this true?

3.Will the Addams family ever come out on the
MD?

4.1 hear Streetfighter 2 might be coming out on
Mega CD, will it ever come out on cartridge?
5.My fried (>-TG) Greg said ‘Streetfighter 93’
was coming out on the Megadrive. Is this true or
is he a plonker?

PS. At last a mag with some balls, and a couple
of pages two! (? again-TG)
JULIAN LOMAX, WATFORD.

Only Andre Agassi is a definite cert

front of the fire again were you? How
many times do | have to warn you?
Sigh.



A SLICE Of COUNTRY
LIFE

Dear Sir,

The name is Angus Poland (honest). On the high score chart
(Olympic Gold) you refer to moi as a resident of the Bridge of
Dee. The video | sent in as proof had Angus all over the world
records chart, | thought this may have given you a clue as to my
name! Being in your prestigious publication elevated me to star-
like status in our small community. As a result a local farmer
who has recently installed a state of the art slurry tank asked me
to be the official guest of honour at the grand opening. They had
originally pencilled in Isla St Clair for the ceremony until the
farmer’s son spotted my name in your magazine. | owe it all to

you guys.

Three weeks ago | purchased Predator 2, basically because |
was taken in by the pretty packaging, | normally as a rule wait to
see a full review in your magazine (I mean that sincerely). |
suppose we all have to learn the hard way. when | switched on |
had the distinct feeling the insides of my Megadrive had been
mysteriously swapped with a Cé64. | completed it twice in 24
hours with and without passwords. Fortunately for me, a good if
somewhat simple friend of mine was mightily impressed with
the game, so before you could say “Marti Caine is the most
talented performer on TV today” | swapped it for his F22. The
moral of the story being, never believe the hype, read the
MegaTech review.

In closing | would just like to suggest one small possible
improvement to your mag. Where are the hysterically funny
little cartoon capers of Sonic dismembering Mario that are so
popular in some of your competitors publications. Hey | love
Yyou guys.

ANGUS DEE, KIRKCUDBRIGHT.

Aw shucks Angus, yow’ll make us blush in a
minute. We’re just giad we could be of help.
Cartoons of Sonic
stabbing/incinerating/decapitating Mario are just
so funny aren’t they? I laugh at every single one |
see. ‘Ho ho! Look what Sonic’s doing to Mario?’ |
chuckie. And d’you know, it never ceases to
amaze me that eight-year-olds can produce such
hard-biting satire. it’s probably something to do
with growing up under a Tory government. Of

course, | could be wrong.

Dear MT,

1 would like to complain about your ‘Fun on the Phone’
competition on page 63 of issue | |. | phoned the first

competition, the one with the phone number of 0839 550016,
you were supposed to win a Megadrive and loads of other stuff.
| answered all the questions correctly, but the tape recording
kept saying | got it wrong! Here are the questions and my
answers.

1. Which actor played the cyborg in Terminator? Arnold
Schwarzenegger.

2.Where were the last Olympic games held? Barcelona.
3.What group is Axl Rose the lead singer of? Guns ‘n’ Roses.

These answers are right, but the recording kept repeating all the
questions and saying | got question three wrong!! They never
even got round to the tie break question. | am very disappointed
that a great mag could operate such a con of a competition! |
expect some sort of response because | had to pay for the call
which got me nowhere.

ALEX McKENZIE, BECKENHAM.

We’re taking a look into your probiem, but the
truth of the matter is that the competition isn’t
actually run by ourselves but by one of our
advertisers. if you have a problem you can get in
touch with them at this address, Goldline
Promotions, Dept DN, P.O. Box 40, Cambridge.

EXCELLENT IDEAS?

Dear MegaTech,

Please could you give me the address to Sega Europe as | have
some excellent ideas for games or elements for games and do
you have a release date for the Mega CD and when will Streets
of Rage 2 come out?

STUART SHAKESBY, HULL.

You’ll be wanting to speak to Sega’s consumer
who can be contacted on this

number, 071 229 484 1. Streets of Rage 2 is

scheduled for release in January.

A REAL DOPE

Dear MegaTech,

I, one of your newest readers, is a real ‘dope’ when it comes to
video games. So | was wondering if you had anything that could
help me. Cheats, hints, tips, anything to help me through
Megadrive games. Also, your magazine is the best because it
only interviews Megadrive games, which in this case | own a
Megadrive.

Can | ask you some questions?
1. | read your update on Sonic 2, when will you do a full review?

2. Could you make more pages with pages with stuff kids (or
adults) would like reading?

I'll say it once and Ill say it again: YOUR MAGAZINE IS THE
BEST!
JIM MORRIS (size 15), PALM BEACH, AUSTRALIA.

Hmm, pages that kids and adults would like
reading eh? Who exactly do you think we’re
catering for? The undead? Animals perhaps?
Never mind. Hopefully the Technique Zone
bookiet given away with this issue will satisty
your lust for tips. Oh and if you like our
interviews with games, wait until you see next
month’s issue when we get a Road Rash cartridge
in to show us how to cook a top lasagne.

EARLY DEVELOPER.

Dear MegaTech,

| recently read that Megadrive games can take up to 4 years to
produce. Does this mean that games like Sonic 3 and 4 are
already in the drawing board, early development stages?

PS. Who does those rather smart drawings that accompany the
MegaMail section.
JON GOULD, WOLLESCOTE, STOURBRIDGE.

Alll sorts of things are developing in the Sonic The
Hedgehog department, and | woukdn’t be
surprised if Sonic 3 is already past the twinkle in
the Japanese milkman’s eye stage. Super Sonic,
the Mega-CD version of Sonic 2 is definitely in
production, and that will be released
sometime in the middie of next year.

As for the MegaMail pictures, they are drawn by
various artists (namely Gary Harrod, Stuart
Harrison and our own, our very own jeff Zie),

on the floor of his cell. it’s the only thing that
keeps him sane. He’s a tough cookie to crack,
but we’ll break him eventually, it’s only a matter
of time.

I’'M UNSETTLED

Dear MegaTech,

| have really been looking forward to the Megadrive successor
which was unofficially dubbed the Gigadrive. In issue 3 of
MegaTech and other various console magazines, there have
been articles based on the Gigadrive, saying that it would be a
32-bit machine. Is this true? Since issue 3 of MegaTech, | have
been waiting like mad for months for further news, but have not
received any in console magazines. Please answer this letter as
my mind is not settled and is driving me mad.

ASIF AKHTAR, WIMBLEDON

The reason that there’s been no talk of the
Gigadrive recently is due to the simpie fact that
there’s been no news about it. However, the
machine is definitely in production, aithough
when it will be coming out is hard to say. its
release date could be over a year away, so don’t
hold your breath and please don’t lose your
mind.
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SKILL SETTIHES 1

an has control
of a quarter of
the Earth’s sur-
face: the land.
He also possess-
es 100% of the world’s vanity,
and never assumed that any-
thing he lived with could be as
intelligent as he. Well, not
until recently. Then he discov-
ered that some creatures who
didn’t live on land were just as
capable of having a conversa-
tion, solving problems and
feeling complex emotions: the
Dolphins.

When man discovered this he
acted as any intelligent being
would and CONTINUED to Kill
dolphins for their expensive
meat, or because he couldn’t
be bothered to act to protect
them. So much for man.

Ecco is the name of one such
dolphin struggling to survive
under harsh conditions. He
was just one of a normal,
peaceful dolphin pod which
swam in the area of the barri-
er reef until a natural disaster
separated him from his rela-
tives. A vast water spout
descended and whisked all the
local sea-life away except the
bewildered Ecco. The game
follows his attempts to return
to them, using skills unique to
dolphins, and taking place in
the quiet, but dangerous
waters of which we know so
little.

NCE ONLY A DOLPHIN CAN EXUDE, ECCO NUDGES A MlnBOULDER WITH HIS

-
O@GOING SWIMMINGLY

are rescue missions, which
begin with a friendly crea-
ture (usually another dol-
phin) asks Ecco to find
another creature trapped
in the Iabyrinth of reefs

reallstically to the contrg
which is just as well; as
guiding Ecco through the
labyrinth is a substantial
part of the gameplay. In

, ‘addition to the eight direc-

ons of the joypad, Ecco’s
ped is controlled with B

A AH, THE UNDERSEA WORLD. A MAGICAL REALM THAT EXISTS
RIGHT HERE ON EARTH.




olphins'éan em
pitched ultrasounds,
which are inaudible to

71T ¢ COMMUNICATION:
In Ecco, you can speak to
other delphins and whales
by pointing in ﬂlou' direc-
tion and pressing A. If they
have anything.to say, they
reply, and may givs you
information that will heip
you rejoin your pod.

humans but allow dol-
phins to communicate and
navigate their way around
their surroundings by echo-
location. This ability is used®-
in Ecco, via the i butt
for the two p es it B
serves in the Dolphin’s real
world Here’s a brief
description of each.

e ECCO’S MAP |

he echo location map display.

all the featur
rounding reef.

tours are sh g

living creatures as well. Enemies are 53
shown in orange, and useful objects
appear as squares. The Glyphs
appear as blue diamonds, and the
S move slowly actually rep-
oals of fish. Importantly,
er breathing holes are

(W

BREATH OF
® LIFE

s everyone ought to know by now, dolphins are not fish! They are mammals and
need air, so Ecco can’t spefid @l his time underwater or he'll drown. This means
regular trips to the surface “A;f he has to dive deeper, he needs to hunt out
o replenish his blue air bar at the top of the
lore some remote areas as quickly as pos-

| game to grace the
pne of the best. As it
s sure they may be a
ich you can do with the
d the beautiful colours
t you’re exploring the
rites are equally delicious,
K"and move just like the real
he sound. Realistic dolphin and
| whale ne 2 )y beautiful, soft tunes with sonar
pulses, g s out of place. Of course, all this would
mean nix if it didn’t play well, but it does. ’m quite sur-
prised that the programmers weren’t tempted to go for
some kind of silly, cutesy fish platform style game
instead of the serious puzzie solving exploration theme
that they did use. From communicating with other sea
creatures to exploring deep coral caves, it’s all perfect.
; repared to endure too, because there

ing moments to this game and it real-
o control Ecco successfully, but it’s
patience. This game really is a
arrants priority purchase. Super

® ECHO-LOCATION:

Dolphins can sense how
long their sounds take to
return and so can judge
how far away objects are.
In Ecco you can fire off a
pulse and by, waiting-for it
to return, you get a full
picture of your surround-
ings, ie a map.
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e UNDERSEA KINGDOM -

] _—
cco doesn’t have the oceans to
more’s the pity. A variety of cre S,
some friendly, some not, inhabit the
grottoes and galleries of the reef. Early

on Ecco encounters vast fields of jellyfish,
which are not particularly vicious, but can
weaken him with their stinging tentacles.
Later, spiny blow-fish cause problems, and as
you progress major problems are caused by
larger predators such as sharks, giant octopi
and sea worms begin to appear. -

respond to your sol pulse by sing
nutritious pearl, and Ecco can dine on
of small fish by charging the numerous shoa
There are also other cetaceans, such as Kille

Whales, which offer advice and support.

,
Some friendly creat;:{‘&i‘st, though.

vides its own hazards. Near the
are open areas of water, but

f becomes a labyrinth of Sl

inlets. As the depff'

A BEING AN AIR-BREATHING MA
OCCASIONALLY.

1AL, ECCO MUST COME UP FOR ATRN,

e




GAME TITLE

part from the things you’d p = -
expect to find in the underwa- | b . STRATEGY
ter environment, Ecco often [ © = :
comes across large blue crystals
led Glyphs. There are three types
Glyph to discover. The first two
as lock and key. Some Glyphs
way to other parts of the
can only be removed when
collected from a matchi
somewhere else. The othe
responds to your son
by giving a mystic message which
proves useful. Determine the pur- e = —
ivi H Y TALKING TO GI.YPHS, CCQ A

Pose . Glyph by glVll'Ig pEa nudge, INFORMATION OR ACCESS TO OTHER CA

or firing a Sonar pulse at it. O %RHTIHG

® WORSE THINGS (
HAPPEN AT SEA BREE

P",uem., be SC ] ¢ e ; : - ¥ # )\ instructions and controls,
dolphin. No- ! ! ; 2 i / J password option and
revealed here, excellent demo.

early levels involve ome E
GRAPHICS )

thinking. There is a rocky, imn
trable wall that needs to be

HEEET
Quite exceptional use of

breached; a hungry octopus who is
sensitive to water movements; a
colour and animation of a
4§ J standard not seen before.

THOUGHT

PRESENTATION )

host of deep trenches which have

\ strong upward currents; and

strange and beautiful rings of

starfish, which may aid you. Each of

these mysteries has a logical solu-

ion to hand, which requlres some
ual dexterity to i men

R. ECCO CLEARS A PROTRUDING
TIMED LEAP.

SOUND )
[ T 1T T

The tunes are perfectly

-} atmospheric, and there are
J authentic whalesong-type
noises.

ust a game, Ecco does make you think about (® SHORT TERM PL HD
Jolphin: d the real life plight they suffer from poliu- s
. tioman ers. If you are interested in creating a bet- 111 PP

3r-€ t for Dolphins to live, you canswrite to a &)\ Ecco is immediately

anonbury Villas, London, N1 2F () T e

jeo games can sometimes
ike Ecco arrives to remind
bily original, totally brilliant
erfect for the dolphin, and
S astoundmg. 1 can’t imagine

(§ LONG TERM PLAY)

(.’ The game is huge, and

ai’chmg dives and tailflicks you can
‘Dackground graphics are just as jaw-

" ) challenging, and every
“F ) J second of it is enjoyable.

o MEGATECH HHTIHE

Countless eﬂects and touches-like the sonar pulses-have
been effortlessly employed. The game itself is a completely
absorbing experience. Problems and clues present them-
selves, but the clever thing is the mix of action and thought
required to solve a puzzie. You may realise that using the
stone gets past the unsurpassable current, but then you’ve
. ’ p actually do it! Failure is common, but the
jgasure you won’t mind trying again and; A rare blend of
amount of levels guarantees weeks oftl§ ingenious and
sghened gamers. Ecco is an incredible’ original gameplay
and an essential, ESSENTIAL buy for | and superb graphics
-4 make this a classic

uul’s comment

Megadrive game.
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FORMAT: CART | .

M-BITS: 8 WHAT’S YOUR

FAVOURITE

BT MUTANT, BABY?

'
'
'

enevolent pro-
fessors eh? A
stupid bunch if e e e e
ever there was MERPOM BT TS P
one. Take e EED S T =X :T=-%c 1
2055°s robotic Professor ’ ENMERGY @ &
Kildare for instance. This [ & T EsLIKiI=i-SEEs s B &k}
man developed a technique 5 REACH CRAWERAGE . @ REACH
which would return the bio- . g
mutated populace of Earth O
back into their human selves
after World War Ill. His
experiments with six speci-
mens came up trumps with 2 t Ackroyd is
no side effects (excepting a . contr i) v armed with a
predilection for cretinous & St ; ¥ i A\ battle-axe which

comic-book dialogue and 3 'W‘éﬁﬁ‘bns alild"’:hhiliti“, \lor Py - he swings slowly

one-liners), and what does he . L WO but to great
do? Embark on a re-humanis- & w‘*t‘h thg"’ own line ill» SRANE effect. Although

ing mission and restore order ’ P“tgr“‘m" crg_mmy mﬁm Bl A ,w: : his weapon is

to a chaotic society? No, | some of which is spouted at the : : powerful, the

instead he trains his six i end of every level or %" range of his

IaIRnE 0 OO0 character loses a life. Indeed, Kbt ubmidevunibntmbrat s

'::t:::mm::gec;:‘t(:::bai‘:‘; B conyEwincions “Mﬂg‘“ “ , gl'eatergbulkuands :on:e; ﬁzihe: pr:

whilst in the process of grow- & nd °f m°St '?yels Vﬂth,{th’ = vent him from running too quickly.

ing a stupid toothbrush § Cl'ir; changing according to. th

moustache and cutting one of character present. It isn’t very

his...ahem, anyway,). °gd w!%icheverm Ex.Mufant y SHANNON R e
0 lltl'ol, tﬁ“g“o B | ; with her nun-

- . . . chaku. These

flails have a long

range, but don’t

dish out the

same sort of

damage as

Ackroyd’s axe.

Shannon can move very quickly, and

this reflects in her much faster fire rate

than Ackroyd. However, she only

starts the game with a lithe and slinky
six units of energy.

ez
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L EE IR NY
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MAME =
CHE IGHT =
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However, now evil mutant
overlord Sluggo has kid-
napped four of Kildare’s war-
riors, and is using them as
bait to trap the other two.
Now it is your job to super-
vise the inevitable rescue bid
by controlling Shannon or
Ackroyd, the remaining Ex-
Mutants, and using your plat-
form combat skills to claim
victory.

- e e

TR T
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SWING YOUR AXE |

WELL . LET’S THI
on THE ROAD AMND BRING HIM
on! I“M GOING TO
PERSONALLY ELOW

UPTIGH o ¥
WHAT
MARKSM

GET

~ Shannon fires mini-nunchaku with this
icon. However, although they are fairly
powerful, the arc of fire is a little
unpredictable. 1

v e e

Fast firing and deadly, these Ninja
weapons are surely the star (ho ho)
projectiles for Shannon.

Aithough Ackroyd’s throwing!a
a little slow to fire and ai €
ing them difficult to 2

Ackroyd shoots
foes. Not a bad we
as powerful as the

BOUNCING
BOMBS

Super grenades, these
bombs explode only on
contact with enemies,
and just bounce harm-
lessly off inanimate

PREAECY polests:

GRENADES
Explode on contact
with anything. Tricky
to aim but highly
effective.

HOMING ORBS

Home in on the nearest tar-
get, but they’re no more
powerful than a nunchaku
swing, making them a bit
weedy against guardians.

1 like a good hack *n’ slay platform romp and that’s exactly ' LANDMINES

what “this"iS. In terms of graphics, it’s none too impressive, 4 Stationary mines which

resembling the kind of Megadrive games we would have expect- explode when stepped

ed to see about a year and a half ago, but it also has that kind M on by enemies. If a
] particularly nasty

of fresh, playable feel many of those games had too. Gameplay- i 'l : :

A £ - - Eiis A : . mutant sympathiser is
wise we’re not looking at anything particularly original either, P on your trail, drop a
it’s just a case of running around chopping and slashing, dodg= 0 few of these as a handy :
ing scythes, picking things up, but it’s just so simple to get info "l improvised ambush.
and extremely engrossing. What’s more this is a pretty tou’gh’ : TR
game, but not too frustrating, allowing you to slowly but s 5 EXPLOSIVE
work your way through it. Admitedly, there is nothing so face= CHARGES
slapping as to lift this game greatly above the masses, but 5 These explode when
yowre looking for a fun, challenging platform game, this is © Laelis fHses kun ot

] : J Good for blowing up
the better recent releases. = o certain objects but use-
less against enemies.




® RIDING LOGS FOR FUN AND PROFIT

MINECAR

A rather popular
subject for platform
games these days,
the minecar level is
the first speed level
encountered. The
hilly, bumpy tracks
adds some changes
in velocity, but
watch out for the
moving spike blocks
and falling boulders
along the way.

FLOATING
LOG

Log jam skills are
required as the Ex-
Mutant of the play-
er’s choice floats
down a raging river,
facing attacks from
the bank and from
dangerous fish alike.
Also beware of the
underwater
mutants!

SUBWAY
TRAIN

Move along the top of a

speeding subway train, duck-

ing underneath those signals

which get in every top-of-

train sequence in comics or

film ever, and fight your way

to the front. Make haste

however, as the radiation lev-

£ Bl el in the tunnel is dangerously

f s R J i 2 Z : ‘ i high and fatally irradiates

A AL x| ‘ s AT [ your non-mutated pal in all
; TR T ) — too short a time.




COMICAL CAPERS

here is in fact a comlc af the Ex-Mutants aithough is has nothing to do with a cer-
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HER SPECIAL

fin the extreme, something
ne and filled with gratuitous

gickily, the game contains all of

3sy dialogue thrown in! Visually,

’Stunning. There are some fantastic

out exception the sprites are pretty

e animation is pretty good. However, where-

as the comlc is really a pile of pants, the game is top-notch.
Every level is action-packed, with loads to do and kill, and
the layout of the levels is non-linear, so you don’t just get
swished along to the next location, you have to find your
way. One of the best things about the game though is the
difficulty level-Ex-Mutants is rock. Even the Easy setting
: ng of a challenge, although it’s a scaled-

main game. Completing this on Hard will

Q;‘ game to finish, and one which should

GAME TITLE

EX-MUTANTS

REFLEXES STRATEGY

CHALLENGE THOUGHT

OZRATING

(§ PRESENTATION
BEEEEES

Tons of options, and loads of
'] intros and intermissions.

The backgrounds add a
] weaith of atmosphere, but
/ the sprites are pretty weedy.

@ SOUND )
HEEES

Although the effects aren’t
bad, the music is repetitive,
dull and often barely audible.

(§ SHORT TERM PLA
T T T T

Easy to get into and exci
from the word go, aithough
the high difficulty setting is
originally a little off-putting.

(§ LONG TERM PLAY
HEREEE"

A long-lasting game which
loses none of it’s appeal
even once completed.

© MEGATECH RATING
AREEEC

A festival of violence
and difficulty which
should keep most
Megadrivers happy for
yonks.
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M-BITS: 8
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Here is a tale of a duck and a mouse, “Twas during their act, full of magic and japes,

And of their adventures in an old theatre house. That Donald fell backwards, through some old dusty drapes.
Meet Mickey and Donald, conjurers two, “Mickey, come here!” the young duck did call,

Rehearsing one night, to learn tricks anew. “Pve found a strange box, over there, by the wall.”

“We could use it tomorrow, in our act, don’t you see?” “Donald, where are you?” said timid young Mick,
“Best not!” said the mouse,”That box, it scares me.” And climbing in too, he vanished, double quick.
“Nonsense,” said Donald and climbed through the door, Where have they gone? Can you not guess?

A burst of bright light and he was in there no more. To the World of lllusion. Gosh, what a mess!




hen Mickey and

Donald come to,

they find them-

selves in a

strange new

land, The World
of lllusion. The only way
they can escape is to find
the mysterious shadowy
figure who owns the magic
box and plead with him to
let them back to their own
world. Armed only with
their conjurer’s cloaks,
they must face all manner
of weird and wonderful
encounters as they begin
their magical quest.

A MICKEY AND DONALD'S FIRST PORTOF CALL IN THE WORLD OF ILLUSION IS A WOODED
LAND POPULATED BY PURPLE SOLDIERS, GIANT MOSQUITOES AND SPOOKY FLOWERS! Woo!

THAT’S WHAT FRIENDS ARE FOR!

A THE RAIL CART BIT ONLY APPEARS IN THE TWO-PLAYER GAME.
NOT SURPRISING REALLY, AS IT TAKES TWO TO POWER IT UPHILL.
IF HE PLAYS ON HIS OWN, DONALD MISSES OUT THE NARROW

PASSAGES WHICH HIS DUCK-BUTT DOESN'T FIT THROUGH (RIGHT).

t’s fortunate that Mickey

and Donald are such good

friends, because if they

ever hope to escape the

World of IHlusion they’re

going to have to work
together. This makes for much
two-player fun as our puzzie-
solving pair help each other
through various difficulties by
climbing on each others shoul-
ders, lever-operated rail-carts,
lowering ropes to each other
and using see-saws to catapuit
to high ledges. At some points
Donald is so fat that he can’t
crawl through tight holes and
Mickey has to crawl ahead and
pull Donald after him!

A
m
&
,
%




hey may just be amateur
conjurers in their own
world, but in the realm
of the Magic Box, Mickey
and Donald can use all
sorts of fantastic pow-
ers. Each level has a special magic
trick that is necessary for it’s
completion. A flying carpet
allows the daring duo to take to
the skies, whereas magical bub-
bles protect them from drowning
in the depths of the ocean. Later levels see the rascally pair
commanding living cards to form bridges and ladders and
even using magic boxes to teleport from place to place.

A WITH A WAVE OF HIS FINGERS DONALD CREATES A FLYING CARPET OUT OF
THIN AIR TO TAKE HIM AND MICKEY ACROSS THE GAPING CAVERN OF poom!

«SEE THE WORLD

WORLD OF ILLUSION HAS SOME OF THE MOST FANTASTIC LOOKING LEVELS EVER SEEN ON ANY SYS-
TEM AND THE MAGICAL THEME OF THE GAME HAS ALLOWED THE PROGRAMMERS TO REALLY LET
THEIR IMAGINATIONS RUN RIOT. DON’T BELIEVE IT? HERE’S A SAMPLE OF DISNEY AT ITS BEST.

” A THE FIRST BOSS, A SIX-LEGGED SPIDER.

A MULTIPLE MEXICAN MAD HATTERS MAKE MISCHIEF
FOR MICKEY AND HIS MATE ON THE MOUNTAIN-TOPS!

)

” v Lo - %

*L‘ A MORE BOSSES IN ACTION. ABOVE
WE HAVE MINIATURE PETE'S

;«l; DRAGONS WHICH APPEAR FROM

MYSTERIOUS STONE BLOCKS. ON THE

RIGHT THERE'S THE GIANT SHARK

(TOP) WHICH RIPS UP THE DECK ON A
SUNKEN GALLEON, AND AT THE

Ty - & ™ e - BOTTOM THERE'S ONE OF THE

! \ . - -
% . . } » -~ ) WITCHES WHO CAUSE SO MUCH
:,j — . : P f; " - ' ./ ' ‘.-'l TROUBLE LATER IN THE GAME. o

A MORE MAGIC AT WORK. THE MYSTICAL BUBBLES PROTECT OUR AIR-
BREATHING HEROES DURING THE LENGTHY UNDERWATER STAGES.

M
TR 3
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OFF THE SHELF

ickey may be a mouse, but he’s never been as small as one, until now. Our
plucky pair must negotiate giant books and jars, cross gaps by using tape
measure bridges and hole-punch springboards, all the while battling flying
pencils, rubber stamps and staplers. What's more, there are bonus levels
inside the sugar cube jars. Big fun!

l‘v,vllv.vﬁ."Jv.—l[! =
E ;

A MICKEY AND DONALD LEAP UP TO REACH THE ATOMISER. THE SPRAY A CLIMB INTO THE BOX AND YOU FIND YOURSELVES AMONGST
ACTS AS A BRIDGE ACROSS THE GAP BETWEEN THE BOOKSHELVES. LOADS OF CHRISTMAS DECORATIONS. HOW LOVELY!

MAGICALLY
DELICIOUS

nter the giant cook-

ie tin on the giant

shelf level and you'll

be treated to this

sugar-frosted

delight. It’s the
return of the cake level from
Castle of lllusion, but what a
difference. Candy canes,
cotton candy and of course,
cakes, provide the fore-
ground, whilst biscuits,
chocolates and sweets form
the enemies. Mickey and
Donald can drop through
massive jellies to lower lev-
els and use fondant clouds
to reach higher realms. But,
by climbing onto a cham-
pagne bottle they’'re sent

rocketing into space on its — —_— — — — p— P Sy e
cork! A HE LOOKS A BIT OF A TOUGH COOKIE, BUT ONE WAVE OF YOUR -
3 CAPE IS ALL IT TAKES TO CREAM HIM. E‘P

that just amazes and

ision is actually better

» Graphically, it’s just

st saw Castle of lllusion

> disappointed with it, but

fer. The animation on Mickey

ey look and move just like

e backgrounds are all beautiful,

p & on the cake and final level. What’s more,
the way the programmers have incorporated hints of
Disney cartoons into each level is so clever-the giant
shelves, the looking glass level, it’s all fabulous. In fact, |1
prefer it, graphically, to Sonic 2. All this and it plays so
well, too. The two player game is excellent, but | actually
en]oyed it m one player mode more. As it stands, this is
Mouse game on the Megadrive, the best

i one of the best platform games on any

e only games to make me gasp since

there are two games I’d want this

f : A IT's MADAM MIM OUT OF SWORD IN THE STONE?
this and Sonic 2. SNES owners will AND SHE'S GOT DONALD UNDER HER SPELL!

ttoned shorts when they see this.

om’®s comment




t's through the look-

ing glass time as the

Disney duo enter

Wonderland. Battling

living cards and rac-

ing across the Mad
Hatter’s dinner table are
just a few of their adven-
tures here. Later screens
require Mickey and Donald
to walk behind curtains and
stain-glass windows, watch-
ing out as the silhouettes of
the enemies sneak up
behind them.

MIRROR, MIRROR J

A STEPPING ON THE CORRECT DICE
CAN TAKE DONALD TO BONUS STAGES,
SUCH AS THE MAZE ON THE RIGHT.

PLAY ALONG WITH
UNCLE WALT!

y leaping onto higher and high-

er clouds on one particular lev-

el, Mickey and Donald can

reach a pair of magical cloud

pianos. These marvellous

devices allow the tuneful two-
some to play musical notes and pro-
duce magical gifts, but it’s more fun to
play a duet of your favourite tunes.
Beware though, fall off the edge and the
only tune playing will be the Death
March.

& MICKEY TICKLES THE AERIAL
IVORIES FOR GOODIES GALORE!

Ithough the two-player option is superb, you can’t always have a friend
around to share the fun, so what happens to the teamwork sections in

one-player mode?

Well, in one-player mode the levels that require teamwork are changed

and in some cases swapped for completely different levels. Also,
because Mickey can get through some areas that Donald can’t, the fat little duck
is treated to different levels from the thin little mouse. For instance, where
Mickey travels through a shell-filled cavern, Donald, who can’t crawl through the
gap, has to swim to the surface and use dinghies to get to the other side. In
effect, this means that you're treated to three variations of the game. It also caus-
es a slight problem, who to choose, Mickey or Donald? Could you really bring
yourself to choose one over the other?

ames have had their ups (Castle of

1a), but World of lllusion is undoubt-

e lot, “and future Disney games (such as Tale

fe Mermaid) will really have to go some to look

and play better than this. | hardly need tell you how amazing the
graphics are because you’re no doubt already marvelling at the
screenshots yourself. Not only does World of lllusion set new

standards in graphical wonderment, the structure of the game |

(which effectively provides three different games depending on
the characters you play) is ingenious and definitely makes thi
bie two-player game on the Megadrive. Als

ds on both players co-operating, Woril

game for video game-wary parents to

th Tom. If there was one game | wou& .

istmas morning it would definitely be
as | could play Donald).

GAME TITLE

WORLD OF ILLUSION

REFLEXES

CHALLENGE THOUGHT

OZRATING

PRESENTATION )
HEEE" | &

Beautifully presented
) options and a lovely look
and feel to the whole game.

GRAPHICS )
HEEE

Amazing animation and
'] astounding backdrops. just
like a Disney cartoon.

SOUND )
HBEEE

Excellent Disney-esque
tunes and some smart of

All three game variations
are instantly playable and

(@ LONG TERM PLAY)

\ It’s a bit easy, but with
\ three different game layouts
- and those amazing graphics,
e 155 yow’ll come back to it again.

o MEGATECH RATING

A tremendous
platform game that
would make a perfect
Christmas present.



To join the growing
band of MegaTech
T-shirt-wearing
style-mongers, fill
in the form below
and send it to this
address, including a
cheque or postal
order for £6.50,
made payable to
Emap Images Ltd.
Please don't send
cash and please
allow 28 days for
delivery.

MegaTech Mega T-
Shirt
Peterborough

Mailing
PO Box 300
Peterborough
PE1 5TQ

look SIMA 3>

with a

egatech

ould claim that the Megatech

bullets fired
be true. So we won't.

hirt stops .303
m a Lee Enfield rifle, but that wouldn't

We could claim that the Megatech T-shik‘will make you
more attractive to the opposite sex, but that couldn’t be
guaranteed in writing. So we won't.

We could claim that the Megatech T-shirt provides the
wearer with the ability to fly through the use of psy-
chokinesis, but strictly speaking, it doesn’t. So we
won't.

What we could honestly claim is that the Megatech T-
shirt is a smart bit of gear which is good value for mon-
ey and has a big skull on the front that ensures you
don’t look soft when you wear it in the street.

I'm not interested in being bullet-proof, attracting persons of the opposing gender or having superhuman psychic abilities, but | do
fancy one of those smart MegaTech T-shirts with the big skull on the front. So send me one, and quick about it!

MY NAME............

MY ADDRESS.......

I enclose a cheque or postal order for £6.50 per shirt.
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tomic batteries
to power, tur-
bines to speed.
The Caped n the quest to clear his name, the Caped
Crusader is Crusader must battle his way across a
back. It’s Gotham City riddled with the Penguin’s
Christmas in Gotham City, evil henchmen. This consist ‘seven
but crime rests for no-one levels of Bat-related ' hartin g from

and a new bird has taken I ser-pere
roost in the Dark Knights he ardsa NTNODGY o1 laping

famed haunt. It’s that mon- - from M"P to rooftop, before heagingw
ocled master of mayhem, onward to a collapsing house, Gotha
The Penguin and what a ter- Cathedral, the Shreck Department Store
rible plan he has set in andeventumw,tng_reniﬁin’ i /
motion. s '

A A GIANT AIR VENT SUCKS BATMAN BACK TO THE START OF LEVEL TWO IF YOU DON'T
BLOCK IT UP WITH RUBBLE FROM THIS BROKEN STATUE OF PRESIDENT LINCOLN'S HEAD.

REVIEW

Holy Cow! Can this be true,
Batman framed for the mur-
der of the Ice Princess?! The
Penguin running for Mayor?
What is that foul feathered
fink up to now? With the
Caped Crusader a fugitive
from the law, who will pro-
tect the fair citizens of
Gotham City from the wiles
of that dastardly bird of ill

omen? Batman Returns | got the distinct

it, but not quite. The effort put into
jhere of the movie with dark sprites

§ but you really need to turn up the
or use an image intensifier to be able to

Not one to shirk responsi-
bility, it’s up to Batman to
clear his name by negotiat-
ing seven thrilling stages in
this sinister plot, which
takes him from the streets
of Gotham City to the
Penguin’s terrible roost, it’s
ZAP, POW and KER-BLAM
all the way. So don your
cape and pointy-eared cowl
and prepare to battle crime
in all it’s macabre forms.
Take care, old chum.

) ) akes it difficult to get out of the way of flying cogs
and gigantic rolling balls. I’m pleased to see that he’s a more versatilé"

ety of weaponry and an extra kick or two. It helps make the 3
more interesting than the simple walking and punching of th M
game, and certainly it’s much, much more challenging. Pers:
wouldn’t buy it, but it’s probably worth hiring it and giving i

if yow’ ansidering a 40 quid investment. :

ul’s comment




TO THE BATPOLES!

Johnny Morris must be clicking his heels in delight, because
Batman Returns is so jam-packed with animal-based charac-
© ters, it’s like a rerun of Animal Magic. Let’s take a look at

their files inthe Bat Computer.

B

: ' ; 7&‘

BATMAN

The Dark Knight Detective himself. Batman is in fact millionaire playboy,
Bruce Wayne. After witnessing the murder of his parents at the age of twelve,
he young tyke swore to avenge their deaths and dedicate his life to bringing
il-doers to justice. Fortunate then, that the hefty inheritance from his
ather’s will allowed him to do this. Training himself in body and mind, he
became a top athlete and acrobat, expert martial artist and superb criminolo-
gist. It was whilst he was sitting in the drawing room of Wayne Manor ponder-
ing what form his avenging angel persona should take, that a bat flew through
the window. Taking this as an omen, he immediately took on the name we all
pw and love, Batman. Let’s be thankful it wasn’t a hedgehog that crawled in
the garden!

CATWOMAN

AKA Selina Kyle, the Catwoman is a cruel product of her environment. Having
been thrown from a high building by her cruel boss, Max Shreck, poor Selina
ed a bump on the head and mass schizophrenia causing her to adopt the

ona of Catwoman. Torn between feelings of love and hate for Batman,

she seeks his destruction almost as strongly as she seeks his affection and their
vicious games of bat and mouse are legendary in the comics. Such is her love
for Batman, that in one particular tale in the comic books, she actually gave up
her life of crime, married Bruce Wayne and together they had a child, Helen
f/ayne, who became the super-heroine, The Huntress. However, as is stan-

e . in the heady world of comics, this happy ending was eventually revealed

THE PENGUIN

Why, that foul feathered fink! Is there no end to his devilry? Real name,
Oswald P Cobblepot, he was abandoned as a child by his parents who thought
he was just too darned ugly and didn’t want to face embarrassment in front of

eighbours. Oswald lived a terrible life in Gotham Sewers accompanied

by his pet birds. Having only this bizarre relationship with birds, coupled
with his peculiar waddle and penchant for a top hat and tails, he adopted the
name, The Penguin. Having lived so long in the damp sewers, The Penguin has
acquired a taste for umbrellas, which he has customised for his life in crime,
using them as flying machines, rocket launchers and the like. Alas, such a

ius, if only his mind could be turned the ways of good.




SYNCHRONISE BAT
COMMUNICATORS!

Ah, that mfamous bat-shaped
boomerang. Never one to use a
gun, this is Batman’s trademark
weapon. Although these
weapons cause much damage,
they unfortunately don’t come

SUPER BATARANG "
There are occasion

E standard Batarai

. Batarang. Much
regular Batarapr
projectile hom

HOLDING UP THE GOTHAM
GUARDIAN’S STANDARD .ISSUE
BAT-BREEKS IS THE ALMOST

LEGENDARY BAT-UTILITY BELT.

FAMED FOR IT’S ELECTRO-

: MAGNETIC BAT-REPULSORS
K-REPELLANT BAT-SPRAYS, THIS HANDY
VE TO BAT-BRACES IS A MUCH MORE THAN

1 D‘EVICE TO CLIP YOUR KEYS TO. TAKE A LOOK
T ITS NIFTY LITTLE BAT-POUCHES CONTAIN.

Although Batman carries a
standard Batrope around for
climbing buildings, this special
gun fires a batrope horizontally
and is surely the deadliest rope-

| gun available.

Not a case of Caped

Crusader willies,

but in facta

| strange swarm of '
~bats that the Dark
Knight releases

 from concealed bat-
sacs beneath his
armpits. This
weapon is Batman’s

~ultimate weapon,
but only if the bats

find their mark.




MEANWHILE, ATOP
THE UMBRELLA
FACTORY...

hat waddling' master of crime is not-alone in his
macabre crime caper. Dotted throughout Gotham
are his many sinister henchmen. From strange
jesters and giant strongmen to skeletal bike riders
ted gargoyles, The Penguin has employed a
; of his finest feathered finks, in fact a group of vil-
 lainous circus performers known as The Red Triangle
Circus gang, in a bid to send the Caped Crusader to the
_ Batcave in the sky.

)f Batman Returns, the

fitment in the ‘flesh’. On

ing. The graphics make

hey’re quite grainy and ill-

es on a purple and black

ling very confusing, especial-

nking after taking a hit. The

or. Catwoman has so few frames

omersaulting repertoire that she

: @porting through the air, rather than leap-
mg. I’ve seen better animation from the kids on Rolf’s
Cartoon Club. When it comes to playing the game, it’s not
so bad. To start with, it all seems quite boring and
monotonous, walking, punching, a bit of a leap here and
there, but the more you get into the game, the better it
gets. In fact the graphics tend to improve marginally as the

_not too easy to complete. There are a lot;
e all extremely tough, although it can
pnoyingly difficult. 1 can’t honestly rec-
urns, but if youw’re looking for a chal

tom’®s comment

game gresses, too. | suppose the game’s other asset is

ptform game, this one should suffice. ‘~.‘

GAME TITLE

BATMAN RETURNS

REFLEXES

CHALLENGE THOUGHT

OZRATING

(@ PRESENTATION
BEEET EEE

Not much options, a poor
title screen and the
intermissions are glorified
demos of the game.

"\ Poorly animated sprites and
] grainy double-layered
y backdrops.

@ SOUND )
IIIIIIIIII

-\ Uninspired tunes and duil,
9 unexciting sound effects.

(§ SHORT TERM PLA
EEERES (EE

First impressions don’t
inspire much confidence, but

J the game does improve as
you progress.

(§_LONG TERM PLAY
III.I..I--

O\ The monotony of play may
‘ j< put you off after a while, but
J there is a lot of game and the
challenge level is high.

o MEGATECH RATING
AREE- . (OF

A so-so platform game
which does a fair job of
capturing the
atmosphere of the movie.
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FORMAT: CART
M-BITS: 8

BY: ELECTRONIC ARTS

PRICE: £30.99

PLAYERS: 1-2

GAME TYPE: SPORT

CONTINUES: N/A

JOHN MADDEN: e

® A BRIEF HISTORY.

SKILL SETTINGS: 1

here is an event
that occurs in the
world of the
Megadrive around
this time of year.
An incident that
comes to pass as surely as the
worid orbits the sun every
365.24 days. All across the
world, people have travelled to
sacred sites and begun their ritu-
al waiting. Up above in the crisp
winter sky, a star shines down
upon the Earth. A radiant, magi-
cal star that has stared upon this
planet since the dawn of time. It
has seen this beautiful worild
grow from it’s boiling untamed
youth to the cool and life sup-
porting mother of billions that it
has become. And yet, to this
very day it has seen nothing as
incredible as the occurrence that
is about to take place.

REVIEW

Regular as clockwork, that time
has arrived once more. John
Madden is back and as always,
he’s brought his football. Yes, it’s
Christmas once more and in
time-honoured tradition, the
greatest American Football video
game has returned. So, it’s time
to take to the gridiron and call
your plays. Come wind, rain and
snow only the greatest of players
can make the Endzone in this,
the mightiest of sport sims.
When Grandpa sits his young
nephew upon his knee and pass-
es round his bag of delicious
Werther’s original butterscotch
this winter solstice there will be
only one thing he knows for sure,
that Christmas means John
Madden’s.

A COR BIFF, THAT'S AN EXCELLENT SNAPSHOT OF YOU SHOWING OFF YOUR BICEPS!

n the Christmas of 1990 the original john Madden Footbal;

scene. This game broke all previous standards that had been set on the Megadrive

and made many a smirking Amiga owner sit up and take notice of consoles and in

particular, the Megadrive. It featured a fantastic parallax scrolling playing field,
loads of fast moving, intelligent player sprites and most important of all, a depth of
playability previously unseen on console games. What’s more amazing is that it didn’t
matter whether you were interested in American Football or not, this was just an enjoy-
able game, pure and simple. John Madden Football was a groundbreaker as far as video
games go and remains a game by which others still try to live up to.

Let us move onward through time. One year on to be precise, to the Yuletide of 1991
and the release of john Madden Football ‘92. Rather than attempt to revamp the whole
game, Electronic Arts decided to take the successful formula of the original John Madden
game and tweak and hone it to perfection. Featuring <ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>