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GREATEST

m e’re in a punchy kind of mood this month, as two boxing gams enter

the Megadrive ring for a bout of fisticuffs. Ladieeeees and

gennalmen, in the red corner we have Greatest Heavyweights from
Sega. Whilst in the blue corner, we have Legends Of The Ring.

Let’s have a good clean fight - no kicking or gouging, and no punching
below the belt. Now come out fighting...
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Dreviews

REGULARS

You know the sort of things.
News, Tom’s Island, etc. Here’s
where they are...

MEGA WORLD - 6

TOM’S ISLAND - 37
TECHNIQUE ZONE - 89

VERSUS MODE - 100

INDEX - 106

THINGS THAT MAKE YOU GO
HMMMMM...

Yes, we’ve rounded up all the
crappiest things you could possibly
own for your Megadrive. They’re
all here in our hall of shame. If you
get these for Christmas, you know
the sender hates you...
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COMP RULES

Members and relations of EMAP Images staff and those
involved with the competitions may not enter. Cash
alternatives will not be offered and if a prize becomes
unavailable, we reserve the right fo offer a suitable
alternative. Don't write to us nsf)out competitions as we
really hate that. Well, you try getting a mag out and
talking fo two thousand irritating sods... Oh yeah, and
Steve's decision is sfill final. More so than ever, in fact

SPECIAL THANKS THIS ISH

The Flu Bug - For knocking both Steve and Mark
senseless for three days apiece

Konami — For all that beer

Paul for making numerous buckets of tea

SPECIAL NO THANKS TO
Aileen’s crap optical drive. May its port rust up and drop
off.

Copyright EMAP Images Ltd. All rights reserved. No part
of this magazine may be reproduced, stored in a
retrieval system or transmitted in any form whatsoever
without the permission of the publishers. Failure to do so
will result in Steve Merrett coming round to your house
dressed as a construction worker and subjecting you to
his personal rendition of ‘In The Navy.’

THIS MONTH'S TOP TIPS
1. Don’t buy the Mr Blobby record. Please
2. Still don't try Meatotomy at home...
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ACCLAIM SIGN
JUDGE DREDD:
THE MOVIE

After much speculation, it can now be confirmed that Acclaim have stepped in to
snap up the rights fo what could be the biggest film of 1995 - Judge Dredd: The
Movie. The film has been mooted for years now, with everyone from Arnie to
Peter Weller supposed to be stepping info Dredd’s boots, but at long last the
project has been given a green light and is scheduled for a 1995 release. With
Sylvester Stallone now apparently confirmed to play Mega City One’s toughest
Judge, and the usual people being touted for the role of PSI Division’s Cassandra
Anderson (Michelle Ptieffer and Sﬂoron Stone, for example), the film is due to
start shooting early next year.

Details regarding the film’s plot are sketchy, but apparently it's rather similar to
the ‘Inferno’ story which ran in 2000AD progs 841-853, with a riot on the prison
planet, Titan, forming the bones of the story (but don’t quote us on that).
However, whether such famous Dredd foes as Mean Machine and Judge Death
will make an appearance is not known, although other Mega City One ideas
WILL be included — most notably, The Cursed Earth, a radioactive wasteland
surrounding the city. In addition, we have also been told that, during the film,
Stallone’s Dredd has a most un-Dredd-like bout of self-doubt, which sees him
escape into The Cursed Earth in search of himself (or something) and - gasp! -
}r]emove his helmet, something Dredd has never been seen to do in the history of

is strip.

Exocpfly what form Acclaim’s game will take has yet to be decided, but we
imagine that the company’s recent coding aquisition, Delphine, may well be
involved with the development. Still, this is only supposition, as nothing definite
has been decided, but as soon as there’s anything to see, expect MegaTech to
be there at the ready...

e

\l pictures copyright 2000 AD with thanks to the Mighty Tharg
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WHO WE’D LIKE
TO SEE IN THE FILM

We're rather keen on Judge Dredd here at MegaTech, so the film's
cast is a bit of a hot talking point. As such, here’s who we think
should play who in the film, whilst taking into consideration
Hollywood's taste for ‘altering” things.

JUDGE DREDD

Robert Z'Dar (the bloke with the big
chin in Maniac Cop) or Jimmy Hill
(again because of the jutting jaw).

MEAN MACHINE

Brian Glover (could you imagine
him saying ‘I'll go up to four for
this one” in his Northern accentl).

JUDGE DEATH

Joan Rivers.

JUDGE FIRE
Niki Lauda.

JUDGE ANDERSON

Scott Michaelson out of
Neighbours (good girly hair).

VAER e

Jonathan Woss or Bwian Walden.

ELENPRBRER)

Jimmy Hill's brother or Dad.

JUDGE HERSHEY

Emo Philips (the hair wins
it again).

THE FATTIES

Christopher Biggins, Barry Bethal
(out of the Slimfast qu?, Clare
Rayner, Jo Brand, Marlon
Brando, Pavrotti, Gazza. Oh,
and Joan Rivers.

MeCRUBEEE

Dorothy out of ‘The Golden

DREDD OVERDRIVE!

As can be expected, the announcement of a Dredd film will send the licencing people into hyperdrive
Already announced is Bally’s Dredd pinball table, whilst the usual lunchboxes, flasks and pants should
start appearing towards the end of the 1994, Similarly, 2000AD - the home of Judge Dredd - is also
planning something a litlle special and this, too, will appear at the end of next year.
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Once again, Acclaim have been a bit swift
with their cheque books, as they add
Manchester United’s goal-scoring Welsh
Wonder, Ryan Giggs, to the fold. Giggsy is
all set to endorse the footie sim we to?c?you‘
about a couple of months back, which is on
the sidelines for a March release. John
Madden developers, Park Place, are
apparently handling the coding duties, but
little detairs such as the game'’s perspective
and features have yet to be decided. Keep
watching this very mag for more news.

Well, you can file this under
‘Couldn’t Make It Up’ if you like,
but Psygnosis’ forthcoming
Wiz’n’Liz has run into a bit of a
snag. As the two seemingly cute
wizards leg it across the game’s
many scolling landscapes, they
are in fact armed with a
particularly deadly weapon. As
we mentioned in our review, on
pressing the A button and down
on the control pad, the wizards
duly bend over and proceed to
fart at any oncoming foes! Well,
they do at the moment, but the
humorous touch is actually being
removed from the UK version out
in February. Not exactly ground-
breaking news, I’'m sure you'll
agree, but worth a mention.
What next? Sonic clamped for
breaking the speed limit...
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All we want for Christmas is...

STEVE MERRETT

Dear Santa,

1 want a Captain Scarlet
Cloudbase, two miles’

worth of minty

Matchmakers, and more

cake than Mr Kipling

could dream of. Oh, and sherbert. 1
like sherbert. And Jelly Tots. Oh,
and a bumper box of Tutti-fruities.
And Jelly Tots. And a huge Sara Lee
Gateaux. And...

Thanking you in advance,

Steve

MARK HOLMES

Dear Farthur

Christmarrrs,

Harppy Christmarrrrs,

young feller-me-lad.

Here’s a list of what
green-fingered deloits

you carn get me. | wanna new
spade as | broke ' other done
digging, and | wan’ some new
sprouts as all moi old ‘uns got
blackfloi. Oh aye, and you can
leave one of them tasty Reindeer o’
yours on the roof, too. That can bhe
moi dinnar.

Christmars greetings,

Mark

TOM GUISE

Hello Santy Claus!

Yes, it’s me - little

Tommy. I’ve been very,

very good this year,

Santy, and there’s loads

of rewards | want.

Please don’t listen to Steve about
how bad I’'ve been at work, he’s a
bit like that nasty Scrooge man and
scares me. I’d like a Polly Pocket
set, one of those choccy machines
which doubles as a money box for
your two pees, a Spirograph, Lights
Alive, anything to do with those
cute Sylvanian Family toys, Pop-Up
Pirate, and a selection box.

1 love you Santy,

Tommy

JEFF ZIE

Santa.

Let’s keep this short,

I’'m a busy man. You

know where | live, so

please leave the usval

array of cheques and

used notes. Remember: | know
where you live, fatty. And we’d
hate anything nasty to happen to
your horned pets, know what 1
mean...

Jeff

AILEEN O'DONNELL

Hi St Nick,

Jusht givvus the usuval

selection of chips and

beverages. Oh, and a

small box of those

chocolate liquers - just

as a treat,

y’understand. Don’t bother to wrap
them either, my ‘befuddled’ brain
can’t handle all that sellotape.
All the best,

Aileen

B
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MINDSCAPE
GO CHICKEN

The latest addition to join the happy ranks of Sega
licencees is Burgess Hillbased Mindscape. Famed
for their links with Origin and for astounding PC
owners with the likes of Wing Commander and the
Ultima series, Mindscape are now set to unleash a
series of games for the Mega-CD. The first of these
is Mega Race (see Spycam for more details), but
we are led to believe that several more are
currently awaiting the green light. One of the
strongest rumours, though, indicates that :
Mindscape’s fowl would-be MP, Alfred Chicken, is
going to be heading for a CD near you soon.
There are no confirmed details as of yet, but we'll
keep you posted...

VIRGIN ROCK
‘N’ REV UP

Continuing with their stream of conversions from
the Super NES, Virgin's next Interplay conversion is
going to be their Of-Road Racer clone, Rock’n’Roll
Racing. Set in a postnuclear future, Rock’n'Roll pits
one or two-players against each other and a host
of deadly computer-controlled racers in a fight to
the death — with assorted R'n'R tunes belting out
inthe background. Starting with a limited supply of
greenbacks, the basic aim of the game is wEizz
around the track in an attempt to be first past the
line. Sound familiare Well, the twist comes in that
the cars are also heavily-armed, and your
opponents wil think nothing of blowing you off the
track! The Super NES game was fairly well
received, and we'll take an early look at the Sega
version as soon as there’s something to see.

VIDEQ GAME
SUPERSTAR,
THOUGHT HE WAS
§  THE SEXIEST
IBRE!  CHICKEN IN THE
Il COUP UNTIL HE
MET UP WITH EVEN
SEMER CHICK,
PAGE 3 BABE,
DONNA EWIN,

DELICIOUS DONNA
¥ SAID THAT SHE
i LOVES rRis o

ALFRED'S

UTTONG ON HER
GAMEBOY AND

Bl GETTING TO GRIPS

WITH HIS . J0vETicx
ON THE AMIGA.

COMPACT
DISCWORLD

Fans of Terry Pratchett’s brilliant Discworld series of
books will be pleased to learn that Rincewind and
Twoflower are set to make the leap on to the Mega-
CD - courtesy of Psygnosis. Pratchett’s novels are
spoofs of any Tolkeinesque book you care to think
of, and feature a very offthe-wall sense of humour
(especially his Death character). Still, the Discworld

ooks are certainly entertaining, and we hope the
CD-based game will be, too. Firm details of what
Psyggy plan to do with the licence haven’t been
decigedp— although an adventure of some sort
seems most probable - but we'll keep you abreast
of further developments.

SECOND
SAMURAI

Word reaches us (as it often does)
that Vivid Image have started
work on a Megadrive conversion
of their Amiga beat ‘em up, The
Second Samurai. For the
uninitiated, this is the sequel to
Vivid’s First Samurai (sounds
Iogicall, and stars a young
martial artist who is out to
avenge the death of his folks at
the hands of a mighty demon.
Adopting a mixture of platform
and fighf game genres, The
Second Samurai spans six stages
as the young warrior battles his
qu though lava pits, caverns
and, eventually, into the demon’s
hide-out. As of yet, there’s
nothing to see. But, hey, who
knows what the future holds...




SONY GET REAL

Sony have snapped up Ground Zero, Texas — the Mega-CD title which is
stunning the US. Texas is a $3 million ‘movie’, specifically shot for
inclusion in the game. It's been developed by the team behind Sewer
Shark, and combines live actors and special effects with ‘proper’
gameplay. The player is given the role of an undercover agent who is out
to investi?ote a clutch of disappearances in a small Texas town. As the
game unfolds in a series of explosive shoot-outs, it soon becomes
apparent that aliens are at work, and this is just paving the way for a full-
bﬁ)wn attack. We're hoping for a full review for next month, so stay

tuned for more details on this exciting-sounding release.

MEGATECH RECOMMENDS

Apart from getting the odd early night, never drinking boiling water and
never going out with girls who wear black tights and white shoes, what

else do the MegaTech team recommend? Here's what...

® STREET FIGHTER 2

Sod Mortal Monday, every day’s a Street Fighter day as far as we're
concerned. Sega’s conversion of the coin-op classic is nothing short of
superb. It features all the Turbo moves, all tﬁe characters, bosses,
challenges - everything! What's more, it's fast and plays every bit as

MEGAWORLD CHARTS

THE UK MEGADRIVE TOP 20

Wabhey! It's chart time again, as
Special Reserve tell us what you
lot are buying. And is Street
Fighter still number one? Of
course it is...

POS LAST NAME COMPANY
MONTH

a u STREET FIGHTER 2
€3 D
e E MORTAL KOMBAT

instinctively as the superb coin-op. We imagine there will be quite a few
of these sitting under chrimbo trees this year, and it's certainly a game
every self-respecting Megadrive owner should put on their list. Get one of

: q m SONIC SPINBALL |scca

these and a six-button joypad and you're set up for ages. We guarantee L
it. e
e * > O N I
® GAUNTLET 4 : /|
Atari’s older-than-old-itself coin-op is converted to the Megadrive by ' u 7 |LEMMINGS SEGA B
Tengen — and brings back all the old fielin%s of nosfolggct. This clc;]ne is =
not enough to make a corking game, though, so it's rather smart that
Gauntlet contains all the playability of the old arcade machine. Pick one \ 13| LANDSTALKER SEGA
of four characters and bring along some mates as you enter a series of \
dungeons in a race against time ?or whatever treasure and goiodies you .
can find. Spells, demons and all the usual RPG critters are there, and b G Q9 | PGA GOLF 2
genuine team work is needed to exploit each character’s strengths if 5
progress is to be made. Stunning stuff which manages to improve upon B
s colrap. q 4 | MICRO MACHINES|c/masTERs 1
MT RATING: 94%
® LANDSTALKER m NE] JURASSIC PARK  |sEGA
What starts out resembling a fancy-looking Knight Lore clone unveils more
hidden features than a Swiss Army knife. Assuming the role of a young
hero called Nigel (yes, Nigel), a huge scrolling world filled with brain- m m SEGA

. (O

| @m COOL SPOT VRGN Y

gt _,
(2
G m TINY TOONS KONAMI
e T
m BUBSY ACCOLADE

numbing puzzles awaits. All the usual baddies to fight and puzzles to
m m FLASHBACK US GOLD

solve are present, but they're presented in such fine detail that there’s

never any real feeling of deja-vu. A blinding RPG, and well worth a go.
@m SPEEDBALL 2 VIRGIN

MT RATING: 93%

® THUNDERHAWK

Quite simply a superb showcase of what the Mega-CD can do,
Thunderhawk is a simplistic flight sim with minimal control, but plentiful
blasting. Spanning loads of missions — most of which are fairly samey, it
has to be said — attacks on desert and ocean bases await as you let fly
with all manner of guns and missiles. Graphically, there’s nowt on the
Mega-CD can toucﬁ this, and in terms of presentation Core have really
done a corking job. The only essential buy for the Mega-CD, it gives a
lead as to the great things we can expect in the future.

MT RATING: 91%

® FIFA

We've sat around waiting for a decent footie game since the Megadrive
arrived — but FIFA is well worth the wait. Written by a bunch of
Canadians, FIFA is played across an isometrically-scrolling pitch with
large player sprites bobbing, weaving and shooting like real pros. The
control system oftens leaves you feelings as if you're not in fution’rrol, but
the playability is superb and no other game has come this close to
recreating the excitement of an International footie match (mind you, with
England as an example, it’s not hard to see whyl). Sod the fact that we're
out of the World Cup this year, console yourself with a copy of EA’s
console-based glory boy. Graham Taylor probably will...

MT RATING: 94%
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super kick
flashba

Flashback puts the '“EA' into Mega Drive. 66 Just awesomel...

There's hardly an Earthling left who hasn't been F I've ever seen or played! 99 (Mega Drive)

MEGATECH
addicted by the mesmerizing gameplay, scorching

graphics and stunning animation... so if you've

not added Flashback to your collection yet, join

the human race and experience the megamm".

Just remember: it didn't hit the Gallup Charts'

No. 1 spot by being tame!

Flashback: Creation and development: Delphine Software International. © 1993 Delphine Software International. © 1993 U.S. Gold Ltd. All rights reserved. Super Kick Off: 1991, 1992 ANCO GAMES. All rights reserved.
'SEGA’, 'MEGA DRIVE', 'MASTER SYSTEM' and 'GAME GEAR' are trademarks of Sega Enterprises Ltd.



AVAILABLE ON: MEGA DRIVE, MASTER SYSTEM AND GAME GEAR. AVAILABLE ON: MEGA DRIVE

U.S. GOLD LIMITED. UNITS 2/3 HOLFORD WAY, HOLFORD. BIRMINGHAM B6 7AX.

It's the Console Game which u[n the others into
touch to top the Gallup Charts' premier league!
Hand pick your own team and kit, plan your set
pieces - then push your skills to the limit with high

performance ball control. Action replays...big cup

competitions...penalty sllﬂﬂ outs...all wrapped up

in a frenzied pace that'll leave you gaspin'!




t’s that time of year again. The time of
year when we’ve all got to rack our
brains and squeeze our wallets dry to
get smart Christmas gifts for family
and friends. On Christmas Eve, the annual
mass migration to local shopping centres
throughout the land will be in full flow -
every store full of a heaving mass of
rampant shoppers on the rampage;
desperate to grab the last few decent
pressies. If you’re caught up in this last-
minute stampede, there’s a great
temptation to grab the first thing that
looks remotely svitable for the person
you’re buying it for, and it usually turns
out to be a load of old crap. But fear not!
Armed with this MegaTech Christmas Crap
Detector, you’ll be able to spot the duff
gifts a mile off, enabling you to shop
without fear of those Boxing Day
recriminations.

THE MEGATECH CRAPOMETER | MEGASTAND =

This has got to be the cream of the crop of
Christmas crap. At first glance, it may
look like a high-quality home stacking
system, constructed from state-of-the-art
materials, with custom-crafted recesses
What's it made out of? desig::‘ed todtake your Megadi-ive,

S joypads and games. But, on closer
Whatever it is, it smells... %anection, thg LMP Megastand reveals
itself in its true colours - it is, in fact, a
slightly beefed-up, multi-level TV dinner

Well dodgy tray, boasting offensively downmarket
styling and construction. | mean, just look
at it - could YOU allow your games
system to live in THAT?!

Give us a break Any Redeeming Features?
Kick out the middle shelf and you’ve got
the perfect TV dinner tray, wit{ ready-
made food recesses to hold in those

Sad add-on runny baked beans and greasy chips.

Pure, unadulterated crap

BUBSY BOBCAT’'S P, SAYY P
TOTALLY 5. Bubsy Bobcat’s
AUTHORIZED _ Totally Authorized
ANSWER BOOK ¥  WERNCTEIERS 160 ants Mega ling actiont This low-slung

: = g - plastic bucket-seat, suspended on a tubular steel sub-

“Whoa! Check it out!” Screams the ~ -

blurb on the book jacket. “You too g ' ? frame, allows you to translate your bottom movements ¢
could become popular and famous by N - into onscreen action - without any embarassing odours. &
knowing my game secrets!” Exclaims y N Just what the console gaming world has been crying out
Bubsy. Yeah, you too could be O N < g (i for, this is ideal for swinging round the bends on those
laughed out of your neighbourhood - fast F1 racing games! Sorry, that’s a complete lie - it's

SEGA ACTION CHAIR A

The ultimate in disc-slipping, bum-sweating, seat-of-the-
pants Megadrive-controlling action! This low-slung

for shelling out £11.95 on a \ b totally crap. This nightmare of modern design gives you
softbacked book with no colour pics, . all the handling response of a Sperm Whale on castors,
which tells you how to play a sad praa ' y and the hard-pressed microswitches that the chair pivots
Sonic-clone of a game which you . . - - on are guaranteed to fall apart by New Year’s Eve.
already wasted nearly fifty quid on. L >

Any Redeeming Features? ) Give this to a tall or big-bottomed friend as a present

Can also be used as a fire-lighter, if
doused in paraffin first.

14 NMEETEEHE

and you‘re guaranteed hours of hilarity as you watch
the sad recipient struggle to cram themselves into the
“driving position’ and then crash at every tight corner.

i

Donald McCrary




MENACER é

Sega’s incredible light gun, released last
Christmas, was hailed in the advertising
blurb as “Three guns in one”, whereas, in
reality, it was one gun with a few extra
bits of plastic to add on or take off,
complete with a totally useless targetting
system (ie. a wobbly plastic ‘sight’ which
doesn’t work properly). This futuristic
piece of hardware has amassed amazing
software back-up - there’s T2, that
apocalyptic into-the-screen shoot ‘em up...
er, and that’s it. But don’t forget the
original six games that come with the
package, giving you an incredible range
of gameplay (if you’re a big fan of feeble
into-the-screen shoot ‘em ups, that is),
which should keep any lucky person who
receives this as a gift going for, oh, a
good 10 minutes.

Any Redeeming Features?

There are still loads of them left in the
stockrooms of shops throughout the
country. Due to the fact that very few
people want them, you could pick up a
bargain - they’re currently down from
£59.99 to £39.99. Great if you want to
buy a present for someone you don’t like.

'MEGADRIVE ACTION CASE @

i Calling all you Megadrivers who like to cut a dash when you’re on the move in the high-
: profile world of the travelling games circuit! This executive-style ‘Portable Organiser’ will
: enable you to carry your Megadrive, joypads, power leads, connectors and four games to
i that high-pressure games marathon with your mate who hasn’t got his own Megadrive.

i Travel round to his house, proudly swinging your James Bond-style, cheap plastic

i briefcase with even cheaper plastic inserts. Ignore the taunts and torrents of abuse as

i your friends see you carrying this overgrown lunch-box through the streets. Cry as the

i hinges disintegrate after you’ve used it twice. Admire the noxious fumes and pretty drips
: of flaming plastic cascade from it after you’ve set light to it with a blowtorch.

{ Any Redeeming Features?

: Great if (ou like to advertise the fact that you’re carrying around a few hundred quids’

worth of hardware and games to all the local street criminals. At £9.99, it could make a

" good, cheap ‘joke’ gift, especially if filled with horse manure before wrapping.




POWERPLAY WI
DANNY CURLE
DOMINIK DIA
Hilcriouﬁ ;hH:w Tcl) Do It
on al vital things
:tom playing games, stal
Gamesmaster
Curley, roly-poly Games Tester
Revealing such insights as how
joypad, and tips along the lines of: *
more points than your opponent o
game’, this is the completely
~ gamesplaying guide for anyone w
- wouldn’t recognise n
 Megadrive and the back end of
Any Redeerlning Features? S
Comedy value. Raises a good fev
first time you play it, but after that,
also hold a few episodes of Dad’s .

?
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ANNY CURLEY

THE JOYSTICK WARRIOR
X

X
.
\ e&{‘x‘t :

e
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QUICKSHOT AVIATOR JOYSTICK ﬁ;

With its impressive yoke and mean, businesslike appearance, this Mother of all
Joysticks looks a fearsome tool. Its realistic aeroplane-joystick action gives the
impression that it’s the ultimate ’stick to get the most out of your flight sims, and
even ‘looks the part’ for futuristic driving games. But then you plug it in and use
it. Then you realise the micro-switches which control the turning of the yoke are
real on/off switches, meaning that there’s no such thing as a smooth turn - it’s a
case of jerk-o-turn - as each microswitch kicks in, your onscreen position lunges
further round. Then you realise you’ve wasted £35. Don’t do it.

Any Redeeming Features?

Looks big and intimidating. Could deter a burglar if wielded above the head.

TURBO-TOUCH 3
JOYPAD +

“No more finger fatigue or blisters!”
says the packaging blurb. No more
being able to control the action
onscreen either, with this novely-
joypad-without-rocker-switches- :
under-the-D-pad.

Any Redeeming Features?

Er, not that we can think of.

& MICRO GENIUS
= REMOTE CONTROL

Yes, it’s another one of those
‘you don’t need those dangerous,
cumbersome leads connecting
your joypad to your Megadrive’
jobs. But this is a remote control
joypad with a difference - the
joypad looks like a instamatic
camera, and the receiver bears a
remarkable resemblance to an
electric shaver.

Any Redeeming Features?
Unlimited opportunities for
novelty ‘shaver and spy

camera’ pranks.

16 MEGFITEEH

QUICKJOY
FOOT PEDAL '

This add-on answers the
prayers of driving game fans,
by transferring the joystick
functions to a set of
footpedals which look like a
sawn-off multi-coloured
xylophone. To be honest, we
haven’t tried this, but hey,
would YOU want to be seen
using one?

Allows you to play
‘Chopsticks’ during very

boring games.




prICES THAT CAN’T BE BEATEN

UP TO

BATMAN
DECAPATTACK
SIMPSONS
SPEEDBALL 2
TOE JAM & EARL
TWIN HAWK
WORLD CUP ITALIA '90

688 ATTACK SUB
AFTERBURNER 2
ALEX KIDD IN ENCHANTED
ALIEN 3
ALIEN STORM
ALISIA DRAGOON
ANOTHER WORLD
AQUATIC ROBOCOD 3
ARCH RIVALS
ARIEL THE LITTLE MERMAID
ARNOLD PALMER GOLF
ATOMIC RUNNER
BACK TO THE FUTURE 3
BATMAN RETURNS
BATTLE SQUADRON
BIO HAZARD
BONANZA BROS
BUCK ROGERS
BUDOKAN
BURNING FORCE

MAIL ORDER HOTLINE
081-741 9050

COMPUTER
GAMES
309 Goldhawk Road

London
W12 8EZ

PLEASE ADD £1
POSTAGE & PACKING

CALIFORNIA GAMES
CAPTAIN PLANET
CHAKAN
CHIKI CHIKI BOY
CHUCK ROCK
COLUMNS
CORPORATION
CRACKDOWN
CRUEBALL
CYBORG JUSTICE

DJ BOY °
DARK CASTLE
DRAGONS FURY

DYNAMITE DUKE
ESWAT

EUROPEAN CLUB SOCCER

- EX-MUTANTS
F22 INTERCEPTOR
FATAL LABYRINTH

FERRARI F1
FLICKY
FORGOTTEN WORLDS
G-LOC
GALAHAD
GALAXY FORCE 2
GHOULS 'N ‘GHOSTS

GLOBAL GLADIATORS

GOLDEN AXE 2
GRAND SLAM TENNIS
GREEN DOG
GYNOUG
HARD DRIVIN'
HELLFIRE

. HERZOG ZWEI

0%

O SEGA
MEGADRIVE GAMES

OFF

HOME ALONE
INDIANA JONES
JAMES BOND 007
JEWEL MASTER
JOE MONTANA 3
JOHN MADDEN ‘93
JORDAN VS. BIRD

KID CHAMELEON
KLAX
KRUSTYS SUPER FUN HOUSE
LEADERBOARD
LEMMINGS
LHX ATTACK CHOPPER
LOTUS TURBO
MARBLE MADNESS
MARIO LEMIEUX ICE HOCKEY
MEGA GAMES 1
MERCS
MICKEY AND DONALD
MOONWALKER
NHLPA HOCKEY '93
OUTRUN 2019
PAPERBOY
PAPERBOY 2
PHELIOS
PITFIGHTER
POPULOUS
POWERMONGER
PREDATOR 2
REVENGE OF SHINOBI
ROAD RASH 2
ROBOCOD
ROLLING THUNDER 2
SHADOW DANCER

ALL GAMES LISTED ARE NEW
OFFICIAL UK GAMES -

WE ALSO BUY AND SELL USED GAMES.
PLEASE PHONE FOR PRICES.

PLEASE NOTE: SHOP PRICES MAY VARY AND

SHOPS ARE INDEPENDENT

SHADOW OF THE BEAST 2 -
SMASH TV
SONIC 2
SONIC THE HEDGEHOG
SPACE HARRIER 2
SPIDERMAN
SPLATTER HOUSE 2
STEEL TALONS
STREETS OF RAGE
STRIDER
SUPER FANTASY ZONE
SUPER HANG ON

' SUPER MONACO
SUPER THUNDERBLADE
SUPER VOLLEYBALL
TALESPIN
TALMITS ADVENTURE
TAZMANIA
TEAM USA BASKETBALL
TERMINATOR
TERMINATOR 2
THUNDERFORCE 4
TINY TOONS
TOKI
TOXIC CRUSADERS
TRUXTON
TWO CRUDE DUDES
WONDERBOY 3
WONDERBOY IN
MONSTER WORLD
WWF
XENON 2
ZANY GOLF
ZERO WING
ZOOM

MAIL ORDER HOTLINE
0708 736663

THAT'Z
ENTERTAINMENT

6 Moray Way
Rise park
Romford

Essex RM1 4YD

PLEASE ADD £1
POSTAGE & PACKING
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imagine what would happen if
n Voorhees from the Friday The
films was let loose in a reall‘
ely world where nobody ever hurts
y. The Care Bears’ planet, for
example. Just think - there’d be bits of Love-
A-L%t and Huggy-Wuggy bear everywhere.
Oofl, it doesn’t bear thinking about. Well,
tha?’s exactly what happens in Sylvester
Stallone’s latest blockbuster, Demolition Man.
Exeept Jason is replaced by Wesley Snipes,
and the Care Bears aren’t in it. But you know
whgt we mean...

&

@
®
®

LOS ANGELES, 1996

In pursuit of notorious pyschopath, Simon Phoenix, rogue
cop John Spartan is indirectly responsible for the deaths
of thirty hostages, as the building they are held within is
blown to pieces — another casualty of the cop’s
‘Demolition Man’ methods. But at least Spartan finally
manages to extend the long arm of the law, bringing
Phoenix to justice as the building disintegrates. For his
assorted crimes, Phoenix is sentenced to be cryogenically
frozen in the new state penitentiary, but the court also
rules that Spartan be convicted of ‘Involuntary
Manslaughter’ for the death of the hostages and should
serve a seventy year spell alongside Phoenix.

SAN ANGELES, 2032

In direct contrast to the LA Spartan knew thirty-six years
ago, the renamed San Angeles is now a place where crime
simply does not exist. Governed by Raymond Cocteau, it’s
a city where virtually all vices are banned - smoking,
alchohol, swearing — and you even need a permit to start a
family! Similarly, the police are now virtually redundant
and, as such, helpless when Phoenix escapes during a
routine parole hearing...

Free within the strange futuristic city, Phoenix starts
to discover that somehow his strength has been
augmented during his time in stasis, and that he is more
familiar with the city’s new technology than he should be.
Arming himself with an assortment of guns from the local
museum, the criminal is soon wreaking havoc, and the
Police are at a loss as to how to stop him. Luckily, one
bright spark is familiar with Phoenix’s past, and the
Spartan affair which lead to both men’s incarceration.
Only a *90s cop could stop a *90s criminal, so Spartan is
defrosted and left to use his unorthodox methods to end
Phoenix’s reign of terror...




Here's a step-by-step guide to what stands between
Spartan and bringing Phoenix to justice...

THE ROOFTOPS

Dropping on to the roof of the tenement building
Phoenix is holed-up in. the scrolling section sees
Johnny boy searching for a suitable entry point.

SIMON'’S FORTRESS ARMOURY

Another runny. jumpy bit. with Phoenix waiting at the
end. But watch those hostages. John. Oops.

THE MUSEUM

Simon’s stocking up a bit in the only place in 2032 San
Angeles which contains guns. The overhead viewpoint
makes its debut here. but Virgin aren’t sure if this
scene will make it into the final game.

MONORAIL

Actually. there isn’t a monorail scene in the film. But.
hey. there could have been...

SHOPPING MALL/TACO BELL

Another overhead scene. and another that Virgin are
still deciding on. Cocteau invites Spartan out for tea.
but action is never far away thello. and welcome to

e e
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PHOENIX RISES

Virgin’s 16-Meg Megadrive interpretation of Demoliton Man is being
developed by Alexandria Inc, and takes the form of a twelve-stage shoot
‘em up. Donning Spartan’s LAPD beret, the player is left to explore a
series of horizontally-scrolling stages and maze-like sections. as their hunt

for Phoenix leads from the crime-
ridden LA of 1996 into 2032 San
Angeles. Each stage recreates key
parts of the film, with a few additions.
The first two stages follow Spartan’s
attack on the tenement building where
Phoenix is holding the hostage at the
start of the film, whilst the later levels
include the museum where Phoenix
stocks up on guns. Further
confrontations occur within a shopping
mall and the pipe network that the
psychopath uses as a hide-out.

Vv At the start of the game,
Spartan is left to bungee
into the danger zone where
the hostages are being held.
Too much slack and you hit
the ground, but if the rope
stops moving you'll be sent

not ency hetng o sopr ' LEVEL DESIGN

Of the game’s twelve stages, seven take the form of a
sideways-scrolling blast. Having bungee-jumped into the
building where Phoenix is holding the hostages, the game
proper then commences. As with Virgin’s Terminator
licence, Spartan runs and jumps from left to right, using his
gun and any grenades he finds along the way to bump off
his arch enemy’s many henchmen. In addition, Phoenix or
one of his recently-defrosted cronies act as the end-of-level
bosses but, as can be expected, Phoenix always escapes
unscathed in preparation for the final battle at the end of
the game.

Whilst these scrolling levels form the bulk of the
game, the action switches to a bird’s-eye viewpoint, with
Spartan searching the eight-way-scrolling buildings in
search of power-ups and more bad guys to off. For
example, during the museum level, Spartan must find a gun
before he can tackle the already heavily-armed Phoenix,
whilst simultaneously keeping an eye out for any guards
patrolling the building.

*Cliche Corner’...).

PARKING STRUCTURE

Another sideways-scrolling scene. The first of
Phoenix’s freshly-thawed mates makes his appearance
right here.

LIBRARY

I'he only bird’s-eve view which will definitely making
it in to the final game.

CAVERNS

A bungee-jump screen. where Spartan must ensure he
doesn’t drop too fast for fear of reducing his height
even more.

WASTELAND MAIN FLOOR

More scrolly-shooty japes as Phoenix’s cronies return
for a second bout.

PIPE MAZE

Nope. don’t remember this in the film much either. Ah
well. making his way through a maze of cracked pipes.
there’s plenty to shoot as vou search for the exit.

PUCK CRANE

Heading for the final showdown with Phoenix. John
enters the Cryo Prison where his nemesis is set to thaw
some of the greatest criminals of all time. Spartan must
reach the crane where Phoenix is overseeing the
warming operation. or face a life fighting the likes of
Ronnie Biggs and Asil Nadir.

CRYO PRISON FREEZING AREA

Another level still under discussion. The final battle
will probably take the form of a sideways-on stage...
but we'll just have to wait and see.

% MEGATECH 19



A As LA burns, the
chase for Phoenix hots
up. Wahey! Clichéd
caption or what!

I’'M A BIG BOY, T L ARy
CAN DO | =L

B —

As can be expected of a cop whose nickname is ‘The
Demolition Man’, Spartan’s a bit tasty when it comes to
looking after himself. In addition to the evergreen running

and jumping skills, John is rather smart at clambering over 8% 'f
objects and onto high ledges, and equally useful in the body i e
count department. In addition to his trusty gun, Spartan can 5.

also arm himself with caches of grenades conveniently left
around the play area, and if all else fails, a swift right- P oiices L
hander should see anyone else off. In an attempt to add a s y' meiesllei SRR
little more depth to the blasting sections, Alexandria Inc
have ensured the backdrops play an integral part to the
action. For instance, during the game’s monorail scene,
whenever one of the train’s brake boxes is shot, the carriage YT : :
Jjerks to a halt, knocking all the bad guys off their feet and e e M b
making them easy targets.

The cart-based version of Demolition Man is currently
50% complete, with the bare bones of the stages designed
and running. With the game set for a Summer ‘94 release,
Virgin are currently tying together the many loose ends
whilst also deciding which levels will make it to the final
version. It’s early days yet, but expect more news as it
becomes available.

A 1 was reading Empire the other
day, you know, and Sylvester
Stallone was saying that anyone
caught carrying a gun should he
killed. Blimey, that's a bit severe
isn"t it! | mean, who foisted Rambo
on us in the first place! Honestly,
he'll be running for Mayor next.
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A Sly and Wesley get swinging as the film's
smart climactic battle gets going. | was going
to tell you what happens, but it'll spoil it.
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A A very earl

draft of the first stage.
Every aspect is plotted on paper, so the
programming team can then determine

which animation frames are needed. P APE R C H ASE

Before work began on bringing Stallone’s blockbuster
to the Megadrive, Alexandra Inc sketched every aspect
of the game on paper. Each level was mapped from
start to finish and, from the assorted obstacles the
team added, they could then determine what moves the
Spartan sprite would need and the number of
animation frames necessary to get him moving. The
team were given an early copy of the film’s script to
work from and numerous stills, and an early press
showing also enabled them to ensure the game
remained true to the plot and look of the film.
However, despite the number of action scenes in the
film, the team have taken a number of scenes dropped
from the film to expand the game slightly — the
monorail section, for instance.
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BATTLECORPS

Core’s Thunderhawk engine propels us into the distant future, where a company buy-out has gone horribly wrong. Bring on the war machines...

he year is 2096 and the ‘Corporate Wars’ are
in full flow. The Interplanetary Mining . v
Corporation (IMC) has been badly damaged in — e R g A N oy ey
an unprovoked attack on its key processing e . * BATRRAC SACToA 85y 3¢
reactor on their base in Mandelbrot’s World. An Tl P SRR
Insectar space fleet is blamed for the attack, but the real
instigators of the attack are BioMechanical
Incorporated, who hired the intergalactic mercenaries in
the first place. Realising their multi-billion empire could
be in jeopardy, IMC countered the BioMech attacks by
creating a division of guards - the Battlecorps - to
defend its mining unit on each of the system’s five

moons. Quite simply, the Battlecorps are the most
efficient killing machines ever devised. Huge, bipedal
robots are the main strike force of the ‘corps — the
soldiers can plug straight into the machines’ neural
network, giving instant weapon access through
augmented thought.

As a new member of the ‘corps, you have joined
just as the war against BioMech is reaching the final
battle. Starting on Vegra, the lava moon, your mission is
to traverse the scrolling landscape in search of the
Insectar ships. Taking these out, you must also defend
the assorted IMC strongholds from attack using the
walker’s many onboard systems and any extra weapons

the dropships may leave during the course of the
mission. However, reports have indicated that BioMech
have also dropped a number of new robotic insect
devices on each of the moons, so expect the unexpected...

HI0IdS SU1DA, S3006E H1dm0ts

A The game’s many bosses are all based on insects.
However, each has been given biomechanical
enhancements to make them even deadlier.
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WALKER ON THE WILD SIDE

Battlecorps is the logical progression from the 3D techniques used in
Thunderhawk. Seated within your walker, the main viewscreen shows the
goings-on outside and the assorted in-ship systems available — weaponry,
scanners, etc. The same amount of detail is used for the backdrops and
obstacles, and these are changed depending on the current moon’s
atmosphere — lava or ice, for example. However, the one key advantage
Battlecorps has over its chopper-based predecessor is that it’s considerably
easier to control. Using the A button in conjunction with the directional
pad, the walker is sent moving in any direction. However, as you continue
stomping across the moon’s surface, you can scan for Insectar ships by
turning the robot’s head left and right. Similarly, should anything catch
your eye as you do so, simply press the A button again and the legs swing
round to face the same direction.

The alien sprites are easily located via a circular scanner in the centre
of the ship’s instrumentation. The BioMech forces take the shape of oddly-
shaped robot walkers, robotic centipede and other such insectoid robots,
and they appear from all directions. In addition, several species have a
nasty habit of hiding beneath the planet surface and can only be destroyed
as they leap out to attack. Your ship can withstand a set number of hits,
but care must also be taken not to stray into the surrounding lava or onto
the mines which punctuate the surface of each moon. And then there’s the
bosses to worry about...

SHINE ON HARVEY MOON

Set within the Mandelbrot’s World galaxy, Battlecorps’ action takes
place on each of the system’s five moons. Depending on each
moon’s proximity to the sun, these moons offer different scenarios
for the blasting action. Here’s your Thomas Cook guide to take you
through the Mandelbrot area...

VEGRA

A hostile, volcanic world which bears no life. Seventy-five percent
of its surface is covered with boiling lava. However, its importance
to IMC is via its main series of islands, which provide vital mining

ground for the rare ore, Meridium.

CYGNI

A veritable water-based fun park of a planet. No surface land
whatsoever, so your battle against the Insectar ships takes a
decidedly subaquatic feel. As can be expected, the local Insectar
forces have tried to blend in with the surroundings and take the shape
‘ of frogs, dragonflies and turtles.

DRAKO

Another volcanic moon, which is also beset by 400mph winds. A
tunnel system is used to mine for Meridium, and once again the
Insectar forces have blended in to the best of their abilities. This
time, they use spiders and worms for their inspiration.

CALIBAN

The ice world. Once there, your viewer is partially obscured by the
raging blizzards which plague the planet. As of yet, though, this
level’s baddies have yet to be decided upon. A BioMechanical
polar bear, perhaps?

MOEBIUS:

The upper atmosphere here allows no light to pass through. Its
blackness forms the perfect backdrop for the climactic fight as you
face the BioMech and Insectar machines for the first time.




ONE CAREFUL OWNER

The player is given three IMC Battlecorps ‘Gunjocks’, each of
whom is adept at controlling any of the three walkers on offer.
The first, The Armordillo, is a well-defended beast with thick
shields, but it’s also the slowest-moving of the trio. Next up is
the Hawk Mk II, which is the most heavily-armed. Its guns are
extremely powerful and it has more spaces for additional
hardware than the others. Finally, we come to the Panther,
which is the fastest of the three but also the most vulnerable to
attack. Although each unit has its advantages and
disadvantages, they all feature twin cannons which can be
upgraded to plasma guns or multi-fire devices when the
necessary icons are collected. In addition, ‘extra’ goodies,
such as mortars and stun grenades are also on offer, but
finding them is a different matter.

MISSION BRIEFING

At the time of writing, Battlecorps’ special directives were
still being decided. Although the basic aim of the game is to
defend the assorted IMC installations, the complete
obliteration of the Insectar forces is equally important.
However, before each stage begins, a hologram of your unit
leader appears on your cockpit to keep you abreast of how the
overall battle is running. Whilst doing so, he may deem it
necessary for a specific building to be destroyed to prevent the
enemy forces getting their hands on it, and this gains
preference over the every day blasting duties.

Battlecorps is now approximately 50% complete. The
programmers are currently completing Vegra and its assorted
foes, and once the moon is teeming with life they’ll move on
to filling up the others in turn. We’ll have further details on
this rather smart-looking blaster soon, so keep your eyes on

A The large conical
devices to either
side of the ship are
its cannons. These
are activated using
the B bution, but
rapid firing results in
them overheating
and shorting out. If
this happens, the
onlr answer is fo
pull out of battle and
ive them a chance
o cool down.
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FANCY A BIT OF FMV?

Core are keen to add a genuine movie atmosphere to the proceedings. and
have started piecing together a number of cinematic intros to detail plot
updates. For instance. at the start of the game we are shown a tinkling
galaxy before the screen pans to pick out a mushroom-shaped space station.
Zooming in. we are then taken into a briefing room where a typically alien
general sets the scene. In addition. once the mission has been selected. a
second sequence shows the walker being deposited on the planet surface

and testing its armaments.

SAY WHAT?

The sound eftects and in-game music are in the hands of Core’s in-house
musicians who have composed a simply stunning assortment of rock tracks
to accompany the action. In addition. your walker’s onboard computer is
going to be a sarcastic little git who mocks your efforts at every

opportunity. To add a little realism to this part of the game. the
programmiers have recorded a number of messages for each stupid thing you
can do (walk into walls, step on a mine. etc). and these will be thrown at
you during the course of the game. Likewise. the explosions and bangs have
also been created for maximum noise and effect.

FROM LITTLE ACORNS

Battlecorps started life as a handful of pencil sketches. With the robot idea
deemed workable for a shoot “em up environment. the first planet was
pieced together using the Thunderhawk engine. Once their basic ideas were
seen to be feasible. the programming team sketched out every aspect of the

ime on paper — from the bosses to the maps of the moon surfaces. The

bosses have taken the greatest amount of work. though. as they require more

animation and detail than the “conventional” aliens. Thus, not only do their
movements have to be worked out. but the scaling they may need. too.




ORTUNATELY

you WON'T HAVE TO FACE

Safety in numbers? Forget it. Even with the new
4-player adaptors and pals by your side, you're about
to embark on the most lethal challenge of them all.
Gauntlet IV has arrived on the Mega Drive. And the
word is, it's only for Mega masters.

You become Thor, Thyra, Merlin or Questor in this
all-time classic arcade adventure. Then, with your
fellow adventurers, you step into a dark and deadly
world to shatter the mystery enshrined in the ancient
castle towers.

You'll need pump action reflexes to slay swarms of
lethal creatures — plus a sky high 1.Q. to crack over 90
intricate labyrinths and magic codes.
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And, when you've inched your way through dripping
dungeons to complete your quest, change mode, then
turn' the tables and slaughter your friends.

Gauntlet 1V from Tengen. So much for safety in
numbers.

94% — MEAN MACHINES

94% - MEGATECH

90% - MEGA

83 % — SEGA PRO

TENGEN EUROPE, 5 SCIROCCO'CLOSE, MOULTON PARK,
NORTHAMPTON NN3 IAP. TEL: (0604) 790785

GAUNTLET ® IV: ® and © 1985 Atari Games Corporation; Licensed to Tengen Inc. © 1993 Tengen Inc. All rights reserved. ‘SEGA and ‘MEGA DRIVE are trademarks of Sega Enterprises Lid © 1993 SEGA ENTERPRISES LTD

IT ALONE



at Shaq guy has got a lot
answer for. Several
months ago, we couldn’t

ave given a toss about
shodting hoops or dunking our
slamis (or something). Now join us
as we go on to the rapidly-crowded
basketball court with Virgin’s new
kid on the block.

A Behind you!
Behind you!

U5
“" 0

DriCe: vea
o R

e viRgiy s rolagcp dqle: rea

A These pics look like
scenes from the latest
Nike ad. :

Ready to go head-to-head with Acclaim’s forthcoming NBA licence, Virgin have
teamed up with development team Imagitrek to add a little ‘cred’ to shooting
hoops and slamming dunks. The result is Jammit, a rough ’n’ tumble basketball
sim which offers the player control over one of three streetwise players out to
prove their supremacy on the court. An 8-Meg cart, Jammit is played across one
of three horizontally-scrolling courts, with the player going one-on-one against
the opponent of their choice.

Abandoning the wooden floorboards of NBA, Virgin’s game is set in a
number of street scenes, with dustbins, gloomy alleys and graffiti replacing the
cheering crowds of the Acclaim game. Having selected your player from the
intro screen, the options screen allows you to select the number of points needed
to win and whether or not fouls will be registered. The actual match itself takes
place at one end of a scrolling court, with both players facing each other in the
centre circle before battling their way to the hoop at the left of the screen.
Normal rules apply, and the three buttons are used to make the characters
weave, dummy and bodycheck, in addition to the usual over and underarm shots
available. And the overall aim? To win, of course — thus securing your
dominance in the neighbourhood. And to think we always thought fighting was
the best way. What next? Chris Eubank and Nigel Benn settling their differences
over a game of draughts...




THE PLAYERS

Jammit features three characters for the player to select, and one computer-
controlled ‘Basketmeister’ who oversees each match. Let’s see who’s
cock-a-hoop...

SLADE

The spurned lovechild of an
unnamed member of the *70s
glam band and a mysterious one-
eyed girl from Ilfracombe, Slade
is the meanest player on the
streets. Fouling is this guy’s
speciality, and he won’t hesitate
to wind an opponent with a sly
elbow to the stomach. Weighing
in at 1801lbs and 6’ 2” tall, he’s
also prone to the odd sarcastic
comment on-court and never
seems to get tired.

ROXY

The spurned lovechild of an
unnamed member of another
70s glam band, what Roxy
lacks in weight (1401bs), she
makes up for in her shooting
ability and excellent
blocking play. She’s a very
fast mover, but is easily
KO’d by the heavier blokes.

BASKET CASE

The version of Jammit we saw was 50% complete, but by far the
most impressive part of the game is the way the sprites are
enlarged as the pair leap for the basket. Whilst long shots are
shown from the customary side-on view, as the players leap up for
a two-pointer, the sprites are massively enlarged for a camera-style
close-up. This isn’t just a graphical touch, though, for the players
CH ' I.L are under your full control and can be made to lob the ball into the

hoop or block a shot. In addition, in true Michael Jordan style, the
players swing from the ring if they get too close, or come crashing
to the ground if shoulder-barged.

Just as Monkey Kong became
DonkeyKong, thanks to a duff
translator, Chill was to be
named after his mum’s
favourite food, but the ‘i’ got
left off. The shortest of the
four players at a relatively
minuscule 5’117, he is also
rather heavy for his size at
1851bs. However, slam-dunks
are Chill’s strongest point, and
his sturdy frame also gives
him an advantage during
rough play.

JUDGE

The best player in the
neighbourhood and the
overseer of the tournament.
Judge is 6’4 and 2051bs,
making him the tallest and
heaviest, and he is also the
best all-rounder. Basically,
when you’ve beaten the
other two, this is the guy
standing between you

and glory.

A Despite being
icked for the
asketball team,

Chill’s first love was

gymnastics.
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BUBBA 'N’STI

MegaTech takes a look at Core’s new platformer, the everyday story of a man and his pet stick...

ell, the competition for the
most outlandish scenario
continues unabated, as Core
enter with the following
effort. An evil creature has spent the last
fifteen years of its life collating the finest
menagerie of alien beings imaginable.
Whilst on a routine patrol through the
corridors of the space-station where his
collection is held, he notices that his zoo is
without a human exhibit — something
which must be rectified immediately. A
rapid hunt sees the collector head for
Earth and, before long, a gangly lad by
the name of Elvis (our unlikely hero in the
ame) becomes the human representative
ign the collection — but not for long. For o ’ 066 Q »
Elvis, being the wily hero he is, escapes T %’iﬁ
from the spaceship — along with all the L e v
other specimens — and, teaming up with : =N
an alien resembling a stick(!), decides to
exact revenge upon his evil captor.

Thus begins Bubba "N’ Stix — the
latest arcade adventure to escape from
Core’s Derby HQ. Stepping into the baggy
dungarees of Elvis the hero, and with your
trusty stick-like friend in tow, it’s up to
you to escape the five danger-filled areas
between you and a showdown with the
would-be zoo keeper. But, as can be
expected, many a danger awaits...

V Bubba "N’ Stix
allows Elvis
virtually complete
interaction with the
backdrops.
Mushrooms act as
trampolines, as do
treetops, whilst
falling rocks act as
temporary

latforms.

imilarly, seemingly
impassable rock
faces often feature
a hole which the
stick can be
wedged into for use
as a platform.

©

©00300

GIVING IT SOME STICK |

Whilst Elvis is limited to the usual running, jumping and ducking activities, the stick is a
considerably more versatile fellow. In addition to simply lobbing him at any oncoming foes, Elvis
can also wedge the stick into holes, enabling him to use it as a rather convenient platform.
Additionally, several objects around the scrolling play area require the stick before they can be |
used. For instance, you’ll often stumble across wheels which need the stick to turn them before
they activate a mechanism to open a door. By far the best example of the stick’s usefulness is
when Elvis is swimming in the water — the stick acts as a snorkel, allowing him to remain
submerged for ages!

WORLDS APART

In all, Elvis’s journey spans five large stages. Starting in a jungle, the various aspects of his
mission are unveiled one by one. As well as fending off nasties and solving puzzles, Elvis must
also collect as many of the scattered aliens as possible. These little guys are dotted throughout the
play area, and are simply walked past to add them to the player’s inventory. Following his
activities in the jungle, Elvis is left stranded in what appears to be a prison. Escaping this, he then
heads for a lava-filled cavern where falling logs and steam geysers threaten to sap our hero’s
energy. Ever onwards, next we head for a pipe network where Elvis must light seven bulbs before
heading for the spaceport which makes up the final stage.




RIDDLE-ME-NOT

- When he’s not indulging in a little platform-related fun, Elvis is busy stretching his grey
matter during some of the game’s many puzzles. Object-related puzzles play a huge
 part in Bubba "N’ Stix, and a combination of good stick usage and lateral thinking is
needed if our hero is to progress. For instance, right at the start of the game a tree is
following our hero. Every time Elvis turns around, the tree stops and closes its eyes,
only to carry on following Elvis when the man with the stick turns back round.
Obviously, the tree is only vulnerable when it has its eyes open, so somehow he has to
lob the stick so that it keeps bashing the tree into submission. Meanwhile, later in the
game, a security device means Elvis can’t take the stick past a certain point. However,
by wedging it into a nearby tourist’s gob, it passes through safely disguised as a cigar!

Bubba’N’Stix is just entering the Beta-testing stage, where any last minute bugs are
ironed out. However, rest assured, you can see just how well we got on with its many
puzzles when we review the game next issue.

A The inter-level map in all its glory. Well, come on: you
try filling a space like this. It isn't easy y'know...

A Shown to the
left are the
Pietchos for th i
sKeftches ror e

kol AND MEGA-CD TOO!
intro \“‘hulla will
: e:ersieon: ® Yup, Bubba is also heading for a Mega-CD near
the game. Every ou! In terms of gameplay, it will be identical,

art of the intro ut as with Core’s recent CD version of Chuck
as been

sketched in full, Rock II: Son Of Chuck, it will open with a massive
before being cartoon-style intro. As the disc is accessed, the
drawn using an intro tells of Elvis’s abduction at the hands of the

i s;’;.’:‘ .I.I'I‘flli is zoo owner’s Safari-suited big game hunter, and

| then ported to his consequent escape as the ship holding the

| the Megadrive menagerie explodes. From here, we are

‘ via a PC-based introduced to the stick before the game begins.

system.




EGAMEEH

sPYCAM UPDATE

More tithits and tasters of games recently announced
or making their way over the horizon, as the
Megatech Eye-In-The-Sky picks up the latest on
what’s going on in Softwareland...

> RESCUE—PSYENDSIS | e T

» A%

¥ " AP N Nl “Lwvpy vy
Currently under development at Psynosis’ Liverpool .. ' Y
offices is Rescue, a mixture of vector-based action

: LIPS SRR l '
and an advanced variant on the Luar Lander ml;lrr"w ‘ ‘
theme. Controlling a heroic galactic rescuer, the Jr | pa

player starts the game by guiding their walnut-
shaped craft through a series of caverns, in search
of a hapless band of stranded humans. Numerous

gun turrets take pot-shots at your craft, and your ‘.'f W ,
brave rescuer must also venture out of the ship to o e 15

-
- -

people have been stashed aboard the ship, the @ o o ¢

game turns into a fast-paced, vector-based blast. & - %%“"vpn‘f"m

As of yet, there’s very little to see of the 3D i 4 4 Iffr i, i, w

sections, and you can expect the name to change. oy’ boides LAb 288 2
still, a further preview is in the offing, so keep

watching these pages for more news.

find the survivors. However, once the stranded x

o= 15
it g

\

p : .'a‘vt_”‘:' o



=> T0P HAT— PSYGNOSIS

Psygnosis certainly seem to have gone

into overdrive of late, as, in addition to

Troll and Rescue, they’re also working

on an isometric puzzler currently

masquerading under the title of Top Hat.

Starring a cute rabbit in a... well, top .
hat, the aim of the game is to scour each gk o T ':" WA B
stage in search of goodies before : M 20030000 g %
escaping via the handy exit before the Lk i L

time-limit expires. of course, it's not

quite as easy as that, and countless

baddies stand between the Lepus and

the end of the game - and with only his

speed and an unusual spinning attack

method, it’s going to be a far-from-easy

task. No release date as of yet, and the

name won’t stick either.
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Jurassie Park

WORLD SERIES BASERALL O
— JEGA

Bringing the likes of Earl Weaver into the ‘90s,
Sega US have just unveiled World Series Baseball
for the Mega-CD. Opening with full-motion
commentary scenes, the game itself uses real
players to ensure the batting and fielding
animations are identical to the real thing. In
terms of in-game perspective, it’s quite similar to
Accolade’s Hardball 111, with the pitching and
batting viewed from behind the players, and
fielding seen from a bird’s-eye view. Quite how
much control the player will have over the
proceedings isn’t known, but we’ll keep you
posted as soon as a review copy is available.

112145
SESrENSS

19:33:47
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= JURA3SIC PARK CD —
SEGA

The final binary interpretation of
Spielberg’s dino-hit is about to
stomp onto the Mega-CD sometime
in January. Using real-time 3D, the
game is a cross between an
arcade/adventure and a shoot ‘em
up, with the player making their
way across tﬁe Raptor-filled park,
whilst solving a series of film-related
puzzles - switching the power back
on, for example. From what we’ve
seen, Jurassic CD could well be the

ick of the crop. The game’s many
ocations are exiremely detailed,
with the vegetation rustling as you
approach and plenty of recognisable
landscapes. How it plays remains to
be seen. A full review soon.

Habitat Wet farests
ProsRised ssamp Porders
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. **the hottest Mega-CD
 release fo date...

Mega Drive Advanced Gaming 94%
GAMESMASTER 94%
MEQGATECH 91%

Th|5 is fhe game your Mega -CD was made for...
the saviour of the Mega-CD is here!*® ! -
SEGAPOWER 921% ooy
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The official Street Fighter Ii
Player’s Handbook
Limited Collector’s Edition!

OUT NOW - ONLY £4.95!




EAPTY SKOLL

Dear TOM,

All my friends say that Lynx are not going
to stop making Lynxes, but my parents
(what a drag) say they have stoped
making them. Dixens have stoped maken
them because of this. So can you tell me
where | can get a Lynx2 Also, can you
answer some questionse

1. What is the best game for the Lynx at
the moment?

2. Could you tell me why Bad Influence is
such a lod of crap?

From Tom Schmidt, Hampshire.

PhS. Please please please PLEASE print
this.

PPS. I have just realised that you don’t do
anything exept Megadrive or Mega-CD.
PPPS. | get your magizine every week cos
it's so cool.

TOM: Thark VoL Jery)
Much for wrtring in, Toy.
Tt's aksauys good to
start oft with a letter
froM a coMplete yoron,
but you realy) are
soneThing else, aren't
wou? Ty just astounded that uou
actualy nanaged to wirite The letter
and send i Fo vs. T#'s anazing what
trained privates can do when keft
dlone. Anywau, T hope you don't stop
reading MegdTech just because we don't
cover the Atar Luynx. After all, i was
fun before you Worked i out, wWash't 7
o Much so, that you bought the sane
COPy) four FiNes every Morth. fa, ha
Yes oM, VRs. flere bow, bananal

RNACKLES FOR
BRAINS

w
N

Dear TOM,

I own a Megadrive and | am really
interested in Mortal Kombat and am
hopefully getting it for Christmas, but |
would like to know if and why Street
Fighter Il TCE is better than it. | have
played Street Fighter Il TCE and | can’t
seem to see why you prefer it over
Mortal Kombat! Please tell me why you
prefer Street Fighter Il (what Street
Fighter has that Mortal Kombat hasn’t)2
Oh, is it true that there is a secret match
against the Reptile, that you mentioned
in issue 212

PS. In what way is Mortal Kombat
better than Street Fighter Il TCE2

Scott Bryan, Scottsdale, Tasmania.

& TOM: The reason we

2 X prefer Street Fighter 2

i5 siPly because i's the
| betrer gave.\ith Mortal
Koubat, once the

B novetu of all the blood

_ gore has worn off,
Wwhat you're left with & a fun, but
extremdel) siyple beat ey up.
fouever, Street Fighter z has tons of
diferent attack conpinations and
takes ages to Master. Tt's just far
Nore Plavable than Mortal Kompat. T
hope that answers Wour quesTion,
Scott, but here's a little +1p o hetp
wou out in future. In MNegdTech, we do
these things calked reviews. Ty
reading these for secret clies as +o
whether gaves are good or bad. Oh,
and about the Reptie? Yes, i is Troe.
That's whuy we Mentioned it. See, Ife s
sivple. Euen for pecple lke uou ih the
Land of +the Knucklkeheads.

BIG MOOTH

Dear TOM,
I think we had better get something

1
I

¥

- -

- - ,

J

straight. | know that you may be a bit
of a mental mag, but the idea of
putting a poster in a magazine is that
ou have the whole f***ing thing, not
alf a one.
PS. And whats the point of printing
cheats that dont work, ie. the one in last
issue about Super Monaco GP 2. Why
don't you try it before you print it
Matthew Dent, age 12, Bangor,
Gwynedd.

,. TOM: feu, watch vour
P Nouth, sonnwy. Where do
You get off using
language lise that,
especialy when all your
facts are wrong? If

3 ol bothered warting
antil the next issue before shooﬂng
wour junior gob off, vou'd have found
the second part of your double-sized
Pposter and a note in the Technique
“Zone showing vot how +o perfory
the Super Monaco cheat correcthy.
AV)&,)\)JOL,D‘ Littke Lord GQ\JQF’GOS&, wou
won't Talk so big affer your Mun reads
those fitthy Wwords you'ue picked up
at schoeol. T'ue dlready sent her a
CaPy) of vour letter. No dessert for
weu Tonu‘ght')‘umbr. fahahal

A #ARSH LESSONL

Dear TOM, :

About 2 months ago, | lent some of my
best games for some boring, dated
ones. Revenge of Shinobi, Streets of
Rage and Golden Axe and | gave him
Alien 3, Streets of Rage Il ang Ghouls
and Ghosts. When | got them back
(which seemed like a year later) | felt
like playing Ghouls and Ghosts. During
gameplay, | found out that in parts, the
action went slow, and when | got up to
the big fly boss the music went all
twisfeg. So it all came down to the Bugs
Bunny lookalike who | lent it to, had
completely screwed up my cart. GIT!
Anyway, | was hoping you knew how |
could fix my cart in any way. Thanks.
PS. Please print my letter, because
Ghouls and Ghosts is one of the best
carts I've ever owned. By the way, what
happened to the Flashback g.Luide?
Your mag’s great. Keep up the good
work.

Adam Morris, Bolton.

o TOM: 0Oh deary ve, so
f A wour cart is broken? One
of the best carts
wotle ever owned? And
wou Were ho‘ang =
W Wwould know how o fix
% 117 Oh, poor, sad, stupd
Adan. TF yusT be Terrble for you.
Such a gh‘r\w‘em‘ng spirtt of innocent
hoPe, Trapped within a crippled,
useless, buttock of a brain. \del, T’y
sorry Adaw, but alas, T don't knowd
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Yipee! The Christmas
holidays have arrived!
Yes, the season of big
turkey dinners, gift-
wrapped loot and
decent TV is upon us.
But let’s spare a
thought for those less
fortunate than
ourselves. Those
people who have no
friends. No-one to
share Christmas with.
What of them? Well,
you can guarantee
they’ll be starring in
panfomime
somewhere. So, why
not help out the
flagging career of a
showbiz personality |
this Christmas. Check |
out the Tom’s Island
guide to Pantomimes,
as hosted by a panel
of top critics. But
before you commit
yourself, just
remember - a showhiz
personality is for life,
not just for Christmas.

Wwhat Fo sau). Your cartridge is
knackered. Ghouls and Ghosts will
never be the same again. L guess the
Noral of the story) s, never lend a
game o aBugs Bunny) lookalke. Or
Perhaps not. Serves you right for
being a trusting moron, doesn't 7

I have found the answer to one of your
many questions — what to do with the

hotos on Flashback. Well, on HARD
E:ve| 2, do not collect the photos.
Instead, comp|ete all the chcz“enges
and collect the false papers from Jack.
Go to the Death Tower entrance and
give in the papers. The man there will
tell you that you need a photo to go on
the front of the sheet. Get the photos
and hey presto, Bob's your uncle.
Now | think | deserve Sewer Shark for
that, or at least a MegaTech T-shirt.
James Grandage, Altrincham.

TOM: \What a hero
you are,James. T
can't ghe you a CoPy
of Sewer Shark, but T
hope a MegdTech T
shirt il do. And ket
= this shining exavple of
ganeplav)ing briliance
be a kesson +o al
those spineless Works who couldn'+
work out This sivfple ‘problem for
theuseles- ke Me. Wkesl

Hi, folks. You know, there’s
really only one pantomime
for me this year. Jack and
the Beanstalk at the
Wimbledon Theatre. Ho-boy,
what a show. Just look at
this celebrity cast list.
There’s Stefan Dennis. As
Paul Robinson. Familyman
and manager of Lassiters.

Christmas with SOOTY

B MATTHEW CORBETT & CONNIE CREIGHTON

BACKTO SGHOOL

Dear TOM,
First of all, thank you for my lovely T-
shirt (shamé about it havinga rip in it).
Anyway, just a quick few lines as to
your lefter, reply to Andrew Sayer in
issue 23. You took great delight in
icking out his inaccuracy points in
Eis letter, but you were wrong — there
are actually seven, yes seven, free
games with the Mega-CD, not six as
you seem to think (back to school for
you). You might find it helpful to use
your fingers to count next time!
The other point you made was, it is
unfair fo judge the machine on the
free game. If this is so, why don’t
Sega carry on selling Altered Beast
with the Megadrive, instead of Sonic
22 (Oh, | forgot — it doesn’t matter
about the free game.)
Oh look, you just come on telly,
Mowgli out of the Jungle Book and
Mark Patterson is Baloo!
PS. | agree with your great review of
Gunstar Heroes (get lost, MEGA).
PPS. Could you give me some news
on the Powerstick 2 and the price, as |
cannot seem to find one anywhere.
Keep it up (good work, that is).
Miss N Hob%s, Ryde, Isle Of Wight.

TOM: Cobra Compand...
|

Makes six. And Super Monaco GP.

E'SCA'D

Better still though, Syd
Little and Eddie Large play
the King and the Court
Jester. Are they still alive?
Then there’s Vicki Michelle
from ‘Allo “Allo. Great.
However, the creme-de-la-
creme has to be Tosh from
The Bill as The Demon. With
his balding pate, thick :
sausage moustache and
mighty beer-gut, he is
without a doubt the most
terrifying Demon you could
ever wish to see. Young
children should definitely
be accompanied by an
adult.

Howdy, Sporisfans. Now, |
don’t know much about
these here pantomimes of
yours, but if | had to choose
one, it'd be Dick
Whittington at the
Richmond Theatre. Hell, this
one looks good. The big
Dick himself is played by
Johnny Morris. Man, 1
remember him from Animal
Magic. He did a real cool
giraffe impersonation.
“"Helloco.” Yeh. Hahaha!

Seven. Aarghl Oka
right. T apologie.
nowl?

GHOCKS AAY

Dlel?r TOM, :

| like strategy games. Looking in your
Games Ind?ei,gi found a gamge caﬁed
Aerobiz. Would it be coming out in
England? Keep up the good work.
PS. Oh, MEGA were wrong. I've got
Gunstar Heroes and its brill. It's well
worth your 95% you gave it.
Andrew Moss, Nottingham.

uess youre

.Can™ go

TOM: Nah, i+ doesn't

Ner iy
Atlantic +o
2s. You see,
the producers of the
gane, Koej don't have
a licenc N
reledse their ga
shave, but ther )

AUKTTE AND THE
ACTI\ATOR

Dear TOM,

I just have a little question for you that
I would like you to answer.

In issue 20, in your news section, you
had a column telling us about the
Activator. You said this would be
coming out at Christmas in America
and would cost $79.99. I think it looks
great, and would be keen to get my



!} ~

g|obe-troﬂing aunt to get me one for that
low price. However, in that inferior
magazine ‘Mega’, they had some poor
soul write in and say his American cart
wouldn’t work because of a new chip the
Americans and Japanese have invented.
What | want to know is, would the
American activator work on the official
UK machine?

Duncan Quirk, Peacehaven.

TOM:To be honest, T
¥ i don't redluy know.
| Atrhough T can't see
| why not After al
foreign jouypads \work
win Tine on official
ey Megadries, and the
Actiator Wwould sureky relayy the save
signals as a jouypad. fowever, as we
haven'+ Nanaged to get an Actlator
ih the office, T can't be sure i would
Werk. 3o T personally wouldn'+
reconMend it Besides, the ActNator
BNt going o be released inBritain, so it
seelds unlkely that nany Achator-
based games will be CoMing out over
here. Tt could just end up as another
Tacky add-on ke the 3ega chair. My
Aacvice? Tell traveling aontie No'.

FOOT-BALLS

Dear TOM,

I recently played a game on the Amiga
called Championship Manager. Please
could you answer questions%or me?

1. Is Championship Manager or any sort
of Manager games out for the
Megadrive?

2 I?there is, when will it be released or

ready?
3. What is it called and how much will it
coste
4. If there are no manager games, tell the
manufacturers to hurry up and make a
couple.
PS. You mag is safe.

Phillip Morgan, Cardiff.

r. TOM: Blivey, every, Morrth
T get ketters asking about
Footbal Manager ganes. T
just can't see the appedl
w - thew're so boring.

S Anuau, ‘personal apinons
aside, There TS going o be a Footie
Manager gasde for the Megadrie “Player
Manager bu Tuagineer. foweler, s sl in
the eariy) prograduing stages at the
NoMenT, 50 no reledse date has beern set.
But it 5 on 3 Way). Shudder.

g:‘\f‘ﬁ I’B;‘.E‘d SWAP

Dear TOM,

| am writing just to say how very good your
magazine is, and how much | enjoy flicking
through it at spare moments. | would also
like to ask one or two questions.

1. Are game exchanges a con or are they
a good way of saving money for new
games?

2. I have just sent off Chuck Rock for Micro
Machines and | have waited exactly 38
days. The company said up to 28 days,
and the cheque has been cashed two weeks
ago. Will my game come or have | been
robbed?

Please, please, please print my letter as |

I
k-

would like to know your opinion on my
queries.

PS. Your lefter page gets funnier and
funnier. Thanks.

Jonathan Berry, Bradford, West Yorkshire.

= TOM: Gane exchange
. CoMpanies are a Jery

\ good option f you're
s bored with your ganes

and haven'+ got a lot of
3 | Money To spend on new
" & ones. And in general, Most
ganes exchange coMpanies are highly
reputable. fowever, as with all things in
Ife, There are akuaus The odd bad eggs.
In your case, there definitely seems To
be aproblen. TH's probably best to Ty
ringing the exchange CoMpany in
question to find out what's happening. If
They don't gue you a satisfactory
ans\wer, then contact +he Nagazine vl
saW The aduert in and explain the
sffuation. Most Magazines lise MegdTech
are \Jery) concerned that the
CoMPanies Wwho aduertise in then are
Frustuorthy and would be More The
wﬂh‘ng Fo hefp you.

AD AND
CONFUSED!

Dear TOM,

I have a problem (no, not that that!) You
see, about a month ago, | was a sad
person. | sat at home day affer day with
my 128k Spectrum with utterly no social
life. Then it hit me. | would get a bigger
machine, | would get a better machine, |
would get a life, | would get (drum roll)

Sega Megadrive 2. | set up my Megadrive
and hey presto, Sonic and Tails exploded
onto my screen, great fun, totally amazing.
Then | thought, hey I'll get a Mega CD 2.
So | did. OK, so the the games are crap,
but it blew my 128k into oblivion. Anyway,
cut a long story short. Does the Mega-CD
boost the Megadrive up to 32 bits? My
manual/ instruction booklet says that the
CD will double the power, states that it has
a 752 kilobyte buffer and the hardware
info says that the Mega-CD has lots of
ROM and RAM to throw around. Besides,
my friend has one of those new Amiga 32
bit machines (boo, hiss) and the graphics
look quite pathetic. All this points to the
Mega-CD ﬁeing better and boosting the
number of bits on the Megadrive.

So, please, please, please, please could
you tell me if the Mega-CD 2 upgrades the
Megadrive 2's number of bits. By the way,
MegioTech is magic. Keep up the excellent
work.

David Percival, Stepps, Glasgow.

o TOM: Ko, the Mega-(D
; doesn’t nake the Megadrive
into a 3z-bit Machine.
s Although i does haue a
separate e-bit TPU that
E iy rons alongside the

7 Megadriue’s own, this TPU
doesn'+ double the anount of data the
Megadrive canprocess at any) one tive.
TF serues a different purpose. You see,
the infordation that is stored on (D is
unreadablke b\g +he Megodmue's central
Processor. The Mega-(D's TPU +ranslates
al +he infornation that codes off the
disCs, carefully fitrering the correct gamde
code to the Megadm\le’s O\N Processor.
S0, in effect, the Megadrie’s TPU stil has
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LET’S BAKE!

Ladies and gentlemen, that pantry
smell is in the air once more. So,
it’s time to put your paws together
and give a warm welcome for your
host, veteran chef and chirpy
cockney comedian, Santa Claus, as
he imparts to us a most festive
secret recipe. Sounds interesting.
Let’s bake!

SANTA: Aloha, my pretties. Santa Claus is the
name and baking is the game. But before I go any
further, it’s time to introduce my guest assistant.
Ladies and gentlemen, Elvis Presley! (massive applause)
ELVIS: Thank you very much, sir. You're too kind.

SANTA: Okay dokey. My assistant is here, my apron is on, the
hob is aglow, so it’s time to (audience joins in) BAKE ON!
Hahaha!

ELVIS: Hahahal :

SANTA: Right, well it’s time to reveal tonight’s secret recipe.
Elvis, draw back the curtains, my son. REVEAL ALL!

ELVIS: Yes sir. Tonight's recipe is... Steak and Kidney
Christmas Cakel!

SANTA: Excellent! Now, to the hobs!

Ingredients

1 1/2 pounds of chopped beef.

1 1/2 pounds of chopped pigs kidneys.
A packet of Marzipan.

Stock cubes.

Icing sugar.

1 pound of chopped pigs liver.

1 onion.

An assortment of cake decorations.

SANTA: Okay. First take the beef and the kidneys and mix them
together in a large bowl. Hang on a second. Elvis, son, is my
apron coming undone?

ELVIS. No, it's not.

AUDIENCE: Oh, yes it is!

ELVIS: Ohh no it's not!

AUDIENCE: OHH YES IT IS!

ELVIS: OHHH NO IT'S NOT!

SANTA: Hahaha! Right, now take the beef and kidneys and boil
them until tender. While this is going on, prepare a thick gravy
using the stock cubes.

ELVIS: A hunka-hunka-burnin’ love. Uh-huhu. Uh-huhu!
SANTA: Now take the marzipan and roll it out to about half an
inch thick. Elvis, is that rolling pin near you?

ELVIS: No, it's behind you.

SANTA (looking around): Where?

ELVIS and AUDIENCE: BEHIND YOU!

SANTA (looking baffled): Where?

ELVIS and AUDIENCE: BEHIND YOU!

SANTA (cupping hand to ear): I can’t hear you!

ELVIS and AUDIENCE: BEHIND YOU!

SANTA: Hahaha! Right, slice the marzipan in half and layer a
cake tray with one half. Empty the steak and kidneys onto the
marzipan and add the gravy.

ELVIS: Yummy.

SANTA: Layer the second sheet of marzipan over the top. Now
make a thick icing sugar paste and spread it over the top.

ELVIS: Love me fender, love me true, never let me go. You will
make my life complete and I'll love you so. (Burp.) (Audience
scream and throw knickers.)

SANTA: Now, while the icing sugar is still soft, decorate it with
the assortment of cake decorations. Use a fork to make realistic
sled trails. As a final touch, you can decorate the edges of the
cake using the chopped liver and onions. Now place it in the
fridge overnight and in the morning, delicious Steak and Kidney
Christmas Cake. The kids will love it!

ELVIS: Now that's what | call cookin’, brother. God bless us,
everyone!
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Fo process the Wwhole game at the end of
The production line.\WWhat this yeans, &
that the Aniga (D3z is Technicall
superior than the Mega-(D. fiowever,
whether the ganes on it are any good 5
another natter entirely. Speaking of
Wwhich...

AMIGA VS
MEGADRIVE

Dear TOM,

I have just finished reading through issue
24, and | must say that | am shocked. After
hearing so much about the “fantastic”
Amiga with the “best games” such as
Sensible Soccer and Zool, | now find out
that they only rate as 80% and 71% in
Megadrive terms. Is it that the Megadrive is
so f?:r ahead of the Amiga in games terms,
so as to have Super Kick Off 14% better
than Sensi Soccer and Sonic 2 24% better
than Zool, or are Sensi Soccer and Zool just
substandard conversions of superior Amiga
games? I'm sure your reply wiﬁ be of great
interest to most Megadrive owners, who are
sick and tired of Amiga owners boasts.
Oh, and please get rid of the features such
as “John Madden Talks Back”, “Santa’s
Grotto” and “Lets Cook” that ruin your
otherwise excellent letters page. | used to
think how good it was that your readers
were spared the pictures of other computer
mags, in one of which | found reader’s
pictures of Sonic’s girlfriend, Grandpa
Sonic and Baby Sonic, only to find Tails’
mother in your feature “Tails Is Missing” in
issue 23! What is the point of these
features?

Other than this gripe, MegaTech is
probably the best mag around, but
whatever happened to the “Game Party”,
which was a great laugh to read, as well as
a good insight into the games-playing
abilities of the MegcTecs?‘n crew?

Andrew Clarke, Leicester.

TOM: Rest dssured, the
NegdTech Gane Party Wil
be back.\Welre just taking a
shor+ break because we
can't handie all the
WO eXCrfeMent during this
¥ already) ouer-booked
Christias sedason. So Many) PecPle, so
Manu) parties, you kNow how it is.
Ahen, anuway, T woeuld say) that yes, the
Megadrie IS far ahead of the Aniga in
gane terns. The thing s, the Megadrive s a
Machine designed purely Tor gaves, the
Aliga is not. So when a gane ke Zool
comes out on the AMga, i fares wel,
because there s nothing around fo
coMpare. fiowever, on the Megadrie,
there are dlreddy) tons of these ganes,
Many of thew far superior. Sonic 2, Thy
“Toons and Aladdin +o nade but a few. 0f
course, The Adiga can do plenty of things
the Megadrie can't, but when i+ Cones To
games, the Megadrive excels. Atthough
having said that, T akuays tend to find
Megadrive conuersions of Auiga ganes
inferior o the originals. T's onlyy gaves
desi@gned speciicaly for the Megadrive
that seey to be the best. That's My
opinion ANYWAY).
Mow, what's with all these criticisis about
island? Oh hang on, here’s ancther ...

GETRID OF TOM!

Dear MegaTech,
Grr. Nothing pisses me off more than
hypocritical journalists. In the first instance,
we have the Sun newspaper. Seeing the
growing popularity of console %ames, they
immediately add a games supplement to
the paper (curiosly iowing Super Mario
World being played with a Megadrive
control pad). However, more recently, as
soon as the Sun newshounds smell a
ossible story they plaster it all over the
Front pages: ‘Sega death-gore horror video
nasty brainwashes 6-year old turning him
into a frothing homicidal maniac, hundreds
dead and horribly maimed after this.” or,
‘Nintendo lobotomized my son.’ Pathetic?
Clearly, yes.
Now, in the second instance, we have the
illustrious MegaTech. Ever since Tom took
over the letters page, the most reader-
interactive pages of possibly the best
Megadrive mag on tﬁe market have
become as low as Yob in CVG or MMS.
The main reason | began to read MegaTech
was because of the high quality of writing
and because the letters page actually gave
readers a sensible reply, rather than “Oh,
go shove your head up an incontinent
sheep’s arse, you hideous bag of Bernard
Manning’s body fluids.” Obviously, you
aim your magazine at the older generation
of Megadrive gamers, why else would you
print all the swear words of your guests in
“Out To Lunch”2 | suppose you are now
conforming to the Priory Court magazines
trend of having crap letters pages. The odd
joke for a letter is appropriate, but o make
a whole plethora ofp’wisecracks’ throughout
the farcical display of a letters page, just
because someone has an out-of-the-
ordinary surname. | can now see why
Mega has stolen the spotlight of top-selling
Megadrive magazine. Get it together.
James ‘Fun-Guy’ Mould, Guildford, Surrey.

L TOM: srpes! Strong words
y 3 indeed But T think yot're
\ being a tad unfair. Ses, T do

ansiwer soMe letters in a sily
and sonetives offensie

g Tashion, but T not trying o
“X be spireful or rude, Ty sure
Nost PecPle redlse i's all just a bit of fun.
Besides, wWhen pecPle ask questions ke Ts
Sonic 3 going o have a rabbft in i7" or
fave vou got hairy nostris? do vou
redly expect Me 1o ghe a straight
answer? L hope notl Fair enough, T don't
have to print these letters, but f al +he
letters and ansuiers were sensble, then i
wlould Make for a pretty boring read. T
didn't have +o print your ketter, but T
wianted o answer yoeur Points and gle
other readers a chance to respond. In
My opinion, that's what nakes a good
letters page Debate.

S0, What do other readers think? Do you
ke the way T answer the letters?o
vou ke the features? What do you dilke
about ToM's Tsland? \What would vou ke to
see happen on these pages? Send Me
any ideas or apinions you have. After al,
My island is your sland too.

Oh, and-James, uou May, haue noticed that
T wasn't+ silyy or rude +o vou once. T gave
Vou a Perfecthy sensble rephy, so quit
being such a wet. If you stay) this davp,
wou'l go all Meuldy. Oh. tahaha. And don'+
forget +o stay in a cool, dry Place, away
from strong flavours. That should stop vou
spreading.




25% OFF
COMPUTER GAMES.
JUST ONE

MORE REASON TO
OPEN A LIVECASH
ACCOUNT.

When you open a Midland Livecash account, you get your own
Livecash card, which gives you instant access to your money
from more than 6,000 cash dispensers throughout the country.
You also get a pack of discount vouchers, and for once, they're
for things you’d actually want te buy.

They’ll save you up to £11 on many of the top Sega, Amiga or
Nintendo games.

They’ll save you £5 on any Playhouse or Qur Price Video.
They’ll save you money on all sorts of things from pizzas and
cinema tickets, to clothes, CD’s and cameras.

And if you’re over 16, they’ll get you your first BSM driving
lesson free, and save you £3 off the next five.

Now that’s what we call a savings account.

L X
For more information about Midland Livecash send this coupon to: Customer Information Service, Midland Bank plc, FREEPOST, .. [ ..
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Stereotypical, boring beat
- ‘em ups. TOM GUISE is fed
“ " 5f up of them. When is there
3 ﬂ % going to be a Hapkido
- cane-fighting game that
caters for ninja aqua-people
like himself? Oh, this is one.

ood and evil. There’s always been a

TERNAL

fine line between the two. A delicate

balance between the light and the
dark. Every day, we face decisions
that could tip the scales in favour of one or the

other. Should | buy Rice Krispies for my breakfast
tomorrow? Or should | take over the Earth, bending
humanity beneath my iron will? Today, the world;
tomorrow, the Universe! Bwa-ha-ha-ha! Simple
decisions like these could mean the difference between
an eternity of perpetual chaos or a new age in paradised
But how can we be sure to do the right thing? Surely,
such important decisions can’t be left to us mere
mortals? Indeed not, this is the job of the Eternal
Champion. It is he who maintains the equilibrium
between good and evil, hope and despair, salt and
pepper. But things have gone wrong and now nine
people must fight each other. Or something like that.
Yes, it’s another beat ‘em up, this time a 24 Meg one
from Sega, complete with thin and hokey plotline. Let
the tournament begin!

. WE ARE THE CHAMPIONS | S

Okay, thin and hokey plot first. Meet the Eternal Champions, nine
of history’s greatest warriors, drawn inextricably together by a
mysterious character called the Eternal Champion. (Popular
name, it seems.) Each one of these characters has the power to
save the universe, except there’s just one tiny little problem.
They're all dead.

Even with all his mystical power, the Eternal Champion can
only bring one of them to life. The question is, which one2 There's
only one way to decide - pit each one of them against each
other in a series of one-on-one fights. Whoever wins can be
returned to life, seconds before their death, allowing them to
change their destiny. Simple, see?

JiF §-i-?ﬁ£ﬁ¢«i§uu

CHAMPION WHITE BRERI

After all that nonsense, what we're left with
old-fashioned beat ‘em up. Three-round figh
first combatant to claim two rounds being dt
the winner. Each character has their own ra
unique attacks, based on genuine matial art
Jeet Kune Do (Bruce Lee's fighting style), Mu
Thai Boxing or Hapkido Cane Fighting. On
top of these basic moves, the fighters can
perform special attacks like fireballs or
spinning punches.

It all sounds a tad familiar. But what Ete
Champions does have going for it is a wide
options. Together with the basic one-player
and two-player modes, there is also a tournc
mode where up to 32 people can take part,
fighting in a series of heats to determine wh
the winner. There’s a battle room, where a
players can fight against each other, admist
manner of computer-controlled hazards. The
a fraining mode where the player can pract
moves on floating spheres or even a hologrc
And on top of all this, there’s all the standar
options, allowing you to change the speed «
select different backdrops or even view an il
replay of the fight.




HANPIONS
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4 5o, is Eternal Champions any good then2 Well,
it's not half bad. Big bagfuls of options aside,
the actual basic gameplay itself is very well
\ put together. Getting to grips with the
wide range of moves is fun,
b especially when trying to pull off
some of the more bizarre special
C*attacks. This is made easier,
thanks to the highly responsive
4/ controls. What's more, in
Overdrive mode, the game plays
at an incredible rate of knots, with
the characters leaping, punching
L%, and kicking their way around
A the screen almost as fast, if not
A as fast as, Street Fighter 2 in
28 Hyper mode.

e

' ETERNAL TORMENT

However, for all these good points, somehow Eternal Champions didn‘t
appeal to me. I'm not sure why, but perhaps it's the graphics. The
backdrops, although colourful and well-drawn, just lack atmosphere.
Themed fo fit in with the characters, like volcanoes for Slash or a
Chicago theatre for Larcen, it's all so uninspired. Likewise with the
sprites. Excellently animated, but the halfcartoony, half-realistic style
makes them somehow unappealing. And in general, all the graphics
have a graininess that makes them ugly.

But the lack of appeal goes further than just the skin of this game.
Take the difficulty level - this game is just so hard. Even affer I'd
concentrated on mastering one character, | still found myself being
beaten into the ground quite unfairly. It drove me up the wall. Some
people might call this ‘highly challenging’, but I'd prefer to use the term
“frustrating’. Plus, to play the game with any degree of skill, it's essential
to use a six-button pad. Three button owners, forget it.

A Jeez Trident, you're
looking a little pasty
mate. Must be that
sea-food diet. Yeh, I
know, you SEE food
and you eat it. Haha!

SPMIEGANEER



B e
THE ETERNAL CHAMPIONS EE%

He’s a cyber-fighter from the
24th Century, and his chosen
specialist subject is Thai kick- 2o
boxing. Once one of the
greatest human kick-boxers,
he turned to cyber-fighting
when his sport began to
wane in popularity. But this
meant undergoing surgery,
turning him a cyborg or RAX
(Robotic Artificial
Xoskeleton). He was killed
seconds before becoming RAX can hover above the This
World Champion, when his ~ ground using jump-jets. punch
promoter threw the fight.

s the awesome Cyber-
n action.

___&  — “+ XAVIER

A 17th Century alchemist,
Xavier spent most of his life
trying to turn lead into
gold. However, in his spare
time he was a Hapkido
Cane Fighter. Naturally, this
| weird combination made
the people of his home
town, Salem, a little
suspicious and he was

'l‘_ﬁmin canes into snakes. It's Poke in the eye. Xavier can promptly burned at the
all in a_day’s work for your local extend his cane to double its stake.
alchemist. original length.

LARCEN

Harking from 1920s Chicago,
Larcen was a cat-burglar for

% the mob. Unfortunately, this
was a little obvious, since he
went around in a trench-coat
with a grappling hook
strapped to his waist. Picking
up on the popular fad of the
day, Larcen learnt the art of
Praying Mantis Kung-Fu, but

the greatest cat-burgling,
kung-fu-ing mobster in the
whole world.

e R R R R o I R R P R S S P R

—. JETTA

Born in Russia in the 1800s,
Jetta was a cousin to Czar
Nicholas Il. However, life as
a ficticious member of
Russian royalty soon became
boring, so she joined the
circus, learning French Foot
Fighting and an Indonesian

e g3

R R R R P PP PGPSR PP PRI (A

AR N RN 3
alas, blew himself up with a A 5] i
. Look at that tech . Cat- Th #=lik £l .
parcel bomb before becoming Iwrgl?:r cﬂeilin“g-csc‘lw'iiizgein P B It's :vi‘lieng;im.e,eu:eMﬁxBei; :2;;? E

martial art called Pencak
Silat. She was murdered
when a saboteur cut her

An_old French foot-fighting trick. Jetta can use her scarf as a : ;
Turni d lethal . As taught to her by tension wire and safety net
m:l':a.::‘u er:. JSR pEmacing op yoor Beillyus::i:ﬁ?n heruc';n?cus ;eusg. ¥ during a performance for the

Emperor of China.
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The stun beam. As seen in The Blade’s &7rsc’m¢i= ahield
o of all damage.

Amazing Adventures of Blade! absorbs 5
Now with wings.

{ MIDKNIGHT

¢ a deadly virus for the CIA. A
4 virus that would end the

SRR WG

the guilt, he stole the virus.

into a vat of chemicals and
became a vampire. Ha, of

e

RS

e R
Fo g

plunged a stake through his

A bio-scientist from the 1960s,
Mitchell Midleton Knight create:

Vietnam War by wiping out the
enemy. However, unable to bear

Cornered by the CIA, he plunged

course. Searching for a cure for"
133 years, he was eventually

killed when a government agegf, Suicnhe sirheushn ¢

ergy from his opponent. enemy hzrnoiicully toward

heart, ending this ludicrous plot.

SLASH

He’s a caveman. Born in
Russia, a cousin to Czar
Nicholas 1, he travelled to
Chicago to learn Hapkido

into vats of chemicals. Not

and ate them. The game’s

the first humans to show signs
of emerging intelligence, but

{ they also reckon he was
around in 699 BC. About a
million years too late. What a
bunch of neanderthals.

Sh int hadow, Ms_ Whiplash
henceeiﬁ:nn?;nz.lglruﬁ:w? T lwir?ing f'gn":m'.’flf.“"“’ e

BLADE

Born in the present day, Blade
was a cop in New Chicago
before being fired for wearing
a spandex superhero costume
and wrist blades. Travelling to
Syria, he became a bounty
hunter and battled against an
evil scientist who had created
a toxin that would wipe out
the Earth’s population. Alas,
Blade’s comic book
adventures ended when the
goverment shot him and the
scientist down, smashing the
vial open. Gasp!

These eye-beams draw the
Midknig

SHADOW

She’s scantily-clad and she’s
trained in the use of dirks,
throwing stars, caltrops and
brass knuckles. Nope, she’s
not a high-class hooker, but
in fact a ninja from the
1990s. Working for the Black
Orchid Corporation, a secret
sect that was foiled by Tin Tin
in the 1930s, she turned
against them, only to be
dropped out of a 101st floor
window. Typical.

Cane Fighting, before tracking °
down evil scientists and falling

really, he just clubbed animals *

creators reckon he was one of

Slash reckons this club swing is Slash can fire claws from his
?ood but everyone could do fthat club. Captain Caveman could do
n 699 BC. far better.

D g o D 20 D)
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TRIDENT

More ridiculous than a
hapkido-fighting alchemist, or a
kung-fu Chicago cat-burglar, is
Trident. An aqua-person from
Atlantis, trained in the art of
Capoeria, a Brazilian fighting
form. Created by the
Atlanteans to defeat the
Romans, Trident was crushed
when said Romans dropped a
huge pillar on his head. So he
wasn’t much use at all.

© NI

I can see that Eternal Champions is a technically
good game, but | just didn’t get enough enjoyment
out of it. When details of the game were first : ' / |
announced, the thing that was really going to set it | e RIS : " !
apart from other beat ‘em ups was the fact that you : R, |
could use it with the Activator. Since that isn’t being . - e ;
released over here, the game loses that novelty P i ol . |
appeal. Nonetheless, it's still one of the best beat . s, R ‘
‘em ups for the Megadrive, and if you're beat ‘em

up mad, you'll definitely love it — especially since it's

so hard. But unless you're terminally bored with

Street Fighter 2, | think you'll find that far

more appealing.

I

STREET FIGHTER 2:
o[ SCE
by SEGA
PRICE: £59.99

The best beat ‘em up
5 . ¥ 22 ever, finally arrives
on the Megadrive
L — i A Get these burgers while they're and it’s brilliant!

Touching Trident when he’s blue slows the
opponent down.

hot! And that means you, sonny. Why, Great ?rﬂphi«s, great
you're nothing but skin and bone. 2 g:;“r?;;g’l Great.

%) RATINGS

REFLEXES

The green field stuns the enemies of the
aqua-people.

A Yeh Xavier, I really like your

new school tie. Great colours. Hey,
hang on, it's caught on my bra.

Ow, waich what you're doing. Stop
pul‘ing. Stop! Ooch. Akk!

PRESENTATION

Loads of options.
Loads of presentation
. screens. K different
Sega logo for each
character.

Wouldn't beat ‘em ups be more fun if you could really punch 88
and kick your opponents? Well, maybe not, but :
Eternal Champions takes a step in that
direction, because it is the first game to

m;}:ke use of Segcl'sdAcﬁvcxt?r. F 86°/ Spot-effocts are l

% The Activator is made up of a series o docent enough, ‘

floor panels that form a ring around the STEVE MERRETT e e |
TR

1

GRAPHICS

Excellent animation
on sprites, but X
graphics look a bit
rough. Backdrops
are dull.

SOUND

Excellent tunes.

player. Each of these panels emit an infra By jeepers, this is a hard game and no
red beam into the air. By punching or ‘ mistaking. Eternal Champions may SHORT TERM PLAY
idiculously hig

kicking, the player breaks these beams and indeed be another in a seemingly difficulty makes it

the message is relayed to the Megadrive, endless line of Street Fighter clones, but * very hard to get

resulting in the on-screen fighter when it comes to lasting appeal there’s ko
mimmicking the player’s moves. very little can touch this. That said, SR RHE TG
Take a look at the Activator instructions ‘though, what Eternal has over SF2 in LONG TERM PLAY
for Larcen. As you can see, most of the |OI1.QE\{II'Y,- it loses out rather Ihea.wly when it comes Very chalienging,
moves are pretty easy to perform, but to instinctive play. The game’s nine characters do L}}ﬁ"&y‘,’; Soming .
some of the specidls are a little indeed have a lot of moves at their disposal, but player optinn.
trickier, requiring two or more beams they’re more akin to the stilted tactics of Mortal m
DS b Kombat than the fluid combo attacks of the Capcom
Sounds pretty exciting, eh? classic. Beat ‘em up fans who have already defeated OVERALL
Well, don't get your hopes up, Bison enough times for it to get boring could do a lot Technteatly, thiy
because at present it looks like the worse than look at this for a fresh challenge, but for Kout ok wor b .
Activator won't actually be me ?ternal C!\amplons Igcks that vital something to el RN
released officially in the UK. put it alongside Street Fighter. it

Street Fighter 2.

46 NEHTTEEHE



Capabile of programmed moves.
Incapable of showing mercy.

Tired of getting wasted by your opposition? Imagine
blowing away your video adversary (or your friends
morale) with the touch of a single button!
Introducing CYBERPad. The Programmable Control
Pad with Memory.

CYBERPad's CMOS Microcontroller Programming
System lets you create your own deadly combina-
tions for each game. Now you can jump, turn right,
and kick with one button. You can even switch any
button’s function with another (including directions)!
[ts all your choice.

CYBERPad. EVERYTHING ELSE IS JUST A TOY.

A Suncom

.

What's more, only CYBERPad has a 256-bit Memory
Module that saves your programmed moves, even
after your game system is turned off! For those who
take no prisoners, there’s also

Cyber-Speed Rapid-Firing that

shells out up to 27 shots per

second. If things get out of

control, use Slow Motion 10 aaiable for both super NES
fight your way through. and Sega GENESIS/MEGA DRIVE
Try CYBERPad. Because it's fun to watch street
fighters hide in the alley.

TECHNOLOGIES 6 Mercian Close Industrial Estate, Watermoor End, Cirencester GL7 AT UK. 0285 642211

CVYBERPad is a trademark of Suncom Technologies. Sega, GENESIS, and MEGA DRIVE are trademarks of Sega Enterprises, Inc. Super Nintendo Entertainment



. hose two terminally funky alien k- @ Al
dudes, Toejam and Earl, are back for g A C.
their second outing on the Megadrive = '
- a big 16Meg cart just dripping with . : 9

funk. Remember how, in the first Toejam
e game, the freewheelin’, freaky aliens had to
: 5 search a map of Earth for parts of their spaceship? 2
. L Well, in this sequel, the poppin’ pair have just "
returned to their home planet, Funkotron, but
they’ve brought back something horrible!
Unbeknown to our daft duo, a bunch of human T -
beings have stowed away on their ’ship - and a L
nastier crew of homo sapiens you’re unlikely to : - \
meet. These hideous people are roaming around the
normally peaceful planet, causing panic amongst
S the easy-going Funkotronians. So Toejam and Earl = -,
decide that it’s up to them to rid the planet of this "
plague of humans - especially as the planet’s news

e station has revealed that TJ & E probably brought

B £49.99 them to Funkotron in the first place, bringing their
et A LA popularity rating down to an all-time low!

C I HUHANS [N JANIARS [

JILAYERS B So how do our two alien funkateers catch the human beings

o infesting their planet? Shoot them with guns2 Trap them with

T nets? No, don’t be dumb - they use their special Trapomatic
— Jam Jars, of course. For those of you who are unfamiliar with

m— this particular device, it's a jam jar that can be thrown by
1 hand, and temporarily stuns any human it hits. When the
— person being attacked has been on the receiving end of the :
requisite number of hits, he/she is instantly shrunk and A e
i : 4 g E’(* o f "'T‘hvmﬂ |
trapped inside the jar, making them easy fo pick up and i E B Earl s e
. 'Ju store in a sack. These can then be chucked into a spaceship B K R S O TS R Y

s e and sent back to the scumhole planet they came from.
JAN 1994

i cinsninsiasucisch [ iniivissns iiisioniis

© NI

ToeJam or Earl (or both of them — like theoriginal, this is one of those

great games you can play teamed up with a friend, you see) have to

trap:all the humans on each level before being allowed to progress

v onto: the next location, and it's not always as easy as it sounds.

e o0l Sometimes the humans just pop up as you're freewheelin’ through the

SR platform-based scenery, but they might go into hiding after taking one

or two hits from the Trapomatic Jam Jars. Similarly, they couyld also

p be hiding in the tops of trees, behind bushes, under manhole covers
% or in high-up, apparently inaccessible places. Luckily, there’s an

o arrow at the bottom of the screen, showing the direction of the

i ; nearest human, which changes to a red beacon if you're virtually on

top of them. But sometimes, especially if there are a lot of hiding

places nearby, it's still difficult to find those darned humies. This is
whete the Funk Scan comes in handy.
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If you feel the need to get funked up, the best way
to do so is fo find one of your friends and get into a
jam session. Scattered throughout the game are little
places like Peabo’s Groove Pad - hit one of these
joints and you'll find one of T) & E’s funky brothers
hanging out with his ghetto blaster, just itchin’ to get
some two-way human beatbox noise goin’ on. He'll
give you a beat, and you'll have fo repeat it using
the three buttons of the joypad.— the closer your
version of the beat is to his original, the more funk
you get, bumping up your funk rating. If you're way
4 Collect all the humles, off the beat the first time, you can fry again, as long
load ‘em up and ship : as you've got a coin to put in the meter nearby.
‘em offa the planet. More funk can also be gained by picking up some
- of the presents found throughout the levels, but
that's not so much fun. T S ———
v Ccpl' red all the humans?
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ead o to the next

leve ’ ell, just hop on this : : A Peaho’s Groove Pad -
; ma-dlriven thing and : . ! it’s the happenin’ place

S G! - off you go, via Tkl ; to be if you're a funky
Funkotron’s stratosphere. : . . Funkotronian.

v Earl spins out into
space on his way to
the next level
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A Incoming aero-brat!
Nail that sucka!




HUMAN HUNTING

Unintentionally, ToeJam and
Earl have managed to infest
Funkotron with the most
obnoxious type of human
beings imaginable - they’ll
burn up your energy bar with
their disruptive antics. Here
are some of the characters TJ
& E have to track down and
trap before they bring total
chaos and destruction to the
formerly peaceful planet.

BASEBALL BRAT

This hit-and-run homie lobs
tomatoes and then does a
runner, making him hard
to hit.

PIGTAIL BRAT

High school minx who
rushes around giggling.
She’ll give you a nasty
pinch if you let her!

FLASH TOURIST

This trigger-happy
snapper’s flashbulbs will
stun you, unless you shade
your eyes by pressing
Down on the D-pad.

LAUGHTER
WITCH

Take a hit from this flying
crone’s chuckle potion and
you’ll be helpless with
laughter for a few seconds.

SPOOKY
SHADOW

This ghostly being emerges
from the ground when
you’re least expecting it.

BOX MAN:

A naked man in a
cardboard box, who sings
terrible opera and chucks
things at you? Every game
should have one!

FAT WOMAN
AND POODLES:

The woman’s pretty
harmless, but the spoilt
mutts will snap at you from
both directions.
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.' WHADDYA HEAR, WHADDYR SAY? s

Being a couple of freewheelin’, friendly dudes, ToeJam and
Earl have a whole bunch of weird alien buddies scattered
throughout Funkotron. Some of them - like Trixie, the
mermaid-like bestower of special powers - can only be
found in secret locations, but you can also call round at any
of the houses you pass by. Ring the doorbell and one of
TJ&E’s pals will come to the door for a dialogue-box chat -
it's always worth it, as they usually give you a valuable
piece of information to help you in your quest. It’s a great,
fun way to gain info - all the little Funkotronians are a
great laugh to talk to, and if you’re feeling in a devilish
mood, you can keep on ringing the bell, irritating the hell

out of them!

A Pesky kids! Bi
Earl Iekiz fly wil'hgc

. Trapomatic Jamjar.

: > S <
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There are so many
neat little visual gags
in the game, | just
don’t have the space
to describe them all
here. The way to get
exira air (and
therefore extra time)
underwater is a
typical example of the
game’s quirky sense
of humour - you have
to grab a fish and give
it a snog, nicking the
air from its lungs and
giving it a bit of a
shock in the process!
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A Press the bution and
something really secret
and special will happen.

A “Come on, baby, you know you love me.”




Every now and again, a secret door will be
revealed. Jump into it, and you're in the crazy bonus
level — everything looks as if it's been drawn in
crayon! These are good places o pick up presents.

II? S S SESE SR S b P
AoEiaM 5
EaylL

PRV e R W

1© 000

A Carry out some cool acrobatics on this bouhcy
fungus and you’ll get marked like a high-diver.

A The construction worker gives Earl the
jitters if he touches him!

‘ CRAYOLA BONUS LEVELS - s
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A Hop through the door and you’re in
Rooharb and Custard Land!

© EEIIEEDI

This is just an excellent game. There’s so much in it,
it's impossible to do the game justice in these four
pages. | love the wild colour schemes of the
Funkotron backgrounds, the excellent, humorously-
animated main characters and the big, seriously
funky tunes — the whole thing has such a fun, funny,
funky feel to it, it's impossible not to have a good
time playing it. It's an instant hook, and as you're
freewheelin’ through Funkotron, meeting all of
ToeJam and Earl’s funky friends, there’s a constant
feeling that there's always going to be something
fun, fresh and interesting on the next screen — and
there always is! The levels are big and varied -
you'll spend a long time enjoying your exploration of
them, and you won't be able to resist showing all
your friends all the wild and crazy things you 9 I
discover (the ectoplasm cow is a classic). All this and ’
an excellent two-player co-operative mode too —
what more do you want?

<

CRMINGS

REFLEXES I

CPRESENTATION
Excellent intro

and inter-leve
. sequ nces.:pol-

on all roun
reafly.

GRAPHICS
Bi?, colourful
A I

Sy

3 Ea, grounds,
I'lj iang zany
animation.

SOUND

If the h.mkx tunes and
zonked-out samples I

STEVE MERRETT

- don’t put a smile on
our face, you must
!e dead.

SHORT TERM PLAY
The novel game-
n play, smart visuals
. and funky vibe
hook you
immediately.

LONG TERM PLAY
Loads to explore and
loads of fun to be

had doing it. Will

keep you hooked for

a good while.

MEERTE.E‘H 51

Crazy,
colourful
platform romp
with lots of
fresh ideas. A
must for all
lovers of off-
the-wall
humour.
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-As part of MegaTech’s new policy of
% getting celebrities to review relevant
\| games, we asked that famous member
i 1 of a circus family, JOHN MAJOR, to
&L/ | review Aero the Acro-Bat. But he
" wouldn’t do it, so we gave it to office
clown MARK HOLMES instead.

ero the Acro-Bat is a big
star in the circus. His

: death-defying skills
range from the trapeze

and high-wire through to the
human (or should that be batty?)
cannonbaill, not to mention unicycling and
high-diving into shallow tanks of water.
Yes, he’s a real crowd-pleaser is our Aero,
and he knows he’s a star, the arrogant little
pipistrel. But Aero’s circus is under threat
from Edgar Ektor, a bitter and twisted ex-
clown whose sole aim is to close down all
the circuses in the world. And guess what?
Edgar, aided by his henchman Zero, has
only gone and planted loads of hazardous
hazards in Aero’s way (as well as
kidnapping his girlfriend Ariel, of course).
Looks like the scene is set for yet another
‘knock out the nasties and pick up the
goodies’ platformer, eh kids?

© NI

Yes indeedy, this is, in fact, another platform jobbie
where you have to guide Aero through various
obstacles and hazards, picking up the usual goodies
and despatching the nasties on the way to the end of
each level. Each ‘act’ (level), contains an objective,
and these range from locating a key object or
destroying a number of platforms before locating the
exit. There are three ‘worlds’ - circus, funpark and
the woods — comprising fourteen acts, each with a
boss at the end. After these have been completed,
Aero then goes on to the final confrontation with
Edgar Ektor in the Musem of Horrors. Yes, yes, |
know - you've heard it all before, but you never
know, there might be a few new ideas in here
somewhere... maybe?
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Well, | suppose Aero’s ‘drilling dive-bomb’

attack is quite a novel departure from the

usual bottom-bounce/destructo-weapon

method of dealing with nasties.

Unfortunately, it's a really fiddly and

frustrating method of attack, involving

jabbing the jump button twice in rapid succession whilst
aiming with the D-pad. | suffered many an undeserved bat-
death while getting used to it, and even when I'd got the
hang of it, it seemed to be a bit of a hitand-miss affair,
especially with the more persistent baddies. Aero can send
his enemies to the great circus in the sky by shooting stars at
them, too — these can be picked up in various places on his
travels, and two or three stars deal with most baddies quite
adequately. Novel, huh?

ol M A
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So what about Aero's range of tricks, skills and moves?
Well, apart from the aforementioned dive-bomb attack,
he can also make use of the various circus-related props
[see the ‘Bat Seat Driver’ box to the right). The multi-
talented batlet can also pick up handy wing icons at
certain points in the game, which temporairly endow him
with the ability to fly (he’s a ‘domestic bat’, you see, so
his little wings will only allow him to hover for a very
short time under normal conditions).

In later levels, the batty performer takes to funfair
rides, barrel rides and bungee jumps. This would be quite
an impressive array of acrobatic talents, but the tiny size
of the main character sprite diminishes the effect of his
movements so that, in effect, they don't appear as
impressive as they could.

BAT SEAT DRIVER

Ooh, he’s such a versatile little batlet, that Aero. He’s so
fearless that all you have to do is just show him any means of
transport and he’ll use it straight away - the more dangerous,
the better. Here are just some of the hair-raising rides the
death-defying little mammal takes a trip on as he makes his
way through the Circus level.

Human Cannonbadll

Shoots Aero up to out-
of-reach platforms.
Hopping onto the
cannon and pressing
the jump button brings
up a power meter - the
height of your
cannonball projection
is determined by the
height of the meter
when you press jump
again. Sometimes you
have to fly through flaming rings
and sometimes there are spikes
directly above your trajectory, so
it’s crucial to get the right height
on your flight.

Unicycle

Jump on a unicycle and
Aero takes a short ride
through baddie-
infested tightropes.
Luckily, the little bat is
invulnerable when he’s
riding the cycle, so it’'s
east-peasy, really.

Trampolines

Pretty straightforward,
realy - bouncing on a
trampoline allows Aero
to bounce up so he can
reach higher platforms
or pick up goodies
suspended in mid-air.
End of story.

T
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Trapeze

Being a natural aerial

Balloons

Aero can hitch an airborne
ride by hopping on top of a
rising balloon, but the first
time he gets on one, he
doesn’t know here it’ll take
him until he gets there.
Sometimes there are spikes
above to kill him if he rises
up too far.

acrobat, Aero loves
nothing more than a
quick go on the flying
trapeze. Unfortunately,
there’s usually a nasty
acrobat to be knocked off
before Aero can show off
his swinging bat-flips
(and it’s a bit hard to
control him once he’s on
the trapeze too).

High-Board Diving

Aero can dive off high springboards,
aiming to land in a tank of water
placed strategically below. On the way
down, there are loads of goodies
suspended in mid-air, just waiting to
be collected as Aero plummets
groundwards on his free-fall descent.
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A He flies through the air with the greatest of ease,
that daring young hat on the fl ing trapeze, er, human
cannonball, er, batty ccnnonburl... oh, 7orge! it!
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I didn’t have a lot of fun playing Aero the :;?@-. - - - ZSQ' -

Acro-Bat. | found the attack method fiddly o = - anl g i

and duff ‘continue’ system which insists on Ay - - .

returning the player to the first level. bbb o & 4. 4.8 8.

Although the backgrounds are well- T ; S

drawn, they’re rather sparse, and the L i

nasties don’t exactly come at you thick ‘ : R AR SR b

and fast. All this adds up to a game that A . gL ] Lo ol T NS —

looks and feels a bit ‘empty” and fails to  J§ . S W T T

get the adrenaline pumping or the i ‘ T 2 S S 5 »
° . . . 7 . i " o ! 1

Bt o aonainly S R Rt duati beinglog s bog Ioir R Bl é RA" NG

that it provides quite a challenge to . LT L ¢

even the seasoned gamer. But the main 2 . 5" — ] REFLEXES :

problem is that there’s a lot more — r ‘ "

frustration than fun to be had whilst ~l g =

playing it. It’s one of those games that

pushes your patience right to the joypad-

smashing limit, but doesn’t offer a lot of

satisfaction or enjoyment in return.

PRESENTATION

Very basic options.
A No difficulty

settings. Poor

inter-level screens.

STEVE MERRETT

In his original Super NES
form, Aero The Acrobat was
a bit of a smart little
platformer. Yet, for some

GRAPHICS
Well-drawn
backgrounds, good
- animation, but the
sprites are tiny.

. A “Aero, my hero - you’ve come to save me at last!”
reason, the Megadrive game “Do me a favour, darlin’ - I’'m after that cage, it's SOUNI‘)
comes across as a little tired worth a fortune in scrap metal.” Corny circus tunes

played on a
weedy old organ.

OB FTRREL RE
@suom TERM PLAY
Fiddly, frustratin
n"u:l method will
) !Mi_n-tl ﬁou up .
imtially. ‘

LONG TERM PLAY
Quite a challenge,
but you might kill
ey o S .

OVERALL

and reptitive. Why? Well, in between
the bouts of diving through platforms
and collecting objects, the Nintendo
game featured a number of sub-games
to add a little variety to the action.
These are missing from the Sega title,
and thus platform overkill soon sets in.
This isn't Aero's only problem, though,
as he is often finnicky to control and,
with some of the baddies needing
several hits before they turn their toes
up, this results in often unavoidable loss
of life as you bump into a foe whilst
fighting the controls. Graphically, Aero
is one of the better platformers, but its
repetitive and flawed gameplay hardly
makes this an essential buy.

Expect more
frustration than
fun from this
mini-sprited
platformer.
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. Veteran pilot PAUL
i 5o REVIEW (:}\Q GLANCEY takes to the air
| e 5 s % in his first mission since ;
5 N” ;H}’ el A that fateful day over :
O A Pyongyang back in '69.
STURT

BY: EA
oy, those EA guys have
= “certainly biffen off a big <
one this time. A o0 =
&80 -

simulation of one of the

e
EW

world’s most technically complex S o {amq ——1400
warplanes on the little Megadrive, which E;g = i ‘:‘ & ~1300
can’t display complex vector graphics for Eon = ‘ 7 Ti=00
toffee? | mean, they did a good job of F- -

22 and even LHX Attack Chopper wasn’t
bad, but Stealth fighter simulations are all
about dodging around radar, delivering a 5 Seememm =t
couple of bombs then knocking off home,
avoiding contact with enemy artillery as
much as possible. Okay, clever stuff, but
not very thrillsome for the average
Megadrive player.

C B 60 0 LOW, UNDER RADAR

Thé little triangle highlights the target shown in the centre display.

To keep things simple and action-packed, EA have
cut nearly all of the fechnical details fo  minimum, . BOMBS AWAYI
so you don't have to worry about all the :
EZ::gccgggsigigeggrvﬂ;' }:L,Licgs;n:tﬁht},rave You can choose fo fly either in arcade mode, in which you set up your own mission
chcroctgristics e it st T S s?mulaﬁon against fighters and ground artillery, or the campaign mode, which gives you 30
. ok ein ol B b M gQ ey missions to complete in hot-spots such as Libya, Panama, Korea and Bosnia-
e 4 Herzegovina. As you complete missions in this mode, you're given passwords so
JumboyJe'r Fit you can restart in mid-campaign. The missions are mostly bombing runs, although
R SETTINGS . g there are a few dogfighting bits later on.
v 5% fomibicre ek In the bombing runs, you simply have to avoid enemy artillery for long enough
SRR i Bt b to get over your targets, then when the targeting computer locks on, switch to the
RELEASE DATE externallgview s Downward-Looking Infra-Red display (ie, the bomb sight) and keep a laser cross-
P — £ hair on the tgrget until the laser-guided bomb is automatically released. Simple.
Sometimes you're joined on a mission by F-111 bombers, who drop the bomb
for you if you mark the target with your laser, but don’t hang around because these
guys run out of fuel after a couple of minutes and have to head back to base. Dog-
tighting is more tricky because the F117 can’t carry much in the way of weaponry,
and it isn’t the most agile of aircraft anyway, especially not in this game.
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wasn't for the

would never know. But
93 never mind the fact that it's
sl not a very realistic simulation,
what's it like to play?

GOING DOWN / TR i

You start the campaign with a couple . : :
of training missions in the basic HISSION SULTSRS TRATHING - D4 1
model Nighthawk, the F117A. Here
we find the pilot on his first bombing
run, in whicﬁ he just has to spot a | = 1= Hilo Lima Ninver . Hie
target for the bombardier in an F-15. ioui eSS ke iva ot

A The briefing. Sounds exciting doesn't it? A Well, the F-15s are ready, now it's just
down to you to spot that target.

Gentlemen yon have been hand-picked to pilot the mast

d strike aircratt world. the
er. Today vou will uti he Forward
LIR) and Bownward Lo g Infrared
tem to vector in a F-16 fram the

om HilLAFB, Utah,

e

[ |

Eonbs eant
Eonbs ight

ReBgase in 03

2/ ID of target
T oscic A

3w e confirmed wisu
uction. Geod eye

A Target locked in, and here come the A Switch to the Downward-Looking A A hit! What a superb bit of simple target
F-15s to release the bomb. infrared and keep the cross in the triangle. spotting that was.
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THEY DON’T CALL THIS THE COCKPIT FOR NOTHING!

In true flight simulator style, you can select lots of different viewpoints in Night Storm, so you can check
for targets behind you or whatever, but this view is where the action usually is.

1

COMPASS: The arrow head
indicates the direction of your
currently selected mission objective.

AIRSPEED
INDICATOR:
Displays in
miles per hour.

| SELECTED WEAPON:

And how many
you’ve got left.

RADAR: Pretty
useless, this.
None of the
target colour
codes are
explained and
the range is set
so wide that
traces get
crammed
together in the
middle of the
screen in the
heat of battle.
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_ MESSAGE BOX: Fills up with

TARGETING CROSSHAIR: Only
usable for the cannon, and, as
the manual neglects to explain,
you have to remember to fire
ahead of your target.

C B HAY0RYI VDAY

The big problem with Night Storm is that it's trying to do a lot more
than the Megadrive can handle. On every flight there are lots of
targets everywhere — on the ground and in the air — and it would
appear that keeping track of them all and displaying them really
cripples the speed of the game. The graphics are jerky, and the
control response is really sluggish. And I'm not just talking about the
flight controls here.
The automatic targeting system is a key control system in every
mission and yet operating it can drive you mad. For a start it's

incredibly stupid, and every time you activate it, it ignores the desired
target, which you're flying directly towards and has just come into
range and instead locks onto a tank which is six miles away off to the
left. It will even lock onto an aircraft when you've armed your bombs
and bombs are the only weapons on board! That alone would be
bad enough, but when you try to change targets, the target cursor on
the windshield moves, but the display at the bottom doesn't adjust
itself until a second later, so finding the right target and locking on to
it takes ages. Meanwhile you're flying right past it, so you have to
turn around and start another attack run, while having lumps knocked
out of your wings.

~

\

NAVIGATION/TARGETING
COMPUTER: This takes ages to
update, so when togglin
between targets to find the
one you want, the targeting
computer always displays the
target you selected about a
second before. GRRR!

|G

Zhnn GATLING: P70
E

(&
|
]
{
13

-~ 3801 DISPLAY: Like

Z 37m the targeting

- comrufer, this
display always
lags behind your
joypad by about
a second. GRRR!
again.

L} Py
CHRISTMAS
LIGHTS?: This
attractive
display doesn’t
appear to do
anything,
though it looks
like it should.

w
.
-

t

pilot chatter when something
interesting ht:r ens, such as
when you suddenly find out
you’ve been ambushed, and
those F-15s are being flown
by NORTH KOREANS! This is
one of the game’s better
features, surprisingly.

A ‘Me And My Wing Man.’ The green triangles in the background show the
sweeps of the ground-based radar scans. Try not o fly into them.
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AIM-9P
SIDEWINDERS:
A must if you're
going to get
info air-to-air
combat. Short
range, but just
fire and forget.

@ I

There are plenty of other things wrong
with Night Storm, such as the
surprisingly skimpy manual. There are
all sorts of things which aren’t
explained, such as what the colour-
cading on the radar screen means, why
an apparently accurately-targeted
bomb mysteriously sail miles off target,
and why you always have to fire your
cannon ahead of any moving target
(hey, you might think it’s obvious, but |
can see a lot of newcomers to this sort
of game wasting a lot of bullets).

The controls are also over-
complicated. As in LHX Attack Chopper
START has to be held down while you
hit other buttons to activate certain
functions. This isn’t so bad if they’re
functions you only use occasionally, but
this method is used for functions you
need to use constantly, like selecting
targets, and the slow response means

ORDNANCE SURVEY

The F117A, which you start the Campaign mode with, has only two
hardpoints to carry bombs or missiles. Later on, you get the upgraded
F117-C (pictured here) which is more capable of defendin itsel?, though
it still can’t carry as much ordnance as you need in most of the missions.
By the way, doesn't this look like a screen from a Commodore 64 game?

AGM-65E:
Laser-guided
air-to-ground
missile which is
pretty feeble.
You need two
hits to destroy
most targets
with these, which is a
pain in the butt
considering how.

GBU-27: 2,000

Ib Paveway
bomb which is
far easier to
deliver than

that you find yourself working a
second ahead of the controls and
you're selecting bombsight mode and
pausing the game when you didn’t

any of the mean fo.

missiles.

M61-Al: Very
useful 20mm
chain gun. Run
out of bombs
and you can
use it to take
out ground
targets. Makes
most of the missiles
look useless.

HOG: @0

U=X: ~-09. 9%

AGM-88A:
Homes in on
radar signals so
it’s just the
thing for taking
out those radar

! ZIDEMINDER: D
trucks which

you don’t really
need to take out
anyway. Rubbish.

AGM-65A: TV-
guided air-to-
ground missile.
You have to
steer this one to
the target while
it’s in flight and
that’s pretty
difficult when the
controls are so
unresponsive. Forget it.
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. A Closing in on some ground
artillery. Or is it just a stick?

TOLUHAYE BEEH SHOT DOWH

uccesstully eect fromyour stricken
watch belpls ==

» completely destroy 1112
tot premer Uinted States b
I Thiz s 3 most unfortunats
G ot talet it happen again

A Double oops.

C B TIME 0 BALE 007!

Reviewing this game has been painful, partly
because all its faults drove me to smashing up my
best joypad in fury and partly because | really
enjoyed F-22 and LHX so | was looking forward to
something equally enjoyable. In fact, it's inferior in
almost every department, and the few nice touches
are swamped by a mass of gameplay flaws. What a
disappointment.

z MARK HOLMES
//’ \\{ I didn’t go as far as smashing
/A z up a joypad whilst playing

S i this game, but | agree with

e Paul wholeheartedly about

the incredibly high frustration
factor. The main culprits are the control
system, which is about as unresponsive as
you can get, and the incredibly slow speed
the game runs at. | must admit I’'m not a big
fan of this type of flight sim, especially on
the Megadrive - the machine just can’t
handle these games as well as, say, a PC.
As it stands, I've had more high-speed
thrills racing slugs uphill than playing this.
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OVERALL Zeromist e

PRESENTATION

Good, but skimpy
manval and

y unresponsive

controls.

GRAPHICS

The vector graphics
are so slow, the

2 game could bhe

86

running on a
Commodore 64.

SOUND

Better music than a
lot of EA games.
Effects and speech
aren’t bad either.

SHORT TERM PLAY
The sluggish

" control response

will drive you mad!

LONG TERM PLAY

Most missions are

% fairly simple. Only

difficulty is coping
with the controls.

air comLu'
game,
completely
ruined by
unresponsive
controls and
slow gameplay.
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PAUL GLANCEY breaks the rule
of a lifetime and enters

another man’s body to bring
you this review of Psygnosis’
latest CD title.

corporations as each claims the other has
violated genetic patents and stolen technology worth
billions of dollars. The directors of Axiom, sensing
that they could lose their case and be liable for
damages that would bankrupt the whole corporation
have decided to take control of the president of
CyberTech, Mr Krosby, with the help of his own
company’s invention, the Microcosm project. The
invention makes it possible for matter and living
organisms to be projected into R-Space, effectively
shrinking them to microscopic size, so that they can
be injected into an unhealthy body to perform micro-
surgery from the inside. Now Axiom have used a
disgruntled CyberTech technician to inject an army of
miniaturised robot craft into Krosby with the aim of
implanting a device in his brain which will make him
act on Axiom’s commands.

Fiendish plot, eh? And it’s discovered by
CyberTech just too lat<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>