Britain’s best-selling Mega Drive magazine _ June £2 50

STREWTH

o$ [EXCLUSIVE!

AR Syndicate: Nasty, brutish,
violent, bleak and bloody

brilliant. MEGA brings
you the first preview

MEGA blows the gaff
on this gruphlcully
stunning beat-"em-up

THE BIG REVIEWS

Marks’s Magic Foothall,
Sampras Tennis, Star Trek,

Tomcat Alley and more...

SONIC 3 LEVEL SELECT

Remember: you saw
it here first!

-r

.S PERRY REVEALS AI.I.'
Dushlng Dave exclusively

exposes the incredible
Earthworm Jim to MEGA!

Your
guarantee
of value I :
MEGA IS NOT AN OFFICIAY SEGA UB}/IC




Super SF2, Mortal
Kombat 2, Vortex,
Redline Racing.
Jungle Book, Tiny
Toon Sports,
Elifmania, Kasumi
Ninja, NBA Jam
Tournament, World

Cup Striker, Doom,
Kick Off 3.

On sale - Thursday,
26th May. £2.25

e n

y =
'h.'_.

. il
.

Jards

| —=—10mph

e M
; :
LS

P

——
=

]

¥




BASKETBALL,
2 ?} NINTENDO, MTV.
THE INSIDE GUIDE

WORLD EXCLUSIVE JEEEEEEaeee

HOTTEST EVENT!
SNES AND MEGA DRIVE REMIEWS

f
.




BRITAIN’S BEST-SELLING MEGA DRIVE MAG *100%

S TEATURES ¢ FEATURES - FEATURES

DAVE PERRY SHOWS
US HIS WORM

Hep Cat:

Hot Chick:

Cool Daddy-o:
Wild Babe:
Sweet, er, Shop:
Oh Dear:

Never Mind.

Advertising Manager:
Senior Sales Exec:
Production Co-ordinator:
Ad Design:

Scanning:

Linotronic:

Pre Press Services Manager:
Publisher:

Joint Managing Director:
Promotions Assistant:
Circulation Manager:
Chief Executive:
Contributors:

Andy Dyer

Sue Huntley

Paul Mellerick
Ashley Young
Laura MacGregor
Josse Bilson

Will Groves

Alison Morton
Susan Wheatley
Emma Woodward
Cathy McKinnon
Simon Windsor
Chris Stocker
Mark Gover
Jason Titley
Jon Moore

Colin Campbell
Greg Ingham
Someone new
Jon Bickley
Chris Anderson
Dave Roberts

After coding the wondrous Aladdin
in just 90 days, Dave Perry went
on to set up his own company,
Shiny Entertainment. Dave talks
to MEGA exclusively about
Earthworm Jim, the project that
could give rise to the greatest
console game of all time. The

fun starts on page 6.

l 8 THE GREAT

DISCOUNTING WAR
Cartridge prices are now lower
than ever. But what exactly is
the reason for plummeting
prices? And is it Sega we have
to thank for it? Dave Roberts
probes the industry to find out
why the once contentious issue
of high cart prices now appears
to be non existent.

Jon Smith
Neil West
Photography: Rob Scott
Contact address, editorial and advertising:
MEGA, Future Publishing Ltd,
30 Monmouth Street, Bath BA1 2BW
Tel: 0225 442244 Fax: 0225 446019
Subscriptions: Future Publishing, FREEPOST
BS4900, Somerton, Somerset TA11 6BR
Tel: 0225 822511
Customer Services: 0225 822510
Repro: E. S. P., Bristol
Printing: TPL (UK) Ltd, Hartlebury

MEGA comes to you from Future
Publishing, a company founded
just eight years ago but now selling
more computer magazines than any
other publisher in Britain. We offer

* Better advice. Our titles are packed with ips, suggestions and
explanatory features, written by the best in the business.

» Stronger reviews. We have a cast-iron policy of editorial
independence; our reviews give clear buying recommendations.
* You need solid information, and you need it fast. So our
designers highlight key elements in the articles by using charts,
diagrams, summary boxes, annotated photographs and so on

» Greater relevance. You won'l find any meaningless captions or
incomprehensible diversions in our pages, oh no. Weill, not many,
* More reader interaction. We draw strongly on readers
contributions. Buying one of our magazines is like joining a
nationwide user group.

» Better value for money. One day, this could be worth a fortune

60 VIRTUA RACING
PLAYER’S GUIDE

Paul Mellerick stops driving
everyone mad and channels his
energies into a different sort of
driving. Now you too can tail to
impress everyone with your “I
can finish VR” anecdotes. Oh,
and don’t forget the last part of
our Sonic 3 solution on page 54.

MEGA strongly recommends that all your purchases from our
advertisers are made with a Credit Card. That way, in the unlikely
event of a problem, redress may be sought from the Credit Card
company. However, if you do pay by cheque or postal order, in
strictly limited circumstances after a company has gone into
liquidation, MEGA may be able to help you up to a maximum of
£100 or 50% of purchase price whichever is the lower per order
All cheque or postal order queries should be directed to Alison
Winter at Future within 90 days of your order having been placed
Please also supply full proof of purchase,

All material is copyright Future Publishing Lid 1994, Unauthorised
reproduction in full or part without prior permission from the
publishers is frowned upon

From the makers of; Total!, Super

Play, Edge, Sega Power,
GamesMaster, Amiga Format, AF Specials, Amiga Power, Amiga
Shopper, ST Format, PC Format, PC Gamer, Commodore Format,
Amstrad Action, MacFormat, Future Music

A Member of the Audit Bureau of Circulations.
Registered Circulation 45,263 July - Dec '93

4 MEGA June 1994




PURE SEGA MEGA DRIVE AND MEGA CD

— ——

EXCLUSIVE PREVIEW RN
SYNDICATE J\ ¥

In conjunction with the obscenely talented
guys at Bullfrog (if you aren’t familiar with
them now, you will be by the end of the
issue) MEGA is more than just a little
proud to bring you an exclusive first
look at the game that sent ripples of
excitement through the Amiga games
market last year. If you like your

games to be hard edged, then this is

just the thing you've been waiting for.
To find out just what makes Syndicate
so damn playable, turn to our four-page
feature starting over on page 14. Go on,
you know you want to...

And you thought the Ronco Fluff-

AX-101

GAMES FEATURED IN THIS ISSUE OF MEGA...

Away was an efficient device.
Well, it’s not a patch on this
little box, which tells you about
all the reviews and previews we
have this month...

MARKO’S MAGIC

FOOTBALL 26
A rather spiffy little platform game with a boy

who has a football-shaped weapon. Ooh-er!

PETE SAMPRAS TENNIS 30

A tennis game from CodeMasters with Pete in it.

STAR TREK: THE NEXT
GENERATION 32

Not so much a game as a way of life. Well
that's what sad old Trekkie fans say anyway.

TOMCAT ALLEY 34
Lots of full-motion video and very little
excitement. Standard fare really.

Have you ever noticed the strange
similarity between Pete Sampras and

Utterly, utterly dreadful.
NBA ACTION 37

Good but, wait for it, not as good as NBA Jam.

DARK WIZARD 38
A CD game with a difference. Or is it?

SHADOW OF THE

BEAST 2 CD 39
Old jaded gameplay with very neat graphics.

INSTRUMENTS OF CHAOS:
YOUNG INDY JONES 40

Young Indiana Jones comes over as a bit of a
sad little git in this game of no film.

FIDO DIDO 47
An excellent little character but without the
gameplay to match.

SENSIBLE SOCCER CD 42
Well, it's Sensible Socceron CD isn't it?

SHADOW RUN 43
A fairly epic role-playing game by anyone’s
standards. Hard to get into, but worth it.

ROUND-UP 44

In which Paul Mellerick looks at the four
worst, or most obscure, games we've had in
for review this issue.

bl

Scratchy. Absolutely nothing like
Simon & Garfunkel... Honest!

And here are the previews...

CORE SPECIAL 78
MEGA speaks to Core Design to find out about
Chuck Rock's latest larks and Skeleton Krew.

THE BIG FOUR 80

Accolade’s new line-up; The New Breed,
Combat Cars, Fireteam Rogue and Bubsy 2.

ITCHY AND
BATTLECORPS 82

More cartoony stuff from Acclaim and a look at
Battlecorps, another game from Core Design.

ROCK ‘N’ BALLS B4
Rock 'n’ Roll Racing combines isometric 3D
action with classic rock soundtracks. Hmm...
Plus a look at Jimmy White's Snooker.

TOP 100
BACK ISSUES 77

PREVIEWS
MEGA MOUTH 86




6 MEGA June 1994

Six pages packed with news ¢ games information ¢

For this month’s lead news story we hand

over to our man in California, Neil West,
who invites you to meet Earthworm Jim,
the game character who could turn out to
be 1994’s biggest seller. He’s a character who

has been designed from scraich to “inject some
originality back into the world of video games”.
Neil talks to Jim’s manager, David Perry...

The big man ,ﬁh
himself. No, not " i‘

Dave Perry, B
Earthworm Jim -

T

DAVE PERRY
SPEAKS -
AGAIN!

Not content with merely having a quick
gander at the Earthworm Jim screenshots, we
decided to annoy Mr Perry once more by
bombarding him with questions he’s probably
already been asked a million times...

Why did you choose the name Shiny for your
new company?

“Well, obviously we're tremendous fans
of REM’s Shiny Happy People, but if you look
up shiny in the dictionary, it's defined as

" company'’s first creation.

ﬁj:; Jim is the only project we've
been working on since Shiny

eah, David Perry. You'll
recognise his name from the
credits of Aladdin, Cool Spot
and Global Gladiators. You may
also know that after the money-mongous
success of Aladdin, David and a large
chunk of the Aladdin team left Virgin to
go it alone. Shiny
Entertainment was the result
and Earthworm Jim is the

“This is a labour of
love — we want this
game to be the best we can
do,” explains David. “We did
Aladdin from start to finish in just
90 days, whereas Earthworm

Entertainment was formed.”

polished and glistening; that's

And boy does it show. Without
daring to judge a game before it's
actually finished, it would seem that the
love and craft gone into the creation of
this game makes it pretty damn certain
that if you thought Aladdin was smart,
you're gonna love this.

STICKING HIS
NECK OUT

So what's it all about
then? Well for starters,
it's a platform game. A
controversial

what we're trying for here.”
Is your new “animotion” technique purely for
use on specific 16-bit platforms, or will it be
used on more sophisticated machinery
such as Saturn and Project Reality? s —
“No, it's adaptable for the Saturn
system and everything, we’re going to be point to which they have to get. I've seen a lot
using it for years. | have spent a ton of money  of what other companies are working on and {.
getting this software done, The software will they're getting close, but no-one has ,
have paid for itself with one title because it surpassed Aladdin.”
eliminates external animation. The result is
that | can use it in the game, sell the game Did you ever think about selling the Digicell
and it will be better than anything thatisout  process when you left Virgin? You could have
there now. Other companies are all tryingto ~ made wedges of cash...
match Digicell because they see it as the “I could have made a ton of money, |



Mega City

gossip ¢ gimmicks ¢ software house profiles ¢ quick competitions

The best thing about Jim is that he
carries a big laser gun around,
unlike Aladdin, who threw fruit(!)

choice of genre for sure (the world needs
another platform game like Paul
Mellerick needs to enter a Miss Bikini
“competition) and one that will inevitably
lead to accusations that Perry and Co
are merely cashing in on an old game
structure. (Cool
Spot, Aladdin and
Global Gladiators
unquestionably
came from the same
stable.) But MEGA,
for one, doesn't
have a problem with
this; the world will
always welcome
platform games, so they might as well
come from the best in the business, and
the success of Aladdin proves that you
guys agree. Besides, any accusations of
unoriginality should be aimed at the
licence-churning AN Othersoft, and not a
company that is truly sticking its neck out

- _l.u.:':.._
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“"We want
this game to

be the best
we can do”

Sadly, the bad guys aren’t in place
yet, but this illustrates the high
standard of graphics in the game

in an attempt — as David declares - to
“inject some originality back into the
world of video games”.

Jim is the brainchild of Shiny
animator Doug Tennapel, and although a
TV spin-off of the game looks increasingly
inevitable, Earthworm
Jim has been designed
as a game character
first and a
merchandisable
character second. His
every mannerism,
physical peculiarity and
mission in life lends
itself to making him a
great video game star. Armed with a
blaster gun and with the aid of an alien
robo-suit that occasionally takes
matters into its own hands, @
Turn

Earthworm Jim runs, jumps, climbs
and even bungee jumps his way
around a series of hostile planets in Over

Never have rocks looked so rocky and moons looked so, er, moony. Sorry to
go on about it, but Mega Drive graphics have never looked so good

. v

Princess What's 13 )
Her Name. " N ]
Insert “phwoar, | :
not bad for a ‘
cartoon
character” type

comment

Oh no! Jim
has been attacked by lots of
household objects. Er...

Dunno what’s going on here but it
looks like Jim’s laser can go all
bendy and stuff. Maybe it's a lasso

June 1994 MEGA 7




Look, details about the game and all its intricacies may be scarce, but at
least these shots show the variety of backdrops the game is set against

a bid to rescue the mysterious Princess
What's-her-name.”

INTRODUCING ANIMOTION
While at Virgin, the team developed a
unique computer animation process
called Digicell. It was this
programming tool that
enabled the gob-smacking
animated

Professor
Psy-Crow
is neat.
But there's
weirder to

moves and characters in Cool Spot and
Aladdin. But now Digicell is old news as
Shiny Entertainment presents
“animotion”, an animation process that
looks set to leave Aladdin looking like an
old 8-bit title. It's the level of smooth
animation that the team has been able to
cram into its games that has always kept
them one step ahead of the crowd, with
Global Gladiators, Cool Spot and (of
course) Aladdin, but this new technique
IS breaking boundaries yet again.

MORE BAD GUYS

However, before you start animating
characters you actually have to come up
with some characters to animate. The

L
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Here, for your delight (and for more than a little explanation of the outrageously strange plot) is
the storyboard outlining just how Jim became the heroic figure that he so obviously is. It's
soaring tale of mud, mayhem, and a bit of alien intervention.

Left:

As you can see, Jim was
just a regular worm until an
alien space suit fell on him

Endowed with mighty powers,
Jim embarks on a mission to kill
the birds who have terrorised
worm-kind for generations

bad guys in Earthworm Jim are
designed to make a big impact.

“OK, so you remember playing
Sonic right?” asks David. “Of course
you do, but — other than Robotnik —
what bad guys did you come up
against? Most people can't remember...
err, a bee. And that's about it.” He’s got
a point you know. “Now don't get me.
wrong, I'm not saying that Sonic’s a bad

game, I'm just saying that there’s loads
of room for a wider range of stronger
characters to fight against.”

Earthworm Jim will be released by
Playmates this autumn, and MEGA will
be bringing you more news of the game'’s
development up to that point. In the
meanwhile, feast your eyes on these
visuals in the knowledge that all these
characters move as well as they look.

Is there no end to Jim’'s
talents? He can shoot downwards
as well as from side to side

Blimey, look at the size of that

beam. Jim shows off with his gun " “What'’s a bloody earthworm doing in a

robo-suit?” you'll probably be asking.
Ll SR RS L & Rt Well, it's all too complicated to explain
ot of pe “‘“‘3 tching you, aren’t you here, but suffice it to say that the
finished version will make perfect
sense as Jim’'s mission is explained
In the game’s intro sequence.

Ah, | was right. Here’s Jim using his
lasso thing against someone who'’s
probably called Tyre Bloke

Upward shooting too? Next you’ll be
telling us Jim can get chopped in
half and become two living worms

There are some very talented
animators at Shiny Entertainment.
Just look at this comical scene
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Sonic 3 cheat discovered |

Yes, beyond all hope, Paul “Paul” Mellerick has managed to work out the never-

before-seen Sonic 3 level-select cheat. He did it

like this: He sat at his desk, the phone rang, a

| mystery reader said “I've got the Sonic 3 cheat
for you”, and Paul wrote it down. What a stroke of

bloody genius. And here it is...

When the big Sega logo at the start of the for you. in the mi
game starts to fade and the big rendered By
Sonic zooms out of the screen at you, PR
quickly tap the D-pad in the following order: =

9,0,0,0,0,0,0,0 ‘

It'll take you a while to get it right because
you have to do it very quickly indeed, but
persevere. When you get it right you'll hear a funny
little noise, then when you reach the title screen with
START and OPTIONS written on it, press ® and you'll

- see a Sound Test option. Enter this and voila, you've
got a complete level select to mess around with.
There are a couple of levels on there that don’t

actually exist in the game. Very odd.

e S0 o ' EA SPORTS
I et TOURNAMENT CLUB

It was only a matter of time really, and now it's become a reality. After years of
building up an obscenely large following of fans for their games, Electronic
Arts, purveyors of fine quality sports sims, have formed a club which keen
gamers can join to take part in a variety of challenges on their favourite sports
titles. It’s called the EA Sports Tournament Club and club membership costs
£8.99 while competition entry fees start at £7.99. The regional heats have begun
already but they’re carrying on into August. They take place on Saturdays in
London, Manchester and Birmingham.

The top eight players from the regional heats then get the opportunity to
take part in an all expenses paid National Finals Weekend where they can win
prizes totalling £2,000 across all the four game formats (that's Madden, NHL,
FIFA and and PGA). The ultimate champion will get prizes worth £2,500.
Additionally, EA plan to set up local clubs, so if you want to find out more about
this exciting challenge, give EA a ring on 051 420 4831.

In the meantime, keep practising, because there’s always some smart arse
(like Paul Mellerick for example) who'll stay awake for days at a time just to get
better than you are. No, really. Some people are that sad.

sASPURTS
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FUN AND GAMES

Tradewest, the company that brought us the Battletoads, have
now handed over a new product to Sony. It’s called Fun And
Games and will be “an entertaining mix of games, activities and
art and music packages”. It's being squarely pitched at the
younger market and, to be honest, looks a whole lot better
than a lot of the shabbily constructed “Edutainment” titles
we've seen on the Mega Drive so far.

The cart includes the Dynamite Drawing Board, and art
package with many basic features, but which also has lots of
ready defined images so that children can create pretty tidy
pictures with ease. There's a magic music machine with lots
of different instruments and sound effects to play with. Stylin’
Stuff is a curious little game in which the player has to dress
up a mannequin with a variety of different clothes. Mix 'n’
Match enables you to create a number of weird and
wonderful creatures and people in a vaguely indentikit

Like the world needs another beat-'em-up.
Still, this coin-op was quite a success so
now it's been ported over to the Mega Drive.
We have no idea how good it'll be, but here's
a screenshot to whet your appetite.

]
ofe— [—
] 4

i : : Fun And m—
fashion, and finally, Arcade Avenue includes three simple an::ade Games from Sony. Not much good
games; Space Lazer, Whack-a-clown and Mouse Maze. We'll let  ¢or us steaming great roister-doistering blokes, but Another beat-'em-up. Oh good
you know the price and a firm release date next issue. it’ll be absolutely hootsome for the young ’'uns

June 1994 MEGA 9
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DYNAMITE HEADDY

A pretty looking game this, but frankly the plot sounds a bit girlie. It takes

place in True Land, where all dolls
live in peace. Hopefully, it'll
contain at least a little bit of
violence though. More news soon.

Actually, the plot may be
a little on the poncy side,
but judging by the size of
this boss-type bloke, it’ll
contain more than its fair
share of action. We shall
have to wait and see

L i
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And cor blimey guv’'nor,
will you take a look at the
size of this dog thing? It
takes up almost the
whole screen. Can’t quite
figure out what'’s going on
though. Needless to say,
we’ll tell you more soon

YET MORE LUNAR-CY!

Having reviewed Lunar The Silver Star CD back in issue 18, RPG fans out
there will be thrilled to know that Japanese mags are already talking about
Lunar 2, called Lunar - Eternal Blue. It

sounds like some sort of sci-fi porny film

but is, in fact, just more role-playing fun

with a whole heap of cutesy Japanese

characters and a load of Anime style in-

betweeny scenes. Enjoy the screenshots,

and make sure you

get next month’s

MEGA for a bit of

an update.

As you can see,
It’s strange that RPG it’s RPG action
fans take to fantasy in a fairly
games with cute traditional
characters rather sense. But then,
than realistic that’'s what the

beastie-type things punters like

ANOTHER OUTRUN OFFSHOOT

“Will the Outrun saga never end?” we ask ourselves. First there was Outrun in the arcades,
which was, to all intents and purposes, the Virtua Racing of its day. Then there was another
game, then another, and in the meantime they appeared on home consoles and were (how

would you say?) crap. However, things may just be about to change.

The latest game to hit the arcades is Outrunners, a more lighthearted affair altogether,
in which the player gets to drive all manner of vehicles from 4x4 buggies to Ferraris, all
drawn in a suitably cartoony fashion. What's more, it's a split-screen two-player game. Well,

now, it's being converted to the Mega Drive,
and if you take a look at the screenshot,
you'll see that
it's actually
looking pretty

Mean Machines Sega for reproducing a piece  JeTolels B[R0 olgh

of illustration from an issue of their magazine even have a

without first seeking their authorisation. It is release date

not MEGA's policy to infringe the copyright for it yet, but

of other magazines and we will ensure that stick with us

no part of this or any other magazine will be for more info.

reproduced within the pages of MEGA. Outrunners on the Mega Drive.
Maybe this series isn’t dead after all

Right, well I've said quite
enough about this game
for the moment so |
thought | might tell you
all about the holiday | had
the other week. It was
fab. | went to Barbados
and they had thi... (Snip!)

Win Sonic 3
solution!

Last month we told you about a great new Sonic 3 solution
coming out in book form from Titan Books. For those of you
who weren’t around last month (shame on you) it’s called the
Official Sega Mega Drive Sonic 3 Play Guide, it costs just
£7.99 and it contains a full-colour complete solution to the
game, with a staggering 4,000 colour screenshots to
illustrate it. And the reason we’re telling you about it all over
again is because we’ve got ten copies to give away
absolutely free. All you have to do is send cheques of £1
made payable to Andy Dyer, and the first one drawn out of a
hat gets the book. It's brill isn’t i... (It's cold in prison you
know - Jon) Hmm... all right then. Just send your name and
address on a postcard to the “Damn, | could have made a
bloody fortune” Compo, MEGA, 30 Monmouth Street, Bath,
Avon BA1 2BW. That's all there is to it. No questions to
answer, no silly sketches to draw, no crosswords, nowt!
Just your name and address. Fab or what!

This Sonic 3 player’s guide could be yours for the price
of a stamp and the time it takes you to write a postcard.
Now that can’t be at all bad can it?
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W‘ IMPROVED ACTION
REPLAY CART s THe

Datel is a company which has been around for donkey’s years. And to be
honest, these chaps are more than just a bit good at what they do. Look, The Qs In The News are a right old
Anyone who owns an Action Replay cheat cartridge will know exactly nightmare to think of each month, and quite
what we’re on about, but for those of you who don’t already own one, a frankly we'd much rather print a picture of
new up-grade, The Action Replay 2, has just arrived. someone attractive in its place, so please do
By plugging it into your Mega Drive and plugging the game tell us if you think it's crap or not. In fact,
cartridge into it, you can enter up to 100 different cheat codes while we're on the subject, why don’t you
simultaneously (which is frankly a bit over the top, but there you go). write in to tell us where you think MEGA can
But, if the cheat codes for the game you own haven’t been worked out and can’t be improved? We are, after all, here
or printed in a magazine yet, there’s also a feature enabling you to to please you. Now, answer these questions
quickly and easily work out your own simple codes to give you infinite and scoot over to page 90 for the answers.
. vOR THE 4 . energy, lives and level selects on most games.

MEG nn“‘“ﬁ The Action Replay 2 is friendlier than ever and it also acts as a 1. Who's the boss of Bullfrog, the company

universal adaptor, so you can play a whole host of foreign carts on which is doing Syndicate?

IH?':'E GAME your British Mega Drive too. It 2. Which fizzy drink does Fido Dido

ULT costs a very reasonable £49.99 and promote?

BUSTING CARTRIDGE :::l::lti:: :;F;:ruﬁ; The if you want to know more about it, 3. Which actor played the young Indiana
enough, but now there are simply call Datel on 0782 744707. Jones in the film Indiana Jones And The
more features than ever Sorted, or you soon will be! Last Crusade?

4. Spot the odd one out:
a) The Channel Tunnel

su ' u r n D) A group of motorway repair men
. ¢) Nintendo’s Project Reality
hﬂ rdwu re % : d) Paul Mellerick

fin a I I 5. A total of how many courses does Virtua
P — Racing have?
— d . 6. What does RBI stand for?
U nve l e - 7. What does NBA stand for?
What can we say about Saturn 8. What aircraft are flown in Tomcat Alley?
that we haven't said a thousand 9. Who's the Captain in Star Trek: The Next
times already? It's coming, it's ' Generation?

going to be good, but we haven't ::;:’:::‘wm““ 10. Which famous Black Sabbath track

exactly seen much of it yet. looking thing the Saturn is. Now if only Paul features in Rock 'n’ Roll Racing?
However, now, at last, we can Mellerick was half as attractive. Ah well... 11. Who's the side-car passenger in

see what the machine actually Chuck Rally?
looks like in the, er, flesh as it were. Nice isn't it? As you can see (and as reported in 12. Whose Whirlwind Snooker is featured in
the last issue of MEGA) it contains both a cartridge port and a CD player. And just to this issue?
finally clear up any confusion, first will come the Mega Drive 32 add-on, which will be 13. Which famous Disney character says
cartridge only but will take advantage of the Mega CD’s capabilities (if you own one of “Gawrsh!” a lot?
course), then comes the Mars, which will effectively be the Mega Drive 32 and Mega 14, Nobunaga’s Ambition is the follow-up to
Drive in one all-new box (this’ll be for which game?
people who don't already own a Mega 15. How long is a piece of string?
Drive), and finally, the Saturn will arrive
containing similar, but more powerful,
hardware and the CD drive. Anyway, 16. Which game is
enough of all this drivel. We'll report on it this bit of screenshot
again when we.Jseceive more exciting and taken from?
definite news of what we can expect the
L AP TIME software to be like. Oh, and more
L B SR importantly we'll be digging around for 17. Which game is
more news of the Mega Drive 32. this bit of screenshot
taken from?

18. Which game is
this bit of screenshot
taken from?

13.(Hang0n.thi5 n .

bit normally takes a
rather more bizarre oy
slant - Jon) ‘'

20. Which game is this
minuscule portionette of === EN =N
t adviSable for ou — grabtastic action from? &

1 Tans. Three minutes sillence? Nah! Ouh, look, it’'s all I“H"W and (That"s bEﬁEI'-Jﬂn)
luvverly. Can’t wait to stroke it
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Top 20

THE CHARTS

Contains no active lipozomes, no nanosphere complex, void of any
real vitamins and minerals, and 100% joke free... the charts!

OFFICIAL TOP 20

JAPANESE
TOP 10

IMPORT TOP 20

This Last Game MEGA This Last Game e
month month name rating A (10) Aldark CD ) =% month month name rating
03) Phantasy Star IV (W) %
- (01) FIFA Soccer 94°% ( ) ! ®. (NE) Virtua nuging 929
There's a bit of a sports feel to the top of the A (05) Puyo Puyo () 90% (Listen, if you don’t stop, I'll leave. I'm
charts this month, with golf, footy and basketball. A (09) Lunar M 86% warning you - Josse)
‘ A new entry for an excellent golf sim. (This is B (NE) J League Soccer W --% nBetter now? All calmed down? Well, maybe
a bit boring, Josse - Andy) | can carry on then - Josse)
Vv (01) Dream House CD M %
LQE‘l !.io“i: 3 | _Ei':f?’ : B (NE) Montana NFL ‘94 W 43% B NE)Tom Cat AIIey_CD ' *35"—’-“’_._--
Sonic still sells by the bucketload. (Write Of all the import games available, this one in
something stupid, go on - Andy) (Bog off - Josse) 9. V(04 Sonic CD () 89% particular is... (Pants!)
3 10. v (06) Mortal Kombat (% 82% :
(03) Aladdin 94% @ (NE) Jurassic Park CD 84%
Beautiful to watch and fun to play, Aladdin is — e e e S e S S S S— e — (You just had to say it. I'm trying to do my
a game we unreservedly recommend. E I job, but you have to say pants - Josse). (Pants!)
B (NE)NBA Jam 93% 'op %o " (02) NBA Jam 91%
More sport, this time two-on-two basketball. @ (Well I've had enough - Josse) (PANTS!
(Pants! - Andy) (Go away, Dyer - Josse) PANTS!) (Write yer own charts - Josse)
1. B (NE) Sonic 3 ¥ 90%
@ (04) Sensible Soccer 94% 2. v (01) Mortal Kombat M 82% @I (NE) Genghis Khan
(Pants! Pants! Pants! Pants! Pants! Pants! & (Er... Pants? Hello? - Andy)
Pants! Pants! Pants! Pants! — Andy) 3. Vv (02) Joe Montana ‘94 W) 43%
4. N (04) NHL Hockey "94 [ 92%
® (NE) Zool/J Pond 3 n/a - y : @ (NE) Cllﬂhqnger CD 48%
(Oh yes, very clever. You're determined to 5. W (NE) FIFA Soccer (%) 94% (Anybody there? Anybody at all? - Andy)
ruin this aren't you? - Josse) (Pants! - Andy) 6. Vv (03) John Madden 94 W) 95%
®) (11) Jungle Strike 93% 7. V(05 Etermal Champions (U 71% 0 (NE) Pink Panther
Wreak airborne I?avocf on enemies of the USA. 8. B (NE) PGA Tour Golf Il M 91% (Nobody? Right then. PANTS PANTS PANTS
(Pants! - Andy) (Not listening to you - Josse) PANTS PANTS PANTS PANTS...)
©. VvV (08) Tecmo Baskethall W ~%
B (09) Micro Machines 92 10. W (\E) ToeJam & Earl 2 (%) 92% @'_' NE) Mutant Hockey o
Racing fun (Pants!) from the clever people at (... PANTS PANTS PANTS PANTS PANTS
CodeM(Pants!)asters. ettt  PANTS PANTS PANTS PANTS PANTS - Andy)
B (RE)Bubsy the Bobcat 78% MEGA CD TOP 5 \E) PGA Euro Tour 83
(Are you going to stop this now? - Josse) ®1Happy now? Eh? Finished? Good - Josse]
(All right — Andy) Bubs... (PANTS!) 1. A (05 Night Trap MEZY (PANTS! - Andy) (Jesus — Josse)
Q@ = NE) Haunting 2. V (01) Ground Zero Texas [V 89% @ = NE) NBA Showdown
@ B (NE)X-Men 3. B (RE) llugt in the Cugo [ 89% @ B (\NE)Sub Terrania
@ ® (NE)Ren and Stimpy 4. V (03) Lethal Enforcers MEIREN ) ® (NE)NHL “94 €D
@ (13 Sonic 2 5. B (RE) Time Gal Y 81% 08) kethal Enforcers CD

) Sonic 2/Bubsy

B RE) Batman Returns
® (08 Mortal Kombat
@ B NE)Pacmania

(10) Street Fighter 2
@ = (RE) Alien 3

@ B (NE
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Official charts compiled by Gallup and

sponsored by ELSPA.

Call 'em on 0293 541 953.

Import charts complied by Gamesville.

Charts updated weekly appear on Teletext
(Digitiser, p 471) on Channel 4.

06) FIFA Soccer

B (NE)J League Soccer
(01) Sonic 3

@ B (NE)Snow Breos.
B NE)Hook
@ = NE) Chuck Rock 2
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The Universal Aduplor feafure of Action Replay 2

is available separately!

With the NEW Universal Aduplur you can now choose from
the huge range of US & Japanese software and play it on
your UK MEGADRIVE Consule...even so called "NTSC only"
games from the US!!!
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In the first of
a series of
behind-the-
scene looks at
a Mega Drive
game in the
early stages of
development,
we bring you
an exclusive
and in-depth
progress
report on
Syndicate, a
title which was
voted bhest
game of 1993
on the Amiga.
Paul Mellerick
braved the
wilderness of
Guildford
(somewhere

in Surrey,
apparently)
and came
back with
bucketloads of
screenshots for
everyone fto
look at...

- - -
- - . L = .
-
- - = =
! , = _— . B r
’
. - - - ."-, .,
- - -
L 3
- - o il
’ i
= . .
" _=r - . -,
= -
S = - =
- - i - g -
- 5 L
i [ = il _— i
F = " i
- . k =
- - o - - .' -
% L
= a _ - E
- -
& L
= = - =
il -
4 A

:l;.

-
-
-~

.
e

a1 G- [lUEijjj 'lLEi
Once you've locked on with your sight you can be assured that your bullet
(or whatever ammunition your weapon uses) is going in the right direction

e /E -::, —
o 5.-* o

AR AT

If you're getting bored with the game, you can always blow up the phone
booths for a laugh. Well, it made me giggle anyway

DETAILS,
DETAILS

Name: Syndicate

Development company: Bullfrog Productions
Release date: August/September 94

Size: 16 M-bit cartridge

SYNDITATLTLE
|

Want to know what’s going on?
Then watch the intro sequence

| don’t really want to know what
they'’re doing to his leg




QCENENT LINE

The long intro

sequence sets the scene

for the entire game, and it’s a real
surprise that the whole thing has
actually been kept in

oesn't look like your average

Mega Drive game does it?

Why? Because it isn't. Although

Syndicate was a major critical
and commercial success for the Amiga at
the middle/end of last year, there can't
be many people who thought that a
Mega Drive version would be just around
the corner. What with all those missions,
all the tactical and strategic information
and all that artificial intelligence, nobody
thought the game would be ripe for a
conversion. Well, just be glad that
someone from Bullfrog knows just what
the Mega Drive can handle.

And just in case I'm not coming
across loud and clear, let me just say
THE MEGA DRIVE VERSION OF
SYNDICATE IS GOING TO BE JUST AS
BIG, AS COMPLEX AND AS GOOD AS
THE AMIGA VERSION. There, | feel a
bit better now.

The
rendered
sequence
at the
start of
the game
is very
smooth
and
impressive

A TOP GAME

But just what exactly makes Syndicate
such a top game? Let me set the
scene... the game is set way into the
future, in a world (Earth) without
governments (stop cheering at the
pack), where everything is run by
syndicates, of which there are eight. You
are a high-flying wanna-be-successful
executive in one of these syndicates and
as such do what you'’re told when you're
told to do it. Because you're an
executive, however, you don’t actually
have to get your hands dirty at all,

as you can delegate your “missions” to
your workforce.

Your workforce, don't forget this is a
highly technologically advanced future,
consists of cyborgs — living
syntheses of organic tissue and @
*hard” mechanical parts. By Turn
controlling the movement and over

N
.
™

I~ ik

Although you can split your team up and give them different priorities, the
first few missions are best handled with a full squad of cyborgs

Mega Focu

PLANE AND SIMPLE
EVERY TIME

Ever wondered just exactly what a Map Editor actually is? Well, we did we, so we decided to find
out exactly how you go about defining maps and things for a game as graphically intense as
Syndicate. What you see below are the five main layers of the same gaming screen. Each of the
layers serves a certain purpose so that the characters know exactly how to react when they come
up against a certain object. It's a tough and complex task, and imagine doing this process for 50
separate levels that are completely different from the Amiga version.

Of course the first
two areas are the
most important
for a 3D game like
this, and they are
the foreground
and background.
it’s from here that
you get the
feeling of depth
and realism that
you want in a
game like this

FALETTE HO:1

... 3 I -
- PHLETTF. w1

With the foreground in, -
which determines >
where you can walk

and where you can't,

you can then introduce

a background (like this -
building). Ah, but what g
about the sprites, how
do we stop them

walking into the walls? 5
FALETTE HO:1 i .,
- "
~ o Well, that's
- where the
' collision part of

the map editor
comes in. You
see, these paths
(the coloured
bits) tell the

A game just what’s

o what and what’s
o not as well
- _—
i |
i -
cou @l —'F‘T_ETTF? g1
The last parts of the g" -
level make up the —

priorities. After all the
above information has
been sorted out, this

part of the editor tells -
the game how to

display the character

in the correct way, so -
you can still see him g
when you should, etc.

- Ferzon

So what’s this bit
then? Well, this is
the Artificial
Intelligence part
of the game,

o | Life where you can

& -, determine the
> =ihale

Enemy daent

aspects of the

- ' enemy agents;

o » what they do and
how they act.
Useful eh?
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WHO ARE THESE BULLFROG | 77 =
PEOPLE THEN? g - T,

Ever heard the term “god game™? If you have, then you probably also know that it applies to —
games like Populous, Populous Il and PowerMonger. What you probably don’t know is that | uuunuuuj
Bullfrog invented the term (and, indeed, the genre), and programmed the three games I've just ,Tf'“ —
mentioned as well. But hold on, Syndicate isn’t a “god game” is it? Well no, it isn’t, but it's =
thanks to the Al (Artificial Intelligence) engines of games like Populous that they can create
games like this. And the success of Populous (the game is available on 20 different formats, and
has sold over three million copies worldwide) has also helped a bit financially. | . . L
However, Bullfrog are more than aware that they can't keep bringing out various clones of Ny -m
Populous and expect the public to keep on buying them, and that's why with games like e , i ] -’(
Syndicate and the soon-to-follow Theme Park they've taken the same basic theme of Populous
and come up with some stunning new gaming ideas. You've got the all-out action strategy
simulation of Syndicate to be shortly followed by the all-out business simulation of Theme Park.
This not only gives you the chance to create and run your own rides and stalls but even lets you A% ' _
do absurd things like add salt to the chips that you sell, so that you can then get the punters to From here you decide where to go, and you can also see how much money
buy more drinks and as such make you more money. As you can see, Bullfrog are definitely you've got and how many territories belong to you
programmers for the Nineties.

Populous
is the
game that
started it
all, and
what an
ETEFAL T
game itis
too. |
mean, who
could turn
down the
chance to
rule over
that many .
pEﬂPIE Cline, - T i Tl ' ' . e !

i i ' . -"-. - . P z"
with just a | "' | -

.

few icons - '
for ok

= = -
= - — =

e (Y| (8 [T T U (T

Using the
same
sort of
principle
and a new actions of these cyborgs you can to complete the harder missions in the

artificial complete your missions and usually blow  game. You can also upgrade your

There’s not a lot of night life around here at the moment is there? Still, you
could always walk into a club and blow up some innocent bystanders

L"l::i'::ze"“ away some-enemy agents while youre at  cyborgs from the slow lumbering pieces
y

Power it. But there’s a lot more to the game than  of machinery you start with.

Monger just simply shooting agents.

took the When you start the game you have RESEARCH IS THE KEY
:::::pt got very little money and only a few Spend too little time on research, and
another cyborgs with even fewer weapons, soyou  missions will become incredibly hard.
step down need to “research” for new ideas. This is Spend all your money on it, however,
the line. the main strategic part of the game, and you won't be able to afford to buy
g,';' :“d where you need to spend the money you  the products you've just researched. But
really top accrue from completing missions on how do you get hold of money? Well,
game too researching newer and more powerful once you've taken over a city by

weapons. These weapons will enable you  completing the mission you can then

B u I. l F R 0 G ‘| think gamesplayers and children, in Drive game. What made you decide to do a Shortly after Syndicate, | believe you'll be
general, are able to distinguish between Mega Drive version? releasing a version of Theme Park. Are there
B A N T E R fantasy and real life. Cartoons such as Tom & ‘There are several reasons why we any plans to convert any other titles to the
Jerry are very violent, but | am sure no one decided to do a Mega Drive version of Mega Drive?
Once I'd finished playing Syndicate (the really thinks it's real. Personally, | think thatas  Syndicate. We have never produced an “As you know, Bullfrog are very keen to
Bullfrog team had to drag me away), | decided graphics become more realistic and as ordinary game on any format. We just thought adapt a game to a format, meaning that we
to put on my investigative journalism hat, and technology can create what seems like a real- that Syndicate was an excellent game, which will substantially alter aspects of a game if
ask Cathy Campos, Bullfrog's PR person, some life violent situation, then it could be a we felt would transfer well to the Mega Drive. we think it will enhance the playability and
deep and probing questions... problem. | think classification is an excellent We also got a lot of calls from console users overall design of the program. So long as we
idea. If we do not become self-regulating, then ~ asking if we were planning to develop console  think a program will be a good game on a
Syndicate is a violent game, in both concept it may be imposed on us, better control stays versions of Syndicate, so you could say that console, or if we think we can change it so that
and action; are you worried about the level of within the industry.” public demand reinforced our conviction that it will be a good game on a console, then we
violence in games in general and what do you Syndicate would prove to be a big hit on the will continue to convert our programs for the
think about classification? Syndicate isn't exactly an “ordinary” Mega Mega Drive.” Mega Drive.”
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Impose a tax

on the population. Place

it too high though (100% tax is
considered a bit much in most cities),
and the city will revolt, overthrow the
syndicate (you) and then you'll have to
do that mission all over again.

As you can see, the complex nature
of the game starts off very early and gets
even more complex the further you get.
And it's this sort of thing that makes the
game just so interesting and a real
breath of fresh air for Mega Drive
gamers. But don’t be put off by the
amount of simulation and thinking
Involved, because unless you can control
and use your cyborgs properly you won't
even take over any cities in the first
place. A real match of arcade skills and
thinking power, that's Syndicate.

As you can see from the
screenshots, the graphics for the game
are very dark and industrial and this sets

Syndicate and Theme Park are ultimately
extensions on the Populous theme. How
much further do you realistically think
you will be able to take the “god game”
concept?
“Apart from the fact that all three

Zrﬂgrams vastly expand the horizons of

rtificial intelligence in computer games and
are all environment simulators, | don't see all
that much similarity between the three
programs. Our aim is to produce programs
which are both realistic and fun to play,
our limit is to try and get as real as the
real world.”

The attention
to detail is so
fab that even

the advert on
the side of
the building
includes
some

animation

If you're fed
up with the
mission, you
can always blow
up all your agents
for a bit of a laugh

the "underground” feel of the game
very well indeed. And even at this stage of
development (there are still a few months
left to go on the project) the game is very
playable. However, with 50 missions to
complete, there's still a lot of work to be
done on the graphics, and some of the
collision detection is still a bit ropey.

IN CONCLUSION
We at MEGA are really looking forward
to receiving the final and playable
version of Syndicate, but we've still got a
couple of months to wait. In the
meantime, take a look at the screenshots
of the game, get very excited about
playing it and keep buying MEGA
until you can find out exactly what
wonders Bullfrog have worked.

™

LI RS NS ]
Just so you know, the enemy
agents are in black

2 . - o

Ooh, that’s a big explosion.
Goodness, my ears are hurting now

Mega Focus

Ok :01 :8SNhC

CLIMNTON 20000

My

DESELECTY

Select your cyborg and then equip him will all the weapons he could ever
want to own. Do something about that haircut though, it’s a bit naff
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Oooer, what’s going on here then? Well, we tried to get through the fence,
but blew ourselves up instead. Sorry about that

Wouldn't
you like to
go down by
the river
and relax?
Well tough,
because
you're here
to shoot
people so
just get on
with it

Now then, now then, let’s just all calm down and see what all the fuss is
about... ZAPP!.... Now that wasn’t very friendly was it?
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Discounting Feature

The cost of carts is falling
even though recommended
retail prices are on the
rise. In fact, gamers are
benefiting from greater
reductions than ever. But
why? Dave Roberts talks
to software retailers to
find out how such hefty
discounting is possible...
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Three carts, three very different
pricepoints. Sonic 3 was priced at
£60 but could be bought for as
little as £45. NBA Jam was pitched
at £50 and stayed there, while
Virtva Racing, with its special SVP
chip, is priced at £70 and no
doubt will be discounted. What

on earth is going on?
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Discounting Feature

HE GREAT
SCOUNTING

WAR

ricing has always been a soon everyone was piling in with cuts that  long time before we see any new releases

CODEMAST ERS
Future Zone, CodeMasters and Sega
represent three very different sides

of the cart pricing issue

Absolutely
Srilliont!

contentious issue in the Sega would make a Tory councillor wince. or any chart product selling at full price”.

market. Right now it is in the The whole issue was brought sharply Hoorah!...ish. There is, sadly,

spotlight for a very unusual into focus when Sonic 3was announced  something of a cloud to this silver lining, for months and months, but nevertheless
reason; prices are coming down... sort of.  with a price tag of £60 but came out on because while it makes a pleasant they're very upset. They claim that with a

Publishers’ RRPs are as high as day one of its release at £45. Since then,  change for hearts to be light rather than £10 to £15 discount, they make

ever, indeed with bigger and bigger carts  NBA Jam has managed to more or less pockets, retailers themselves are very practically nothing on a Mega Drive
appearing all the time, they are actually maintain its full price status but it is very concerned about the situation. cartridge. The result could be that many
getting higher. But at the sharp end, in much the exception rather than the rule. independent stores go bust and some of
the shops, prices are plummeting as a The competition is now so intense ... AT THE RETAILER’S the larger High Street chains abandon
vicious discounting war drives the cost of  and discounting is now so entrenched at EXPENSE the market. This would still leave
gaming away from second mortgage retail that, as Tony Pickup, managing They, you might well point out, are the specialists such as Future Zone and
territory towards a more realistic level. director of the 77-store Future Zone ones that started it all and Game Ltd, but it would severely Turn
And all this, remember, takes place to chain, predicts, “It will be a very seem set to keep it going shrink the size of the games Over

the backdrop of an on-going Office of
Fair Trading investigation into the
whole thorny subject of cart prices.

BAULKING AT

HIGH PRICES

The story so far. Games are
expensive. The best now come with

16 Meg of action but with £60 RRPs.
An increasing number of consumers —
possibly including you — have started
to baulk at paying such a high price for
their games. They may not be turning
their backs on Sega, but they are being
ultra-selective with their purchases,
waiting for a handful of gotta-get-it
releases every year rather than
nipping into the local shop every
Saturday and just seeing what'’s around.
This has made for an extremely
competitive market place where price
s the battleground.

DISCOUNT WAR...
Our Price kicked things off with the
launch of their £10-off-chart-carts offer,

Virgin then S s e

: onic 3 experienc eavy
introduced reductions at the hands of
the same the retailers. NBA Jam
offer and appeared at full price
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Bob Faber, senior vice presiden
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business, bringing it into the hobbyist
arena rather than the mass market.

A leading Sega publisher (who
chose to remain anonymous) voices
another concern: “The High Street's like
a mini Yugoslavia at the moment. From
the outside it just seems so complicated
and you think ‘well surely there must be
a way of sorting this out’, but on the
inside it's this vicious battle where it's
every man for himself.

“We're very worried about the
situation because what you'll find is that
sales are concentrated almost entirely
into the top ten, it will kill off back-
catalogue almost completely and that will
limit the customers’ choice in a big way.”

SEGA NO WORSE OFF

At the heart of the problem is the price
that Sega charge for the manufacturing
of Mega Drive carts. After finishing the
code, publishers (including Sega Europe)
have to pay Sega of Japan around £12
to £15 for each unit manufactured. It's
hard to say how much carts actually cost
to produce but even if it's £5, Sega may
be making over 200 per cent mark-up
every time they manufacture a cart.

The firm has argued that gamers are
demanding better games and that better
games mean bigger games with bigger
cart chips which push the price up.
Possibly, slightly, but the cost of
hardware Is .

THE OFFICE
OF FAIR

Surely with a game
like Virtua Racing,
sharp discounts are
a good thing?

buying less and less
new product. Sega
had to get them
moving and so cut the
prices on a
substantial number of
them. The same
motivation drove the
firm towards
compilation kings
Telstar, which are
now offering two-for-
one Mega Drive
packs for around £35.
The effect in both
cases is to increase
public cynicism about
the legitimacy of the
established full price. =

PRICES
Bob Faber, senior
vice president of sales
and marketing at 3DO
— the company that
wants to topple Sega with its new 32-bit
CD platform — has no doubt that prices
are kept artificially high by what he
describes as monopolistic prices. He
believes that

b -‘1‘ -'Il
MONOPOLISTIC | ' ¢
(] x

GENUINE VALUE
FOR MONEY

One publisher that has consistently come
up with good games at reasonable prices
(such as Micro Machines at £34.99) is

TRADI NG decreasing all the » y publishers should CodeMasters. It should come as no
- time due to falling Publ |Shers be allowed to buy surprise to learn that CodeMasters is one
The OFT has been examining the workings chip prices, so their chips wherever  of the few firms in the world that
of Sega and the pricing of its products for how expensive RRPS are they can get the manufactures its own cartridges.
over a year now. can software best price, that Managing director Richard Darling
At the start of '94, the investigation chips be? Sega CIC"'I.ICI' |y anyone should be  offers: “We have extra flexibility
took a significant step forward when it aren’t saying. ® s allowed to build provided by our own manufacturing and
handed *he matter over to the more The high prices gel'l'l I'lg h lgllel' Mega Drive carts
powerful Monopolies and Mergers are made to seem @ and that the P
Commission, which can actually even higher when Lo II 'he "l me ensuing competition
recommend legislative changes to the compared with the for what is a very
Department of Trade and Industry. increasingly large £10 to £20 “budget” big business would drive prices down.
The interest of these government ranges. A natural reaction is to wonder He comments: “When you start
bodies was sparked by what has been how these games can be sold off so looking at $100 for Virtua Racing you
described as “a massive number of cheaply. The truth is that the budget start to get beyond a level that is
complaints” to the OFT from the general range has been bolstered by an anything like reasonable. That sort of
public, retailers and publishers. overstock problem that saw several money for a video game is simply
The MMC is due to submit a report to million unsold and ageing cartridges outrageous. It creates an atmosphere of
the DTl in October. blocking Europe’s retail channels last cynicism and suspicion amongst CodeMasters seem to have a policy

year and meant that retailers were

consumers, and there is no need for it.”

of producing reasonably priced carts

THE SHOPS SPEAK

We wanted to know exactly how the retailers feel
about the current discounting situation, so we asked
the managers of four High Street stores (ones which
are currently imposing substantial discounts on
computer games) how they felt about the whole

pricing issve. This is what they had to say...

“My overall view is that there are very, very few
titles that can justify a £50 to £60 pricepoint.
Generally, prices are too high and if people
charged more realistic rates, then we wouldn’t have
this problem, because there would be more traffic
going through stores and enough customers for

everyone without having to resort to desperate price-
cutting tactics.

“] think that A+ products could come out at around
£35 to £40 but there would only be ten of those
at the most. The rest would be £25 to £30, or
possibly even less.

“Certainly it's difficult to imagine people being
happy about paying more than £50 when they’ve
seen top titles like Sonic 3 at £44.99. They’ll think
‘well if they didn’t want me to pay £50 for Sonic,
how dare they ask me for £50 for anything else?’.”

GERRY BERKLEY
Games Manager, HMV
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The
Codies
J-Cart offers
cheap four-
player fun

we use that to try and give the
consumer value for money.
“That doesn’t always mean
publishing low-
price carts. We'd
never go to the
shockingly high
levels of some
publishers (£65 to
£70) but we will
release premium
price products.
The difference is

genuine value for money.

“There will be a J-Cart series of
products, for instance, which will be
cartridges with two joystick ports built
into the back of them, enabling four
players to participate and eliminating the
need to buy a four-player adaptor.”

With a £15
discount, retailers
make practically
nothing on a cart

we will build something in that means it is

they don't want to. High Street prices are
falling at the moment but that is despite,
rather than because of, Sega
and their third parties.

FIGHTING FOR A
SHARE OF A
SHRINKING MARKET
And they are not falling from
concern for the consumer or
any desire to offer real
value for money, they are
falling because after a
period of phenomenal
growth, the games market is
now in something of a hiatus between
the glory days of the Mega Drive and the
arrival of a truly mass market next-
generation console.

Simply, people aren’t buying as
many games
as they were,
and retailers
are fighting
harder and
harder to
retain their
share of a
shrinking
market. That
IS why your local games store is offering
the best new releases at £10 to £20 off
and while the discounting is welcome, it's
actually a sign of a market that is in
something approaching a crisis and is
not being helped one jot by publishers’
insistence that games should sell at
between £50 and £60. All the reductions

The first game that you are
will be Tennis All & ® ® etting are
Stars, and it looks Whlle d ISCOU l‘ll'lllg geing%aken
likely to retail at & on ¥y out of the
around £50. A is WEkOI'ne, l' S @ retailers
standard four- © margin; Sega
player adaptor ign 0' <l mﬂl'l( e¥  andthe rest
costs between ® ® ® still charge
£25 and £30 and ﬂppfOﬂCh"‘lg CEFISES storesustas

so the value for much as ever
money is undeniable. And if
CodeMasters can do it, the question has
to be, why can’t everybody else?

After listening to a series of
embarrassing silences punctuated by the
odd flimsy excuse over the last few

years, the real answer might just be that

it might just be them that end up paying a
very high price indeed.

Turn over the page to find out exactly
why Sega are imposing bigger RRPs
on carts than ever before...

“1 think i*'s a result of the market being smaller and
everyone having to fight very hard for their share.
It's also a question of having to maintain credibility
with customers by offering realistic levels of pricing.”

DAVE KING
Games Manager, Virgin

“1 hope that the NBA Jam launch proved a point; that
some titles can take a premium pricepoint and if no
one cutls, then the product will still sell.”

PAUL LLOYD-ROACH
Operations Director, Game Ltd.

for the product. If Sega carry on, however,

CDS CONTINUE TO COST MORE

Many thought that the arrival of the Mega CD might
herald a new era of more reasonable prices.
It hasn't. In all but a few cases, CD
games are just as expensive as cart
games and even the exceptions

are not priced at anything like
the level of music CDs.

Sega’s European boss, Nick
Alexander, concedes that the
production cost of a CD is about
ten per cent of that of a cart (most
estimates actually put the cost of the
manufacturing of a Mega CD, including

packaging, at under a pound) but still insists that
the £50-plus pricepoints are justified.

He explains: “The development costs are, on
average, five times higher than on cart but the real drawback at the moment is that potential sales
volumes are limited because of a limited installed base.

“Typically, a good title might do 500,000 on cartridge and only 50,000 on Mega CD. When
you combine those factors, the production costs of CDs are actually 50 times more per unit.”

Another reason for the high prices, however, is based more on greed than on logic. Firstly,
Mega CD represents new
technology. Manufacturers
always charge more for new
technology and customers
expect to pay more for new
technology. This means that
the Mega CD is currently
enjoying a period during
which it can quite simply
get away with charging
high prices.

Secondly, if ycu can get
a nice shiny CD that plays
fast, visually stunning games, | 7
loads of video footage and a . 2
rockin’ soundtrack for £15 to o e VY |
£20, how is it going to look if w-ﬂlekmundormm:wcbpdou
the same company is charging
£60 for a couple of vaguely interesting looking sprites slugging it out in a game is of the
same standard as hundreds of others before it? Cheap CDs would make the carts look
very, very dodgy by comparison.

Alexander claims that as the installed
base of CD machines increases then the low
manufacturing cost will begin to play a part
and prices will start to fall.

There is an argument that says lower
priced CDs would make the hardware
platform more attractive and so would
actually help build an installed base more
quickly, but it's not an argument that has

Should CD games really be cheaper? convinced Sega, not yet.

pass CD
savings on to the consumer

“We at Future Zone aren’t in favour of a price war,
but now that there’s one going on, we’ll win it. If
discounting is the way people choose to be measvured,
then we’re not interested in matching anyone, we’ll
simply beat them.

“This is going to go on for some time, and the
likelihood is that it will squeeze out some

independents and frighten off some of the
department stores.”

TONY PICKUP

Managing Director
Future Zone
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the computer games market,
Sega’s RRPs are as high as (if,

no higher than) ever. Here are

the reasons why...

EXCHANGE RATES
® Sega — and the whole European
games market for that matter -
are at the mercy of international
exchange rates. And during the last
couple of years the mighty Japanese
yen has shown no mercy whatsoever.
In 1993 it rose by 35 per cent and
knocked official price cuts right off
the agenda.

The story goes something like this.
Sega Europe have to buy their carts from
Sega of Japan and they have to pay in
yen. In 1992 if Sega of Japan charged
2,106 yen for a cart, that would have cost
Sega Europe £10.

Now, if Sega of Japan charge 2,106
yen, it costs Sega Europe £13.50. Sega
of Japan aren't actually charging any
more for the goods, but Sega are paying
an extra £3.50. Their profit margin has
been squeezed and the last thing they
want to do is sell on to retailers at a
lower price.

The other interesting exchange
equation is a comparison of retail prices
in the world's two biggest markets; the
US and Europe. In the States, the
average price of new Mega Drive
software is $40. At current exchange
rates this works out at £33.50. It has to
be pointed out, however, that this is not
a completely fair comparison, and this
IS why...

Firstly, the UK price includes a 17.5
per cent cut for the Government.
Secondly, US retailers traditionally take a
far smaller margin than UK stores. As
Sega’s president, Nick Alexander, points
out: “Over there it's the norm to pump up
the volume and settle for low margins.
Over here, heavy discounting such as
we're seeing now is newsworthy.” So
there you have it.
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VALUE FOR MONEY
@ The theory here is that while

you might pay more for a video
game than in the US, the challenge of
completing it coupled with (hopefully)
addictive gameplay will bring you back
time after time. This means you will rack
up hour after hour of enjoyment for your
money and in the end the time/cost
ratio will even out with that of a movie
or album.

There are a few Mersey-tunnelish
size holes in this one. Firstly, try telling it
to someone who bought Revolver in 66,
Exile on Main Street in '72 or even
Nevermind in '91. Did they, perchance,
play them to death for weeks after they
bought them and is there not just a
remote possibility that they still dig them
out for a quick blast now and again?

Secondly; the movies. Well yes, they
do only last a couple of hours or so but,
contrary to rumours, length doesn't
guarantee enjoyment. A film may be over
in 120 minutes but its impact and the
enjoyment gained from it can last an
awful lot longer. Whole lives have been
based around Spinal Tap and, sad but
true, entire wardrobes were inspired by
Saturday Night Fever.

Finally; T2 — Judgement Day. This is

A cart should keep you playing. T2,
sadly, fails to give value for money

THE CASE FOR
THE DEFENCE

Despite the discounts retailers
are having to impose to stay in

a bit specific perhaps, but you get the
point. Some games are, frankly, rather
duff and sometimes after parting with
your hard-earned (perhaps the licence
grabbed you or you may foolishly have
trusted a review from a less reputable
source than dear oI’ MEGA) you will find
yourself with a game that couldn’t
provide nano-seconds of vague interest
let alone hours of enjoyment.

State-of-the-art technology,

multimedia studios, cutting edge
development tools, er, silver clothes,
jargon, keep using long words and hope
no one understands.

Games, you see, are technology and
technology costs big bucks. Besides,
every time you make a game you have to
invent all sorts of incredibly expensive
machines that go beep just to make sure
it's better than the last one.

On top of all that, CD games mean
that you also have to incorporate video
production costs and book studio time for
the soundtrack, etc. That is why games,
complicated, high-tech games, cost more
than music or film.

Yeah, right. And The Stone Roses
are in and out in an afternoon and Primal
Scream buy their own drugs.

As for the movies? When was the
last time you settled back to enjoy the
latest £100 million game after paying
about a fiver for the privilege?

MARKET FORCES
@ If the prices were unfair, people

wouldn’t pay them. Well guess
what? All the evidence suggests that
high prices are putting people off regular
purchasing and that Mega Drive owners
are saving their money for one or two
real biggies per year.

This makes for a very, very tough
market and will ultimately mean
restricted choice and limited variety as a
few brave
companies
gamble on
getting an NBA
Jam and the rest
opt out in case
they end up
with TOYS.

SEGA SAY...

Well actually Sega say very little. They can't
really, as Retail Price Maintenance was made
llegal in 1973 and so Sega have to be seen
to be totally disinterested in the price at
which retailers sell their products. Their
every utterance will also be examined in
detail by the ever-mindful Monopolies and
Mergers Commission.

All Sega Europe’s usually ebullient
president, Nick Alexander, would offer in the
company's defence was that “if customers
are getting what they want for £15 less, |
would imagine they are very happy’.

There’s no doubt, however, that
privately Sega are concerned about high
prices tarnishing their image with the general
public and, although these cuts cannot be
attributed in any way directly to themselves,
they will take some credit as the price
reductions are seen on the High Street as
Sega price reductions (even though Sega
themselves are selling the product at exactly
the same high price they have always sold at
and the retailers are cutting their own margin
in order to offer discounts).

Sega are being a little more pro-active in
other ways. The introduction of the Mega
Drive 32 peripheral has been partly inspired
by a desire to keep away from the £100 price
points that would have been inevitable if the
32-bit hardware chips required to play Virtua
Fighters and games of that ilk had been
included in the software every time.

Now, Sega are keen to point out, Mega
Drivers can make one payment for the
hardware improvements and then buy games
that support it at more reasonable prices.
(OK, £60 is a lot, but it's better than £100.)

One senior source told us: “At £100 you
are not looking at a mass market, you are
looking at a specialist market, a hobbyist
market - that's not something that interests
us. Mega Drive 32 means those sort of price
tags can be avoided and the next generation
of software will be affordable.”

The next
generation of
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A division of
SOFTWARE PLUS,
Britain's largest independent
specialist retailer of
computer games.
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This month, in the frantic search for a question,
we ask “know any good conspiracy theories?”

SIXTEEN
REVIEWS

2 MARKO’S MAGIC FOOTBALL
A small boy named Marko defeats his

various enemies with his ever trusty football.

It's how kids learn in Brazil.

30 PETE SAMPRAS TENNIS
Tennis games are ten a penny, but
this one comes in the form of a J-Cart. What's
that then? Eh? Turn to page 30 to find out.

32 STAR TREK: THE NEXT
GENERATION

New crew, new ship, new effects, new sets
and the same stupid plots. Good, bad,
indifferent? Find out on page 32.

3 TOMCAT ALLEY

Nothing to do with cats, actually. Or
alleys. More a sort of huge fighter plane
extravaganza than a pet show.

3 AX-101

They said it couldn’t be done, but
here's a game you can finish during an
interval of Brookside, and you won't even
miss a second of your favourite soap.

3 NBA ACTION

Basketball fun with the guys from
the NBA. Drive to the line. Jam it in! Um, put
it in the hole thing!

3 DARK WIZARD

More CD-based role-playing
tomfoolery. Insomniacs rejoice!

3 SHADOW OF THE

BEAST 2 CD
It’s like the old game but on a... no, hang on.
It's a new CD-based edition of an old game.

40 INSTRUMENTS OF CHAOS:
STARRING YOUNG
INDIANA JONES

The star of this game is like old Indy, but
younger, for some reason.

4 FIDO DIDO

Remember Cool Spot? Well this
bloke's the European equivalent of that
bloke. But is the game as good?

4 SENSIBLE SOCCER CD

It's a new CD based... no, done that.
It's like the old game but on a CD, which
means lots and lots of CDage, or something.

4 SHADOWRUN

Something of an oddity, this one. Let
our friendly reviewer explain. Please.

4 4 ROUND-UP
This is the part of the reviews section

where you will find the worst and most
obscure games currently available.

ANDY DYER

“Well, it's funny you should ask me that, because, um... no,

| don't.” Andy you see, only knows one thing; games. And
what's he picked as his game of the month? “Marko’s Magic
Football, for its ability to induce foul language.”

“Gorgeous to FIDE
look at, but it gets
annoyingly difficult
towards the end”

MARKO’S MAGIC FOOTY - PAGE 26
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PAUL MELLERICK

Paul wasn't prepared to answer this month’s question, but he
did say that his game of the month was Top Car Annie. He :
must mean Tomcat Alley. He never could spell. He told us that

.I o
Lu

he'd only picked this game cos “it's the best of a bad lunch”. R
“Very

frenetic, very
nicely shot, but just
too darn repetitive”

TOMCAT ALLEY - PAGE 34
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JOSSE BILSON

“Ah, yes. | think you'll find that plants are controlling the Earth’s
economy from the Kew Botanical Gardens, and that very soon
we — | mean they — will emerge to take their place at the head
of society. And my game of the month is Star Trek.”

“If you're
just a normal

person, you’ll get bored
of this fairly quickly”

STAR TREK - PAGE 32
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JON SMITH

“No, I'm not going to answer that question. | have nothing
to hide, as my lawyer, who takes a very dim view of this
sort of damaging speculation, will make clear. Oh, and
Pete Sampras Tennis is my fave game of the month.”

“The built-in
four-player option
bumps up the score
quite substantially”

PETE SAMPRAS TENNIS - PAGE 30
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Does this import
game come from
the US or Japan?
How many people can
play the game?
How many skill
levels are there in
the game?

A good one this, how
many lives do you

have? Important too.

How many stages do
you have to play?

Is there a battery back-
up or password
system?
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Game Review

“Good morning, I'd like a
weapon with which to save the
world from being overrun by
sludge monsters.”
“Certainly Sir, we have guns,

missile launchers and grenades.
What do you fancy?”

““No, no. Actually | had my eye
on that foothall over there.”
Andy Dyer sighs then gets on
with the review...

This is a map of the
play area. It’s quite
big really and
contains 13 levels,
e " . the first 10 of which
s are fairly easy and
the rest of which
are bloody hard

The bloke on the right is, allegedly,
a scientific genius. But if he’s so
bloody clever, why hasn’t he
invented some hair restorer which
works, or bought some contact
lenses for that matter? Yeah,

tell me that eh?

Q01 3008

= 3

There’s something very strange about this bloke. He has a tiny head, but if

you kick the ball at him, he swallows it whole and his head goes all big and

round. But that’s all he does. Nothing else. He serves no useful purpose
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This is the training area. It’s Marko’s back yard and it’s full of targets so
that you can practise all your moves. You can kick the ball at three
different heights, head it, jump on it, crouch and do a running kick

ne morning, a very long time the Americans especially had a hard time
ago, a bored pig farmer thought  getting to grips with it.

it would be quite a laugh to So it was that in order to popularise
slaughter one of his pets, it, the National Bladderball League

inflate its bladder and kick it around a bit  changed the name to football, introduced

with a few of his mates. Whenever the words such as “goal” and “foul” into the
bladder ended up at the far end of the game and once again tried to sell the
field, the pig farmers would shout “oink” idea to the rest of the world. And it

and a point would be gained. During worked, apart from in America, where
heated bouts, the farmers would often they simply said “Gee, isn’t that a bit of a

punch each other's lights out and the cry  faggot's game?” and proceeded to
of “chicken” would go up. Even back then reinvent rugby but with loads of
the English were looked upon as more protective pads in it.

than a little strange for

’\ playing this game, and l _
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This pony-tailed wench appears all over the place, and when you get near her
she takes a photograph of you. “Why?” | hear you cry. Well, she’s a restart
point you see, and when you die, you only go back to the last girl you met



Game Review

THE WORLD CUP

Football grew and grew in popularity and
with the advent of the video-games
industry, all the couch potato fans with
their 40 tabs a day and 12 pints a night
lifestyle could actually begin to
participate in the game from the comfort
of their own armchairs. Still the
Americans were unconvinced. Try as we
might to sneak some soccer games into
the States and take them on their
blindside, all they could offer was,
“Soccer sims huh? Hell no, let’s design
another baseball sim”.

So one day, a small chap wandered
up to America and said, “Psst! Wanna buy
a World Cup
competition? Think of
the marketing
opportunities. And
the best part is, even
thoughyou'recrapat @ e
soccer, you get to 1S SVU
play anyway because
you're the host
country. Neat huh?”.

“Wow, that's incredible,” replied
America. “We’'ll take two.”

“Hmm...” said the small bloke, finally
realising the extent of this country’s
inability to understand, and handed over

the contract. All of a sudden,

soccer was the biggest thing
in the US and all

over the
world

(but for
some

reason

..« Haaaa, whooo, hooo, heee, haa...
(Paul, why don’t you kick his teeth
in? - Jon) (He’s not worth it - Paul)

The animation
in this game
bily
stunning

QOB FsSG

How did this picture of Paul
Mellerick get in here? Ha, haaaa...

all the English people went a bit quiet
and sheepish over the course of 1994),
and video game after video game was
suddenly thrust into the market.

This is just about
the point at which
Domark came in. A
game designer
working there (who
coincidentally
happened to be a
direct descendent of
a certain pig farmer)
went to the
management and said, “Ere, oi've aad
this great oidea for a game loik! Why
don't ee make a footie game about this
bloke what "as got to save the earf from a
terrible slime-related tragedy and
he aint got no weapons but a
special football?”.

“Ah,” said the management.
“Very well done master
Grumbleweed. Your idea is
monumentally stupid on two
counts. For one thing, during the
year in which football's single most
important event takes place, you propose
releasing a game which, as such, has no
football action in the traditional

sense. And second,
your outline sounds

very much like a game called
e i

Soccer Kid, which appeared
on the Amiga and SNES quite
some time ago. Your idea, it
would appeatr, is, while very,
er, zany, just a little unoriginal
and spectacularly misses the
whole point of 1994 in respect

@

... Waaa, haaaa, haaaaa, hoo, hooo,
he, haaaaa, did you hear that Jon?...

of the whole soccer thing. Bugger off!”

Understandably miffed, the designer
showed them a working version of his
game which he'd knocked up the night
before. “You see,” he said grinning like a
Cheshire Pratt, “It's got a gert load of
‘'orrible slimey things in it. Hur, hurrr!”.

“Yes, we see,” said the
management, slightly irritated by the man
put at the same time very suddenly
realising that the game was just a bit
smart. “Leave it on my desk and I'll get
back to you on it.”

“Urr, oi thank 'ee very much,” said
the bumpkinesque
gamester as he
contentedly
wandered out of
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... 1 said, where did that picture of
Paul come from? Heh, hee, heeee...

the management’s office whistling a poor
rendition of “Blackbird, of’'ll 'ave 'ee”.

CLASSIC GAMEPLAY?
The management immediately picked up
the phone, pressed the direct line button
to The Boss (not Bruce Springsteen you
understand, but the large, intimidating
and rather sinister Boss of Domark) and
explained what had just happened.
“It was Grumbleweed who
designed this thing you say?” said
The Boss in a tone that could put
the willies up a marine. Turn
over
s

e
o3

“Yes Sir,” said the
my time, the man’s a >

management.
.

“Then stop wasting
A1
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Heh, heh... Ahem. Sorry. Here’s a ghost. Normally, meeting spirits would be
frightening beyond measure but Marko simply kills them with his ball. Mind
you, it could be worse, he could meet up with Mellerick. Waaaah, haa...
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(Jon, could you get Andy to fill this
caption in when he gets back from
the dentist? - Paul) (P’ll do it - Jon)

For those unfamiliar with this sort of
thing, the technical name for it is
“workman’s arse”. Very unpleasant

fool!” snapped The Boss. Things were
not looking good.

“But,” said the management, “we've
been thinking. For a start, the game’s a
whole lot better than Soccer Kid ever
was. This little Marko chap can do a
whole heap of things with his football and
no doubt if we do ever release it, a
magazine not unlike MEGA will show its
readers all the moves by using a series
of little cut-outs. But anyway, the point is
that he’s got all these moves and you
tend to find that each different level
brings a different challenge, most of
which can keep you guessing for a while
until you realise which of Marko’s moves
will get you out of a specific situation. It
seems to contain the classically good

gameplay in which
you're stumped at
various points, but
once you've
cracked that bit,
you wonder why
you didn'’t think
of the solution

before.

What's

more..."
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That green thing on the right is a shaft of sludge. It sort of rises up through
the ground and as you can see, if Marko touches it, he gets sent flying in
the air and, in this case, falls into a duck pond. What a disaster!

“I'm getting bored,” hissed The Boss.
“The last person who caused me to yawn
ended up coding Edutainment titles for
the low-end PC market.”

QUALITY GRAPHICS?
“Gulp,” gulped the management, “the
thing is, the game Is also gorgeous to
look at. Not only
are the levels well
designed, but the
graphics are of a
quality rarely
seen and the
animation is
subtly stunning.
Each time you
play you notice a
new piece of
animation that
you didn’t see before. Actually Boss, the
bottom line really is that this is a sort of
platformer of quite intriguingly good
quality, but which has a football theme
which while it doesn't tie in directly with
the World Cup will undoubtedly ride the
wave of current soccer popularity both
here and abroad. It's a winner.”
‘Hmmm,” pondered The Boss, “it

* G 'E

The circus level is where things start to get a bit tricky. Not only do you get
a load of vicious clowns wandering about but there’s also a whole heap of
baddies from the previous levels in there too. (Psst, Andy’s back - Paul)
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Each level

brings with it
a completely
different
challenge

does sound rather engaging. What
about difficulty? |, um, assume...
well, the usual?”

“Oh yes Sir,” beamed the
management. “Most of the levels are
nice and straightforward and then it gets
annoyingly difficult at the end, so there’s
no danger of a decent difficulty curve
sneaking in.”

"Excellent,”
boomed The Boss,
“that’ll piss the punters
off no end. We'll do it.”

“Thank you Sir.
And what should we
pay Grumbleweed?”

“Pay him? PAY
HIM? He's an idiot,
we'll have him killed
once we've got his
files,” screamed The Boss.

The management were disturbed.
“But his next game might be even
better,” they said.

“Good point, go ahead and check it
out then. Good day.”

Minutes later young Grumbleweed
had been summoned into the
management suite of Domark. “Liked your
game Grummers,” said the management,
“what are you working on next?”

“Well,” grinned Grumbleweed, “it's
moi pet project actually. Oi've been
workin’ on it for years. It'll be a turnip
farming simulation.”

“Oh dear,” thought the management,
“time to call Slasher McGinty.”

® Andy Dyer

(OK Andy, you can finish it off - Jon)
Mnfn, grimphg. Mfprglemnf nfm mnfg
gsmnrgfw ngmm. Aw, mumfngrk!

PUBLISHER: Domark
PRICE: £44.99

RELEASE: June'%
CARTRIDGE: 16 Mbit
CONTACT: Domark 081 780 2222

Just a friendly game of one a
side I'm afraid

There's only the one skill level
You start with three lives but you
can collect more

There's a password system, but
not a password for every level

More than 12 levels, er, but not
many more; 13 actually

O60GC

O
2 ®¢c of
om Om og o;
°a
.Iﬁ

=
.3.

G
@
S

=
L
@
G
=
A
®

-
oA

“Not totally
original but it's

all so satisfyingly
polished that you’d
be a jerk to
complain. Dodgy
difficulty curve

but all in all it's

a belter”

PERCENT




FIFA INT, SOCCER
ALADDIN

ETERNAL CHAMPIONS
MORTAL KOMEBAT
PGA TOUR GOLF Il
JUNGLE STRIKE

COOL SPOT
FLASHEACK
MICROMACHINES
SENSIELE SOCCER
LZ20MEIES

ROBOCOP V TERMINATOR
SONIC SPINEALL
EANDSTALKER

FOOTBALL CHAMPIONS
PLAY BY MAIL

Are you sick of complaining about the Manager? Does he always

make the wrong choices? Do you think you could do better?
A\ Then here's your chance - Football Champions is a totally
interactive management game based on the English Soccer
League where you play the part of the Senior and Youth
team Manager and Coach. You control the team, pick the
') players, buy and sell on the transfer market, give the
Y team pep-talks at half-time and call them in for training,
| so when that final whistle blows you'll only have yourself
J to blame!!
Football Champions offers a depth and challenge unseen
& in most other play by mail soccer games. With over 1000
| active players the game has grown to become one of the
largest and most popular soccer simulations in Europe. You
don't just have a list of 11 players who play in the same posi-
tion week after week, you get to choose from a squad of over
40 players with mixed abilities, personalities, strengths and
weaknesses. As their Manager it's up to you to get to know your
" 1§ players and place them in the position best suited to their skills,
| ! J changing their position and team formation every week until
..+ / you hit the right formula!

IT'S AS GOOD AS THE REAL THING!

Features include = Full transfer list = Player profiles, abilities and

e personalities = Injuries = Scout for new players = Scout other

—p— S e ) teams = Move players freely between squads = 16 player posi-

J *[-Féi)h - \ tions from Goalkeeper to Centre Forward = Choose between

ENRET WA 8 different pre-match and half-time pep-talks = Choose

A training programme from 13 different types = Minute by

minute text-based match reports * League Newsletter every

turn » League tables = Messages from other teams » Usually two matches per turn and could

be as many as four = Cup competitions for Senior and Youth teams = Simple fillin-the-boxes
order system. Kenny says, "Play Football Champions. It's got me back into it..."

FANTASTIC FREE OFFER

PLEASE LIST YOUR 3 PREFERRED TEAMS:
1st Choice

I KT i coOoONSOLES
TEL: 0847 6694Y

26 PRINCESS STREET, THURSO, CAITHNESS KW14 7BQ

Game Exchange Service

SNES ® MEGADRIVE ® NEO-GEO ® HANDHELDS ©
8 BIT MACHINES
PC ENGINE & CD'S ® MEGA CD

Please feel free to phone & ask

about any game of any system.
We Play Them All 1!




Game Review

“Pete Sampras
is endorsing
this game,” we
told Jon Smith.
“Sorry, who?”
“Pete Sampras,
the world’s
number one
tennis player.”
“Oh, right... er,
Pete who?”

PETE WHO?

All right, so he’s not as famous as McEnroe,
doesn’t have Borg’s messianic charisma, or
even Becker's amusing piggy features, but
he is the best tennis player in the world. And
that's official. If you don’t believe me, just
check out some of these facts.

1. 1993 International Tennis Federation
Tennis World Champion.

2. World ranking number one singles player.
3. Winner of Wimbledon, US Open, Australian
4. Served over 1000 aces in 1993.

5. Youngest ever
US champion

uring these times of commercial
cynicism it really is a source of
constant wonder and comfort
that more and more high
achievers from all walks of life, and
especially it seems, sport, are taking time
out from their busy schedule to
commission or contribute to the
production of “product” for us mere
consumers to buy. Take Pete Sampras —
or “who?” as he’s often known. Touring
the world and playing a physically and
emotionally demanding sport like tennis
at the top level and desperately striving
to maintain a number one seeding would
leave most of us with little time for
anything else, but Pete, bless his little
cotton sports socks, isn’'t too busy to take
part in the development of a computer
version of his beloved livelihood. I'm
touched - | really am.

FOUR-WAY FUN

In fact, all-round nice guy that he might
well be, | bet it was Pete’s original idea
to incorporate the cart’s
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Sampras to serve, having lost the first point of the match to a lowly ranked
woman in a blue dress. We can’t be having that
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major selling point. Not only is Pete
Sampras Tennis a game, it's its own
four-player “multi-tap”. The J-Cart, as
it's known, has two additional joypad
ports for four-way fun. This apparently
costs next to nothing to add, and the
savings have been passed on, again
because Pete put his foot down no
doubt, to you. Now why didn’t | think of
that? Because I'm not as clever as
Pete, obviously.

BASIC GAME ENGINE
It's certainly a worthy innovation, and

one that we all agree is a top idea, but as
far as new slants on the now traditional
tennis format go, that's as far as Pete
and his team of top developers got. In
fact, deep down Pete Sampras Tennis
has one of the simpler tennis engines
around. Within the usual three
dimensional view, you have two types of
stroke (a lob and a “normal” shot),
augmented, as is traditional, with a
certain amount of directional control from
your joypad. Push Up and Right, for
instance, and the ball shoots off to the
top right corner of the court if you're
playing up, while the same direction will
produce a drop shot towards the right-
hand side of the net if you're playing
down the screen.
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The amount of control is also
affected by your player’s position relative
to the ball, and the timing of your swing.
Catch the ball early in your swing, for
example, and it's far easier to send the
ball off to your racket side than the other
way. Similarly, catch the ball on the rise
and it's far more likely to shoot off up into
the air. So far, so usual...

CHEAP "N’ CHEERFUL
Graphically, it's probably most polite to
describe Pete Sampras Tennis as cheap
'n’ cheerful, but as the men at
CodeMasters would doubtless point out
by pointing at Micro Machines, there’s
nothing wrong with that. The players,
despite their painful-looking wooden-
horse-style hobbling, are fairly mobile
and responsive, although it would have
been nice to see a bit more depth to the
graphics. Why not have two different
swings for the two different shots, for
example? It might be just icing on the
cake, but what's a good cake without its
icing? Yeah, a pudding.

THE MORE THE MERRIER

So, yes, it's a fairly basic, no-frills tennis
game with a less than legendary
licensee, but you can’t help coming back
to the cart’s major plus, the built-in pad
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The different courts in the game - clay, grass and hard - play at different
speeds. The hard court is the quickest, while clay and grass aren’t



SMART CART

Pete Sampras Tennis is just the first of many

titles from CodeMasters that will appear on
the rather nifty, four-player J-Cart thingy.

Thanks to CodeMasters’ brainwave of bolting
a couple of ports on to the game board itself,

we can look forward to inexpensive four-
player action in (deep breath) rugby, soccer,
American football, ice hockey, basketball
and Micro Machines 2. | think I'm going to
wet my pants.
The J-cart
in action,
yesterday.
“It's
amazing,”
said one
onlooker

ports. A game like tennis is obviously
suited for two-player action, but what

comes as something of a surprise is how

much fun a game of doubles can be.
The court is fairly small, so given a
modicum of organisation any team of
two can keep rallys going for quite a
long time, either against a computer
controlled pair or human opponent(s).
Obviously the will to win is only
strengthened by being part of a team,
and as the game unfolds you'll get
plenty of opportunities to berate your
partner and ridicule your opposition in
almost equal measure. The more the

merrier may be a cliche, but in this case

it's also very true. The fact that this
game includes not only a four-player
option but the free means to use it,
bumps up its score by at least 10%.

® Jon Smith

& X

Torvill and Dean (top) undergo a stunning transformation to re-emerge on
the sports scene as Britain’s leading Tennis Dance Team

Ah, good old
blighty. Good old
Wimbledon in
fact. Set inside
the Houses of
Parliament, it's
now the world’s
most prestigious
tennis
tournament
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There’s a short
tutorial option to
familiarise you
with the controls.
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It’s that lady in blue again, but now she’s two games to love up against the
men’s world champion. What a gal!
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PUBLISHER: CodeMasters

L
F

PRICE: £44.99

RELEASE: June'%
CARTRIDGE: 8 Mbit
CONTACT: CodeMasters 0926 814132

One to four players can take part,
using the J-Cart adaptor

No skill levels as such, but
some players are obviously better
than others

You don't die playing tennis!

You get passwords in the
tour mode

There are 30 different players and
33 different venues
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“1t's a fairly
simple and

far from
breathtaking
tennis game,
but the J-Cart
bumps up the
score a fair bit”

PERCENT

At tense moments in the match your
player may decide to have a friendly
chat with the umpire
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Game Review

STAR TREK:
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In case you don’t know what this is, it’s a Romulan, and, at the very start of
the game, him and his lot are going to cause you all sorts of problems

ven with such novel elements as
half way convincing special effects
and planet-scapes and a brazenly,
shamelessly wigless captain, Star
Trek remains the same deeply stupid and
easily plotted show that it always was.
Think about it. Invent a problem, any
problem. Strange anomalies in the sensor
readings around a previously
undiscovered star, for instance, or a race
of hyper intelligent gas clouds that suck

SENSORS

SENSCRS D

Check
out the
place at
which
you've
just
arrived
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the energy from the Enterprise’s
batteries. Now begin the programme. The
problem emerges, and is defined by
some further made-up scientific Bunkum,
usually spouted by Data, or previously,
Spock. Stretch this bit for about half an
hour, adding some human interest angle
to uncover this week's focal crew
member’'s personality. Next, preferably
after “beaming down” to at least one
planet, wrap the whole thing up with an

COMPUTER

COMPLTER

The
train-
spotters
amongst
you will
love

this bit

equally meaningless and ad-hoc solution
to the problem, usually involving Geordie
(Scotty) and a new-fangled machine.
Simple really, and more than good
enough to suck in a fair portion of the
world’s more anal escapists.

PANNING AROUND

Whatever it is about the programme that
sucks these people in, it's clearly
marketable enough to spawn a computer
game, and the format adopted presents
the sort of front end that could conceivably
be backed up with different plots to make
what would basically be a different game
each time. What
you've basically
got is a menu

Down on the planet you get a
chance to shoot people. Great

quite a fun shoot-'em-up space battle
section, and the communications system,
which shows any verbal exchanges that
take place. The transporter is the only
way to get to the
other main part
of the game, the

system in — wait missions.

for it — graphical ﬂwqy I'etlll‘l GII‘ICI

form. You pan NO REAL
around the bridge, ""dge CII'OI.Il‘Id LEEWAY
looking at the @ As you zoom
variouscommand | CIli@m landscapes  aouspace
centres and you'll receive

accessing them with the touch of a button.
Once into a system, you're generally
confronted with a more straightforward
text-driven multiple choice approach.

The main exceptions to this rule are
the tactical computer, which gives access
to a map grid and weapons control in

ENGINEERING
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This is
where
you can
repair
your
ship
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various messages and orders, giving a
venue for the latest mission. As each
mission is completed the plot is slowly
revealed. Smart, eh? Well, yes and no.
While the front end gives the impression
of almost infinite flexibility and you can
travel to any of the many planets within

TRANSPORTER

QIsl ! Flxi=
AR ARARER A
ALAKAKARA

Who
wants to
go down
to the
surface
of the
planet?
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Fight
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Josse Bilson has never been much of a fan of
Star Trek the television show. So he wasn’t
expecting great things of the game of the series...

1IERATIO

Yet more people for you to, ahem,
interact with, probably

range, the game gives no real leeway.
Until you've finished the current mission,
it's impossible to beam down to any other
planet and, bar the odd rogue Klingon,
nothing happens.

AWKWARD MISSIONS

This wouldn’t be a problem if the
missions were as well thought out and
engaging as the rest of the game.
Unfortunately, they're not. If something
can be both a game’s weak link and its
bottleneck, then these missions are.
Taking the form of isometricish,
sometimes puzzly epics of aimless
wandering, they both look and feel dated.
You, in your role as captain, put together
an away team and trudge around the
alien landscape, either solving “puzzles”,
usually a question of finding some objects
and putting them somewhere else, or

CAPTAIN

say to
me this
time?

x
ok V) j

Possibly the best, and most famous, bit of the Enterprise is the transporter
room. Everyone on three... one... two... three... ENERGIZE!

simply searching for trapped miners in a
huge, largely featureless mine or some
similar needle/haystack arrangement. If
you're the sort of person who enjoys
making maps, then it won't be a problem.
If, however, you're normal, the chances
are you'll get bored fairly quickly. Add to
the size of the missions the fact that each
time an away team member s injured, all
your personnel are automatically beamed
back up to the ship and can then only

You can
use this
bit to
speak to
all sorts
of weird
people

CONN

PUBLISHER: Sega (Import)

O

CONTACT: Video Games Centre
0202 527314

PRICE: £45
RELEASE: Out now
CARTRIDGE: 16 Mbit

Just the one player

Nope, no levels of skill as such
in this game

If the Enterprise is badly
damaged or too many crew
members get hurt, that's your lot

Save the game in the Captain’s Log

Ooh, tons and tons of levels

GRAPHICS 7
00
SOUND r 4
® 0O
beam down to the very start of the
mission, and you start to realise how GAMEPLAY 6
tediously awkward it all is. 90
The saddest thing about Star Trek is
that given just that little bit more flexibility, GAME SIZE 8
or missions involving enough to actually ® O
make you want to complete them, the
innovative bridge system could have ADDICTION r 4

shone through as part of an excellent
bridge between action and adventure.
® Josse Bilson

“Very
atmospheric,
and probably
enjoyable to

real Trekkers,
but a bit of a

e GCONN S

H Set

course
and... er,

. oy disappointment
' word? for the rest
. of us”
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You are Shadow 5 and your wingman is
Shadow 3. And because this is the Nineties,
you're allowed to have a female pilot along
for the ride. But just in case you're confused
as to who's who, here's a quick rundown of
the characters in the game.,

This overbearing guy is your
commander and he doesn’t take
any stick. Listen to what he has
to say because he’s the boss

This is your pilot, his name iIs
Dakota and he’s your typical jock
pilot. He's good, but you see that
woman below...

.«» he fancies her, but she’s a bit
of a hard nut to crack. Thankfully,
she’s a top pilot and your
wingman (wingwoman?)

And this is the guy who does your
job in the other plane. He's a bit
quiet so we don’t really know
much about him, except, of
course, that he's got a moustache

34 MEGA June 1994
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ust what exactly is an interactive
movie? Ever since the dawn of CD
gaming we've been dribbling at
the prospect of playing a film,
making decisions along the way and
altering the plot. Sounds exciting doesn't
it? Well, it is, but when you look at the
logic behind it, you're going to need a
serious amount of film to be shot to give
you enough choices to make it all
worthwhile. And then you're going to
have to make it interesting. Tomcat Alley
gets it about half right.

."" #-

ALL ACTION NO TROUSERS
You all know the film Top Gun right? It's
got that Tom Cruise bloke in it and it's all
about flying F-14 Tomcats and being
lads and getting the job done and all that.
Very commendable, but the only reason
we all went to see it when it first came
out (and if we're being honest here,
when it gets repeated on the telly we all
watch it) was to watch the flying
sequences. Almost every young boy has
aspirations of
being a pilot
when he grows up; flying
big machines is what men do. And
this is where Tomcat Alley comes in.
Unfortunately, you don't get to pilot
this particular fighter, but you do get to
blow things up, which is something at

w

least. You play the targeting and
navigation bloke while your mate up front
is piloting the thing. The object of the
game is to complete missions by taking
out enemy aircraft, telling the pilot where
to go and protecting your wingman (see
the WHO’S LURKING IN THE
SHADOWS? boxout over on the left).
Easy in theory and, thanks to the gaming
set-up and controls, easy to use, but by
no means an easy task.

You will have noticed from the
screenshots that the game is all FMV
(and it's full screen as well) and the main
gaming screen is as if you were looking
straight out of the window. From here
you make all the gaming decisions and
then get ready for action. But this isn't
just a straight shoot-'em-up, because
you're in charge of navigation as well as
weapons. This means you will

need to plot waypoints, use the radio
when you have to and even take some
pictures for reconnaissance purposes.

| don’t know, this guy’s supposed to be a top pilot-type bloke but he can’t
even spot a F-14 Tomcat right outside the window. Where is he looking?

Can you imagine what it’s like to be a Top Gun?
Paul Mellerick has to imagine it,
because with hair like his they’d
never let him fly a Tomcat
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Apparently this is an explosion. |
can’t remember, but it looks nice

Once you've familiarised yourself, you
can then plot your first waypoint and get
ready to engage the enemy.

CHAFFING HELL!

But the enemy doesn't like being
engaged (or married for that matter) and
most definitely doesn’t want to get shot
down. This means their craft move
around the screen very quickly. Using
your air- or ground-based weapons
systems (from the main screen you select
which one is appropriate for the

- terrain
m
— and/or
. mission) you must lock

on to them with your targeting

computer and then let go with one of your
missiles. The supply of missiles is, of
course, limited. And if you take too long
or miss the shot, you'll not only lose sight

This is the main gaming screen;
from here you do all the action

Complete the first mission and
watch as the bomber you've just hit
explodes all over the place



See that button? That’s your launch
button that is. Press it for a laugh

of the fighter, but he'll most likely end up
firing at you. And the only way out of that
is to do some fancy flying. Alternatively,
you can use your chaff, i.e. fool missile
guidance systems so they don't hit you.

FAST BUT REPETITIVE

As you can imagine, this is all pretty
hectic stuff and because this tries to be a
film as well as a game, there are loads of
changing camera angles and the whole
thing is very frenetic and also very nicely
shot. For the first few goes you really are
blown away by the speed at which
everything moves. The full-screen FMV
IS very welcome (and we all know that
the Mega Drive isn't capable of 256
colours or fabulously high resolution, so
I'm not going to comment on the quality
of the picture) and the speed at which
everything moves is great. | don’t know
how they've done it, but it's the fastest
I've ever seen and really
breathtaking at times. The way
the action shots are linked
together also gives the
Impression that you are
not only watching a top
Hollywood action film but
you are having an effect

See that green square (no not the one with a sight in it)? Well, that’s an
enemy fighter; place your sight over it and then fire one of your missiles

PUBLISHER: Sega USA (Import)

PRICE: £50 ()
RELEASE: Out now

MEGA CD: You'll need a CDX Pro
adaptor to run this on a British Mega CD

CONTACT: Dream Machines
0429 869459

0 Just the one player
There are just the two levels of
skill: Easy or Hard

O You've only got one life
When you die enter your initials
to save the game

Avoid an attack (by using your chaff) and you get to see the missile fly past Mmm, not quite sure how many
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you and zoom off into the distance. Phew! Safe for the time being anyway stages, but there are quite a few

on the outcome of the scenes. With the basic icon-only gameplay
However, as | pointed out earlier, the only real skill needed is when you're GRAPHICS &

that's the real problem with this type of chasing a fighter, and even that gets
game; it's just too darn repetitive. Now this  slightly samey the 500th time you do it.
isn’t really the fault of bad programming, The missions do get harder, with more SOUND
it's just the design of the game. You play aircraft to “take out” and the need to
the first couple of missions, marvel at all switch between weapon system in mid-
the action and then play some more. But mission, but a couple of goes is all you GAMEPLAY
by the third mission you've seen most of need to suss out what to do. Also, with a
the action already. Yes the terrain is save game facility, you don't even have
different, but all the action shots are the to do early missions again. Maybe some GAME SIZE
same and because there are only two strategy elements or some more film

outcomes to every decision (you footage would have helped? But as it

either blow up the enemy, or stands we're just left with something that ADDICTION
get blown up yourself) you will look good in a shop window, but will
get bored very quickly. only give you a few hours of enjoyment.

If only someone could cross graphics like uy; I

P R RV this with the gameplay of Thunderhawk. Visvally

into the computer Now that would be some game. OXG“"IIQ and

and away you go ® Paul Mellerick bre ﬂ"l"‘ﬂkillg at
times, but the
gameplay has
been left behind
on the aircraft
carrier”

Select one of the icons and the
screen switches to inside the fighter

To break up the all-out shooting

action a bit, here’s a Top Gun-style
shot. Not bad eh? June 1994 MEGA 35
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Andy Dyer sits

down for a
game of this
during his
lunch hour then
wonders what
to do with the
remaining

20 minvutes

Move the crosshair over that small
enemy and shoot it a bit. Jings!

Do the same with this one. It’s a
strategic little adventure isn’t it?

here are many
things you can do
to earn a little extra
cash for yourself. A
paper round will provide a
few quid a night. Maybe a
bit of DJing at a local club
will bring in quite a few sponds. There's
even consultancy work of various kinds,
which can be very lucrative. As for real
full-time jobs, a solicitor (if he's a good
one) can charge ludicrous hourly rates.
But there's nothing more monetarily
beneficial than becoming an on-site AX-
101 salesman. It works like this...

BUGGER OFF
You contact people with Mega CDs and
convince them to buy a copy of AX-101.
You go around their houses and hand
over the game while taking the £60
payment for the game. Then you stick
around while they play it. In less than an
hour, they’ll have finished the game,
flown into a rage, flung the CD back at
you and told you to bugger off. So you'll
have the game and £60 for an hour’s
work. Not bad eh?

But let's look at the other side of
this situation. Just how racked off would
you be if you'd spent £60 on a game

Under normal circumstances I'd be miffed about seeing the death screen.
Not so with AX-101. It means | don’t have to play the thing any more
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Left: A whirly thing and a
blobby thing. Shoot them,
and then wait for some more
to appear. Rivetting isn’t it?

Below: This is one of the in-
between scenes. Much the
same as the actual game but
no interaction at all

and seen absolutely everything in it
within an hour, including the rather
disappointing end sequence? Mightily
annoyed | would imagine. So how come
this is what's going to happen to anyone
who buys the game. Let's look at the
game structure.

FOR CRYING OUT LOUD

It's full of rendered backgrounds which
smoothly scroll past you in much the
same way as those in Silpheed. Over
the top of this, sprites are displayed and
you control a crosshair in order to aim
and shoot at them. So, it's another plain
old shoot-'em-up in interactive movie’'s
clothing. But that doesn’t mean to say
that the shoot-'em-up has to be crap
does it? What | want to know is, in all
the months the game was being
developed, did no-one perhaps suggest
that it might be just a little too easy?
For crying out loud, games should be
bloody playtested.

You see, developers employ
playtesters not only to spot bugs, but to
work.out a decent difficulty curve. Now,
sadly, console games quite often suffer
from limited longevity, but never to this
extent. Really, | exaggerate not when |
say that having unwrapped the game
and put it in the Mega CD, it was
substantially less than an hour before I'd
seen the end sequence.

I'm not overly angered by all of this
to be honest. I'm baffled by it more than
anything and more than just a little
disappointed. With the right graphics
workstations, almost anybody could
knock up visuals of this standard, but it
takes a special sort of idiot to come up
with a piss-poor product of this
desperate ineptitude.

® Andy Dyer

X-707
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PUBLISHER: Micronet (Import)
PRICE: £59.99
RELEASE: Out now

MEGA CD: You'll need a CDX Pro
adaptor to run this on a British Mega CD

CONTACT: Video Games Centre
0202 527314

One player only (at least it limits
the mental torment to one person)

Three skill levels: easy, easier
and easiest

One life, three continues
Passwords or battery back-up?
Naw, none of that

Stages? Not nearly enough

ADDICTION

71t took me
longer to write
the 400-word
review than fo
finish the

game. Nuff
said, | think”

PERCENT




The Wimbledon defensive wall was
never this well disciplined

Josse Bilson’s

quite happy to
have his Boom
Sakalakad and
his rim shaken,
but can another
baskethall sim

set him on fire?

ust a couple of months after the
Mega Drive basketball bandwagon
rolled into town, MEGA have
dredged up yet another contender
for the crown.

NBA Action is another well-formed
and interesting basketball game that
benefits from an official NBA licence.
Rather than the crazy-bonkers action of
NBA Jam or the street-wise pretensions
of Barkley: Shut Up and Jam, this is
much more a straight sim like, say, NBA
Showdown. So how does it differ from
the mainstream?

The chief difference with NBA Action
is the way in which the game is viewed.
Now I'm not saying that Americans just sit
on their big fat arses all day watching TV

-----

Pete Myers, brother of
Mike, slams it in. Not!

(even though they do), but
the alarming thing is that this
game, while under the pretension
of being a basketball sim, is actually a
watching-basketball-on-the-TV sim. It's
true. All the action is monitored from a
single point up on a TV camera gantry
somewhere high up above the half-way
line. The screen pans round to follow the
ball from one basket to the other just like
any cameraman worth his salt would.

DISCONCERTING
SWIVELLING

All this swivelling is a little disconcerting.
For instance, when you've attempted and
failed a three pointer and the CPU
opposition claims the rebound, they'll
attack, shuffling around under their own
basket, then accelerate down the court
like a startled llama once the Mode-7-
wannabe graphics get under way.

i [ R e & e
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The players don’t like
the spinning either

I'd like to be able to
say that you get used to it
after a while, but you don't
because it's crap. | can honestly say that
all this swivelling has disconcerted me
and I'm not feeling myself right now.
(Then who are you feeling? — Andy)

(I knew you'd say that — Josse)

The designers have also played on
the TV theme by importing NBC's sports
commentator, Marv Albert, but his voice
and the range of samples in no way live
up to the enthusiasm of the NBA Jam
quips... “He draws the foul” isn't in the
same league as “He’s on fire".

FULL-SIZE SPRITES
Speaking of leagues, as we were, I'd
better tell you that you can choose to play
a 20, 40 or full 82-game season on NBA
Action, but you'd be better off sticking to
the occasional exhibition mode because
the slow, jerky sprites and all that
swivelling will doubtless do your head in.
The few nice touches like the on-
screen ref, up-to-date stats and ten full-
size sprites don't make up for
disappointing gameplay, and | only got to
see ten of the claimed 14 “special” jams,
because it was making me feel ill. It's not
such a bad game in its own right, it's just
bad because NBA Jam is on the shelves.
® Josse Bilson

You can just feel the crowd being
whipped into a frenzy. Hmmm
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PUBLISHER: Sega Sports
PRICE: £44.99
RELEASE: Out now
CARTRIDGE: 16 Mbit

CONTACT: Dream Machines
0429 869459

One or two players, or up to five if
you buy the adaptor

Choose skill or nob teams from
the '93/'94 NBA season

Yes, all the players are alive, just

The game's got a battery back-up
memory thing

20/40/82 game season or
exhibition matches

GRAPHICS
SOUND
GAMEPLAY

GAME SIZE

ADDICTION

“This is a
worthy but

unspectacular
sporis sim
spoilt by
swivelling”

PERCENT
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LVDYRKY
LZARD

ver wondered why RPGs have
such a bad reputation? Surely
with top games like Landstalker
and Shining Force for the Mega
Drive, Zelda for the Nintendo consoles
and a whole array of top-quality PC titles,
there's more than enough evidence to
show that they are in fact a good idea.
Well yes, that's true, as long as you stick
to those top-quality games. However,
when you get something as initially
complex and mind-numbingly boring as
Dark Wizard you do start to remember
that RPGs can be the worst sort of
games ever invented.

HUH! WHERE DO | STARY?
This isn’t through any fault of the genre,
it's just the different ways in which
people interpret the game. In Shining
Force there are loads of battles to get
through and even more people to talk
to, and Landstalkeris one hell of a huge
game. Dark Wizard, however, has no
such attributes; yes, it's big, but the
battle sections are way too complex
(and they apparently make up about 90%
of the game) and this means you just
don't want to play it.

| always start off playing RPGs as

This is a battle screen. You’ll see a
lot of these as you play the game

Er, Quentin? Am | supposed to be
scared of someone called Quentin?
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Deeply philosophical, that's
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what Paul Mellerick is. Or at

least that’s how this
game made him feel
when he played it 2

objectively as possible, realising that I'm
actually going to have to read the
instruction manual in order to get
anywhere, but Dark Wizard is so battle-
orientated and text complex that | took
one look at the manual, got very puzzled
by the whole thing and decided just to try
and play the game. BIG mistake!
| couldn’t get anywhere.
i | moved all my characters
%‘ around for the impending
(or is it never-ending?)
battle, and then
got stuck. |
looked at the
manual, played
around with all the
menus and tables, of
which there seem to
be hundreds, and
after ten minutes
managed to move a bit

If you’re a little short on patience, try using the amazing Ring of Fire, which,
amazingly, produces a ring of fire and destroys any surrounding enemies

more. This went on for a

good few hours
and then | just
gave up.

NO FUN
HERE MISSUS
Forgive me if you
don't agree with what
've said, but | thought
games were
supposed to be
fun. Yes, | can appreciate that there are
lots of statistics and figures to be had in
the game. Yes, there are also loads of
enemies, loads of places to visit and
loads of battles to fight, but unless you're
a tedious person with no friends and feel
the need to stay inside for hours on end
in case the sun'’s ultra-violet rays give
you skin cancer, you won't get much

out of this game. Can't say fairer than
that can |?

MOVE TTEM3
BAl | SREUHE

® Paul Mellerick

PUBLISHER: Sega (Import)
PRICE: £49.99

RELEASE: Out now O

MEGA CD: You'll need a CDX Pro
adaptor to run this on a British Mega CD

CONTACT: Telegames
0533 880445

One player, but four characters in
the game to choose from

No skill levels, but the further you
get the harder it Is

Just the one life
Use the CD RAM to save your
games, if you want to that is

There is one (very big) planet for
you to explore

O
2
O
O

AMEPLAY

AME SIZE
90066

DDICTION
#
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“A tediously
complex and
potentially
sleep-inducing
RPG, just when
we thought
RPGs had seen
the light”

PERCENT
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SHADOW
THE BEAS

Josse Bilson gets to grips with the
latest CD tune up from Psygnosis...

atch any of the bands
furiously posturing on Top
Of The Pops, looking ever
so slightly embarrassed to
be upstaged by the dry ice machine, and
you'll get much the same feeling of
disappointment, and yes, pity, that you'll
experience should you choose to spend
any of your time with Shadow Of The
Beast 2. This CD is a predictably tarted-
up rehash of a fairly mediocre adventurey,
puzzley, platformy experience from last
years Mega Drive roster.

PUBLISHER: Psygnosis
PRICE: 4499

RELEASE: May '94

CARTRIDGE: MegaCD

CONTACT: Psygnosis 051 709 5755

Just the one player

No skill levels as such

Just the one life, but you've got
up to five continues

Nope, strangely enough, there are
no passwords

There are just lots of different
places, really

MILDLY IRRITATING

In this case the dry ice takes the form of GRAPHICS

some rather silky animated sequences It’s just you and your trusty mace against this morphing snot monster.

and lots of excruciatingly mistimed and Unfortunately he can move, but should you choose to attack him, you can’t

badly acted speech. The animation SOUND

sequences stream from the CD each delay while the speech is streamed from  UNRESPONSIVE HERO

time you move into a new area orentera the CD. The action stops, a dialogue box  The game itself doesn't really deserve

building, and although some of them are  appears and once you've had more than  this sort of attention. The puzzles aren't GAMEPLAY

superbly atmospheric, they soon become  enough time to read the contents of the really anything of the sort, as the dialogue

nothing more than mildly irritating delays.  box, the CD finally pipes up and reads basically gives you any solutions, and the

As for the speech, well, | suppose it's the whole lot for you again, slowly. Even  control of your character really doesn't GAME SIZE

quite funny, at first. more disconcerting is the fact that you're  cut it. If a game’s going to engulf you in

The hitch here is that the Archers- the proud owner of the sort of booming nasties, as Shadow does, it would be

meets-Tolkein style dialogue isn't meant  American voice last heard on video nice if it also provided you with a more ADDICTION

to be amusing. Oh no. It's meant to be trailers, while everyone else has some responsive hero. Hit out in one direction

deeply mysterious and menacing, which  sort of Norfolk-Eastern European for instance, and it's extremely difficult to

it's not. Equally annoying is the usual exchange student accent. move at all, let alone do any tricky stuff
like turning around or ducking. It's not “Typical of the
really that much fun waging an endless sort of bolt-on
war of attrition against endless hordes of
angry natives, and if it's no fun, then why CD additions
bother? Eh? What's even more of a we're growing
shame is that given the quality of the in- accustomed fto.

ame graphics and animation Shadow of

?he Be?asrpz' really is the classic case of The PG itself?

This is a bit more like it. In your Not so much “little house on the mutton dressed as lamb. Dated, slow and

local you can buy axes and potions prairie” as “shack in the wasteland” ® Josse Bilson fru'fmﬂng"

PERCENT

A fiendish system of goblin switches. A native obliquely Of course, the last thing you want to be doing is getting
hints at “something to do with the lower switch”. Tricky trapped in a pit with a huge wild blackcurrant
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The idea is to collect whatever’s in
the boxes. Or, like Indy, ignore them

h yeah, great. | may be
innocent, but I'm not dumb
enough to fall for another
formulaic platformer whose
cover artwork doesn’t even try to look
like the hero. Starring “Young” Indiana
Jones — what'’s all this? Where’s
Harrison Ford? And no Sean Connery.
Dear me.

French intelligence intercept a
message from German radio - they're
building a Doomsday Zeppelin — and
send “Young” Indy on a mission; a
mission across three
continents that he’ll never be
able to complete because it's
designed so bloody badly. It's
one of the most frustrating
things when a game is
unplayably hard for all the
wrong reasons. There's little
hope of completing this game
because the baddies are
simply so numerous.

There's some lovely animation — the
wadl-defined Indy sprite moves smoothly
(though it’s no Aladdin or Jungle Book),
but you rarely see this because he's
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y about this whole
vidiprinter thing. It's not funny...
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voice...

Or you could just stand around on
platforms and shoot up dead bodies
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It’s bloody great, you can blow up
London Bridge and everything!

INSTRUMENTS OF

CI-IAOS STARRING

Josse Bilson’s young to the point

of being child-like in his
innocence, so we thought it'd be a
good idea for him to review this

constantly being pushed back by a
snake or a scorpion that hasn't even

hit him. The collision detection’s dire,
Indy can jump about eight feet in the
air, then land on wh<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>