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“The realism and tension are unmatched” — Sega Pro.

“The graphics really capture the feel of grandstand|
football” — Megatech. E
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“Astonishingly realistic sprite movement” - Sega MEG
MegaForce.

“The players are highly detailed and move just like the “EA Sports Soccer

real thing” — Sega Power. is set to blow every

i e S P N

other footy sim off

the pitch "— Sega MegaForce.
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Final word: Happy Christmas! Someone has to

B o e  NEWS

This month - the crisis in UK politics, the destabilisation
of the world’s financial system and a special report on the
US fiscal deficit. And some stuff about Sega games too.

1 2.....NEWS FROM JAPAN

Japan - a country full of cuiture, a low crime rate, great
innovation and tons of Sega games! SecaPRro catches up
with the latest...

16 ... .PREVIEWS

Other magazines print previews... er, well, so do we! But
we don't use 'em as an excuse to waste space! Check out
all the New Year releases here FIRST!

1 8...cHASE THE DRAGON

Dragon’s Lairis-one hell of a title. SEGAPRo is one hell of a
mag. So we just had to get together to bring you this
EXCLUSIVE look behind the game!

23............PRO REVIEWS

SeGAPRO is the best source for Sega reviews there is...
and we should know! This month: get your teeth around
Dragon’s Lair, Microcosm, FIFA Soccer and loads more!

62................ PROTIPS

Eight, pages ‘of tips for all the Sega machines, lovingly
compiled by Jason Johnson himself. (Who?) Ah well,
there you go.

70 ... PROTIPS HELP

Jason Johnson (again) takes some of his precious time
out to answer those tncky gaming problems. So kind.

ib
-
72..........SF lI: SCE GUIDE
What a game... and what a guide to Street Fighter Il: SGE'

None of this apalling ‘eight words of text and ten foot [ﬁc-
tures’ approach that other mags are so keen on!

80.........ALaDDIN GUID

We let Aladdin's genie out of the bottle this month v
the rest of the guide to this new classic. Read it and weep
— you won't buy a better solution. "

85........S0PER SAVER$

Being a SEGAPRO reader is great, because you get* S0
much! Not only can you read the best games mag around,
but you get ££££s off the latest Sega-related gear. 4

88..............PROFILE

The BIGGEST, BEST and most COMPREHENSIVE gdide
to ALL those SEGA GAMES to be found ANYWHERE!
NOW HOW DO YOU TURN THIS CAPS KEY OFF?!

Q7......... PROSCORES

So. You think you're pretty darned good at games then do
you? You think getting that score of 10,000,000,000: on
Sonic 2is impressive? Find out here. g

1086 .......susscripTIONS

Why queue in the rain, get insulted by the old guy v&h
lives next door and then forget your wallet, just to I?wy }
SeGAPRO from your newsagent? Subscribe instead! “g

108 ... .PROTEST

It's the letters page! This month: Christmas = just wl'&
cares anyway? (OK; we made that up. It's late y'see.)
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if you can’t feel the

FForce

you don’t stand a

chance..
---have you got what it takes to press

s play77?
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66 The whole game is of a very high quality and

a step forward for the Master System. Action

fans will absolutely love it! 99 (Master System)
SEGA PRO - 89%
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You may be nifty with a spacecraft... you may
be handy with a laser sword...but without the
FORLF you're space dust. The blockbusting
movie comes hurtling towards your screen in
a game that's stormin’. With Obi-Wan Kenobi
and Han Solo by your side, set off on a
perilous mission: to rescue Princess Leia
from the Lord of the Darkside himself -
Darth Vader! Your firepower’'s primed to
take out a flight of TIE fighters as you search
out your final destiny - and send your best
shot screaming into the nerve centre of
the funsul[ Death Star. So take a deep
breath, steel yourself - and "May the Force

be with you..."
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CHRISTMAS CHEERS!

HTAIN'S FASTEST-GROWING SEGA MAG B

It's finally happened. It's THAT time of year and | can already feel the tem-
peratures starting to rise. Aunties, dads and grandmas are already laying
plans for trench warfare on Boxing Day. Walking sticks are being sharp-
ened against bloodstained pictures of elderly relatives while the kids fig-
ure out how to lift dad's wallet while he's helping his brother to the toilet
after one too many glasses of wine.

So there’s only one thing for it. Cancel Christmas. If that's a bit tricky,
make sure you get a Mega Drive or a few decent games instead. And to
help you in this task, we've provided our biggest issue of the year with an P
excellent 100 page free book, stuffed full of Sega stufft So what more
can we say — you really do get poetry from Pro's!

And do have a Happy Christmas, Cool Yule or whatever your religious

requirement is! r’
Nick

NICK I

I'm a bit embarrassed this month as yet another photograph of me goes by
with me still wearing that darned stripey shirt. So my plans for this
Christmas involve me spending a large sum of money on some new
clothes. Or even better, getting my parents to spend that large sum of
money instead. Still, that's the way we celebrate Christmas in the Merritt
household - nail the doors shut and beat each other until we promise really
good pressies fo each other. Happy days.

What could a sophisticated, mature (ahem!) Designer like me possibly want
for Christmas you ask? Well secretly there’s nothing greater I long for than to
wake up next to a jumbo crate of Scalextric or every Subuteo World Cup
team circa 1970. ‘When | were lad’ | had to make do with nasty imitations
like Matchbox Model Racing or some dodgy footy game where you pressed

the player’s head to kick the ball, so if you have any contributions toward my

Christmas stocking they would be gratefully received.

er it like only yesterday. Glinting baubles on the tree, tinsel
everywhere... And there it was, a huge parcel. | stalked it through the
minefield of drawing pins and spent sellotape. In a moment | had
shredded the wrapping-paper only to discover the horror that lay within.
Little could I have imagined the cruelty of my family; all I'd ever wanted
was a Mega Drive and a year’s subscription to SecAPro, but it was not to
be. “Thankyou,” | choked over my broken heart, “it's a lovely jumper...”

JOHNSON
When | was very, very young | sat on Miss Santa’s knee at a local
supermarket. Being a naive child, when questioned on what | wanted for
Christmas | asked for a squeeze of those pointy things sticking out from
under her red and white suit. “Ho ho ho, you saucy thing,” she laughed, as
her hand connected with the side of my face. Even to this day she’s still the
only thing | ever want for Christmas. So, if you're reading this prose Miss
Santa I'll leave a duvet cover at the end of my bed just for you (ho ho hot).

HILL

As a child I've always received ordinary Christmas presents like a Lego
spacestation, a computer, a scalextric set or an electronic pinball game. But
these kind of presents usually ended up in the affic after a couple years
and then at a car boot sale a few years after that. My ideal Christmas
present today would have to be an overseas holiday. The memories and
experiences from travelling are something you can never lose - so I'm
asking my parents for a three week vacation to Australia this Christmas!

COLIN NIGHTINGALE
Dear Father Christmas, please don’t get me any of those green checked
lumberjack shirts from down the market (like you did last year and the
year before). Instead, wouldn't it be nice if you could sort it out to give
me a camper van or maybe a drum-kit. If you can’t afford such gifts I'll
settle for a pair of bongos or failing that a crate of booze - or maybe
more realistically a four-pack of strong lager. Anyway readers, |
sincerely hope everyone gets their just deserts - Merry Christmas!

Following on from
HMV's example of
the Level One
games stores, Our
Price are to hire
games demonstra-
tors for 60 of their
nation-wide stores.
This will be occur-
ring before
Christmas with
more following in
the new year.

But if you're plan-
ning on nipping
along to Our Price
in the hope of run-
ning into a shapely
female games
expert you can for-
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type. The units will allow the punter to select the game from a menu
and watch as all the game aspects are demonstrated and illustrated.
" Not only this, but the games' sections in each store have been

m redesigned to be more eye-catching. In the meantime, check out this
-nice picey of loads of games for you to look at.

MEGA PRICE REDUCTION

The Amstrad Mega PC, the PC clone/Mega Drive combination, has had its price
slashed to £499 (including VAT) to catch those Christmas punters needing an
excuse to buy a business computer while wanting to play some decent games
too.

We've talked about the Mega PC in previous issues, but for those without a
photographic memory, it's a fully compatible IBM PC clone 386SX with 40Mb
hard drive and Mega Drive builtin. It comes with MS DOS 5.0 and some Amstrad
software already installed, so if you're thinking of blagging a new computer this
Christmas but can't convince your parents that a Mega Drive has educational
uses, try the Mega PC angle!
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TELSTAR TAKES
TO THE SKIES

Telstar, a company more famous for selling Max
Bygraves records over the TV, are following the exam-
ple of other music companies and getting on
the computer games bandwagon. People
sick of having to fork out in the region of £50
for a couple days’ worth of entertainment will
be pleased to know these games are going
to be budget titles.

On the Mega Drive front, Somc and James
Pond will both be hitting the streets soon, fol-
lowed by The Neverland Story on the Master
System and Batman on the Game Gear. The
games may be some of the older ones - but
they weigh in at almost half of their original
price! Check them out.

BIE 210,000

Special Reserve is the leading mail order

ELTA BETTER

g

it had to happen... SpectraVideo have released
yet another fine gamesplaying instrument, the &
Delta Ray joystick from Logic 3.

Well, this event warms our heart as this fine-sounding
implement has a variety of hitech features including a
comfort grip handle (well, at least they don't use the

ergonomic) and just to show the guys there
know their technical stuff, nine (count ‘em) high
quality microswitches!

But that's not all. Gone are the
days when one fire button at
the bottom left of your joystick
was all you needed — the cur-

necessary total, according
to SpectraVideo, is five. Luckily,
to prevent twisted fingers,
there's an autofire option and an
tor cable for
you're carrying a
out for a mere £15.99 this

OQKING oomes stalk could

Christmas. |L<'b-ew" you need for

TAKE A LOOK AT SOME OF OUR

[INBEATABLE PRICES

ALL OFFICIAL UK VERSIONS

MEGADRIVE 2 DEALS
MEGADRIVE 2 + ALADDIN
+ 2 CONTROL PADS ..................... 11299

Yes! This Brand New Rover Metro Quest
could be yours in Special Reserve's

BIG £10,000 TARGET PRIZE COMPETITION

Entry is completely FREE all you have to do
is be a member to enter! Call NOW and join today!

7o BE JEIT
0 wON‘ Reserve are
offering

10 lucky readers the chance to
win a TURBO 2 RAPID FIRE JOYPAD.

To win one, all you have to do is answer the simple question
below and send your answer on a POSTCARD with your
name and address to:

Special Reserve Sega Pro Comp 4, PO Box 847, Harlow, CM21 9PH,
HOW MUCH WOULD A TURBO 2 JOYPAD COST YOU FROM
SPECIAL RESERVE?? cuue cHeck out ouR ADVERT!

no obhgaﬁon
ance of these rules

or buy. Eniry to this competition will be your

satisfied customers.

computer and video games company in Europe,
and have amassed a membership of over 170,000

Their claim of providing the
best prices, best service and the largest selection
of goods direct to the door, cannot be disputed.
Members of Special Reserve receive regular
issues of 'NRG' magazine. This 48 page club
magazine is sent bi-monthly only to members.
'NRG' contains the best selection, peripherals
and hardware for all popular computer formats;
reviews, charts, a release schedule, special offers,
and at least £30 worth of money off coupons
in every issue!

Special Reserve also boast to be official stockists
for Sega, Nintendo and Sony.

MEGADRIVE 2 + SONIC2 ...............112.99

MEGADRIVE 2 + REVENGE OF SHINOBI
+ STREETS OF RAGE + SUPER MONACO GRAND PRIX + SUPER

THUNDERBLADE + ALIEN STORM + 2 CONTROL PADS  129.99

MEGA (D 2 + ROAD AVENGER .........239.99

TOP MEGADRIVE GAMES:
MORTAL KOMBAT
JONGHE RS .......c0...... 500 .o

------------------------------------------

STRIDER ......... Sirsiarisniiccies i savaheeitdiorns 17.99
JURASSIGPARK. Lo/ ot oo i iiniinnniniisins,

FOR DETAILS ON HOW TO ORDER, SEE OUR FULL PAGE
ADVERT ELSEWHERE IN THIS EXCELLENT MAGAZINE!

0279 600204

CALL THIS NUMBER NOW FOR A FREE 12 PAGE COLOUR CATALOGUE AND DETAILS ON HOW TO JOIN!



Pretty annoying that Mega-CD thing, isn't it?
Especially if you're the type who brought it to be
able to play music CDs on as well as the fine
selection of games currently available.

You want to load a CD, you have to fiddle
around with joypads and all kinds of inconvenient
jive. You want to change a track and you're in a
comfy chair - you have to stand up - Gasp! Well,
in a technological age where you can even get a
push-button curtain opener now, this kind of bar-
baric practice has no place. So enter Micro
Genius and their excitingly-titled infrared con-
troller for the Mega CD!

This amazingly necessary invention allows you
to change tracks, search and rewind all from a
distance of up to 20 ft away. But you can even
use it as a wireless joypad too, with three but-
tons, turbo and slo-mo. Pick this neat invention
up for £29.95 from MSU in Milton Keynes, Tel:
(0908) 232100.

® Sega, in its continuing
attempt to appear hip, street-
wise and so on, has just tied
up a deal with clothing manu-
facturers Future Shooter to
make themselves even trend-
er!

The Press Release we received
wasn't exactly too clear what
this deal was going to mean,
although a game was going to
be involved a bit further down
the line. Watch out for these
Future Shooter clothes in a
store near you.

® Future Zone, the video
games chainstores, have just
announced they're now the
biggest games store in the UK,
with 31 shops. Interestingly,
it's been done within a year of
the first store being opened —
a case of blindingly rapid
expansion. Their target is 40
stores — good luck!

TaKe SONIC for a spin

£l
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Codemasters, the bcg company with the dinky games, are moving into the football arena wrth b
World League Soccer, their first release under their new label Master Sports. Expected next
Spring (1994) on the Mega Drive, it's been in development for a year already and
Codemasters are confident that World League Soccer will set new standards in terms of
playability and action.

The Master Sports label itself takes a different approach to the idea of a games label with
all games under the banner of a fictional TV show complete with presenters and commenta-
tors.

The game however is slightly more conventional — control the fortunes and failures of real
life soccer teams from around the world. Choose players with their own statistics, tactics and |
strips to win the match. Also master those spec1a| moves to take your team to the World
League Cup.

It's an interesting time to be releasing a soccer game with FIFA just winning our Game of
the Year award — 50 fingers crossed! : . i

a

If you saw the BBC's Children in Need
on November 26, you'll know that
Sega hit us with the Segathon as a
neat wheeze for raising money for,
well, children in need. Anyway just in
case you think you've gotten away
without donating anything, you can
continue to take part in the Segathon
until January 12!

The idea is to play your version of
Sonic for 15 minutes, fill in a sponsor-

» ship from (which gives full details) and
' send it to the Segathon (remembering

to cough up your dosh first). The
more points you score in that 15 min-
utes, the more sponsorship money
you make.

The forms will then be entered into
a prize draw for a Mega CD, games or
T-shirts.

To obtain a sponsorship form, go to
your local Blockbuster or Ritz video
stores and ask for one!

o110 -
US Failse

II.I.IOII

SEE INSIDE FOR DETAILS

@ Some news from the USA —
Capcom have launched the
first official Street Fighter |l
Strategy Video featuring tips
and instructions on how to per-
form all the latest combina-
tions. It's 45 minutes long and
very useful for SNES and Mega
Drive awners. Watch out for it.
® More Street Fighter info —
the new Street Fighter arcade
game, Super Street Fighter I,
will feature new characters and
combinations of moves. It'll be
in the arcades soon.

® Some news from ICE men
THQ: They're currently working
on the Mega Drive conversion
of Total Carnage.

® An industry murmur has
reached us that a game based
on Spielberg’'s  sentimental
seafest, SeaQuest DSV, is cur-
rently under development.
Should be a whale of a game.
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NO AY! Your Cool SPOT chis are locked away! YES WAY! You, as
Cool SPOT are here to save the day! Quit gawping over the

dreamy scenery, the awesome animation and most savoury

sound around. Play! Man, this is the hairiest...

© 1993 Virgin Interactive Entertainment (Europe) Ld. ANl rights reserved. “CO0L SPOT™ ALL CHARACTERS AND RELATED INDICIA ARE TRADEMARKS OF DRPEPPER/SEVEN-UP CORPORATION, DALLAS, TEXAS 1993,
Yirgi is a registered trademark of Virgin Enterprises, Ltd. Virgin Interactive Enterainment (Europe) Ltd. 338a Ladbroke Grove, London W10 SAH.
SCREENSHOTS MAY BE FROM A DIFFERENT VERSION.



MEGA DRIVE

GREAT CHAOS WAR
AIR MANAGEMENT Il

| AMBITION OF NOBUNGA
SHADOW OF THE BEAST Il
| HYMDAHL
TIME DOMINATOR

 NBA JAM

VR BARCHART RACING

| BARE KNUCKLE

| WONDER OF WYALLAYI
AX 101

t 'WAR RECORD OF RHODES

| 'DUNGEON MASTER II

- LEVEL ASSAULE
| NOSTALGIAN
GAME GEAR

| 12~ THE ARCADE GANE
| RIDDICK BOWE BOXING
 BATTLETOADS

L ALADDIN
| TREASURE LAND

WINNING HORSE
YAIBA

E SCRATCH GOLF
SONICDRIFT

LAST BIBLE

| CHAMPION LEAGUESOCCER - ACCLAIM JAPAN- M6t |

| FORMULA 1- HEAVENLY SYNPHONY. SEGA ~ |

EAVICTOR 8Mbit |
KOEF SMbit |

KOEI 16Mbit
VICTORENT O
VICTORENT O
BICTOKA! - 8Mbit |

ACCLAIM JAPAN
SEGA  16Mbit
SEGA * 2Mbit
SEGA O
SEGA O
StGA ~ (0
VICTORENT = @ |

VIGORENT . © |
SHORTWAVE. = O §

ACCLAIM JAPAN ~ 2Mbit |
MICRONET  2Mbit
SEGA . 2Mit

SEGA"  4Mbit
SEGA AMbit

SEGA4Mbit + BB |
SEGA. 2Mbit |
SEGA4Mbit + BB 1
SEGA  4Mbit * |
SEGA  4Mbit - ¢

Call it a Street Fighter Il rip-off if you
will, but Art of Fighting is hugely
popular on the Neo Geo and is
about to be released on the SNES.
It has now been revealed Mega Drive
owners are to be treated to this bril-
liant beat-'em-up some time early next

year. Already 70% complete and blasted
into a 16Mbit cartridge, here’s a look at
what to expect from a beat-'em-up that
may pale Street Fighter Il SCE into signifi-

cance — then again maybe it won’t!

The plot is vaguely familiar with the
background of the main two charac-
ters being very similar to a previous
one-on-one fighting game. Ryo
Sakazaki and Robert Garcia, one
Japanese the other American, have
trained in the martial art of
Kyokugenryu. Using this skill they
intend to rescue Ryo’s little sister.
Kidnapped and urgently needing
assistance, it's up to our two heroes
to save the day. Does this sound
familiar or what?

Taking a peek at the MD game it
certainly looks very similar to both the
original coin-op and Neo Geo version
— as you might expect. How the
gameplay stands up is to be seen,
but the general idea is to beat nine
bells out of your opponent. A variety
of special moves, punches, kicks and
attack combinations must be used. A
selectable bonus screen allows you
to choose which test of strength you
want and there is an option to smash
ice blocks and bottles or perfect a
special move.

One principle aspect of the graph-
ics is a close-up picture where the
screen ‘zooms’ in as and when action
reaches boiling point — well sorted!
Quite how the Mega Drive will handle
this is to be seen, but as the saying
goes anything they can do we can do
better!

Special moves work in a different
way from SFIl SCE and Mortal
Kombat. On the screen you have two
energy bars; the top one is your char-
acter’s strength while the lower is
your special move power. These
moves are extremely impressive to
look at, but limited use tends to be
put a dampner on the whole game.

Expect to see more on Takara’s Art
of Fighting over the next few months.
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From a selection of strategy games currently under development in
-1 Japan the most interesting of them all is Dark Wizard on the Mega-
% CD. Your quest is to occupy an opponent’s territory with a maximum

J of 40 units. Medieval monsters and fantasy tribes make up these
areas and you progress through levels as you defeat opposing
grungers.

Instead of the normal solo hero you're given a choice from four
suitable candidates. One character fights as a holy king and this guy
m leads your soldiers into battle — the scenario changes depending on
=1 your currently selected leader. Kill Veronese the magician and your
quest will be complete.

The four characters you choose from are Wenleek IX an aristo-
crat, Shiom the Holy Knight, Amon the
Magician and Emelda the Witch.

So, how does the gameplay compare
to other fighting fantasy games cur-
rently available? Well, after

selecting your character you
can sit through the opening animated sequence related to your cho-
sen hero. From this the story unravels itself and you discover
Veronese challenges Wenleek VIII using weird and wondrous
animals with the help of the evil Aliman.Under Veronese there
are the four kings who lead his army of devils (then there are
those weird and wonderful creatures to help him in his designs).
With the help of Aliman, Veronese escapes from the island he is
imprisoned on.

To clear a scenario you must occupy each of the castles on the
map or destroy all the enemy units. You lose when your hero dies
(surprise, surprise) or if the Holy Unit is destroyed
and the castle is occupied by the enemy.

The characters’ moves are displayed as
small animations at the top of the
screen. When a character’s experience
value increases, their level and class

rises (shown in a small animated
sequence). - Other neat animation
should keep you interested and fans of
the strategy game Risk could be particu-
larly intrigued.

4
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STREET FIGHTER II” PLUS |
SHINING FORCE I

SONIC CD

GUNSTAR HEROES

PUYO PUYO

SHINING FORCE G. Ii
BARE KNUCKLE Il
THUNDERHAWK
WINNING POST
GAUNTLET

LITTLE SISTER

Some things in life, especially when it comes to the wonderful world of
video games, are confusing. “What, the Pro’s get confused?” Well, some-
times this is possible and Popple Mail is one such game that had us run-
ning around in circles trying to find out exactly what it is. Firstly, Popple
Mail isn't its real name, it's actually Poppful Mail, or is it Sister Sonic?
Whoosh, that one flew past me at a serious rate of knots!

After speculating what the finished title will be, we arrived at the conclu-
sion that Sister Sonic is its finished name. So, | hear you cry, is this a
female version of Sonic the Hedgehog? Well, in a word, no. Sister Sonic is
simply a Mega-CD
arcade adven-
ture that bears no rela-
tion to the original spiky
one. More news as
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and when we
receive it, but

with a g ;“,
January or @
February ‘94
release in the
pipeline
expect a spe-
cial review
next year.
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® Metal Fangs is a cyberpunk racing
game where two players compete
against each other in a futuristic car
battle. This could even make the
Mutant League games look positively
tame. Having been on the release
schedule for almost a year, don’t hold
your breath but we have it under good
advice that itll be in the shops early
next year.

® Silpheed fever is spreading across
Japan and it's still proving a popular
blast. A trend to release background
music under a separate format is
becoming even more popular.
Silpheed is the latest to receive this
special treatment and you may find a
copy through the mail order hotline at
Virgin MegaStore.

® Do you remember that Tecmo foot-
ball game Tecmo World Cup? Of
course you do and just in case you
thought it was the best thing since
sliced bread they’re releasing a follow-
up in the guise of Tecmo Super Bow.
Watch this space for more news when
it's available, but importers may begin
to stock a few copies early next year.

@ Formula One World Championship,
a racing game with a difference for the
Mega-CD, is in the pipeline to arrive
some time this Spring. Burn around
the various circuits in a Formula 1 rac-
ing car with something that hopes to
be a definitive in racing sims — could it
out-run Virtua Racing we ask our-
selves?

@ Infra-red control pads are leading
the way into the future of home games
playing and Sega have bought out
their own version. As with the Micro
Genius Remote Controller, a receiver
plugs into the control ports to receive
signals from the controllers, but it's not
known how many frequencies will be
included — a four-way system must be
high on the list of favourite features.

@® Jumping on the bandwagon to join
Muhammed Ali and George Foreman
by starring in their very own boxing
game is Riddick Bowe. That’s enough
about that, but let's hope this will be
the best of the few currently available.
@ Next month Japan News will be tak-
ing a look at pornographic video
games and software. Machines like
the LaserActive give better quality porn
than ever before and we'll be finding
out why the Japanese are so mad
about it. Swapping floppy disks in the
playground has long been a playtime
feature as have strip poker programs
on most computers, but this is as real

as it gets. Can there really be life after
Knave? ;
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Christmas may be on your mind hut the software husiness is, as ever, Iooking
over that snowy hill into 1994. Good luck to it, that’s what we say — we’re just
interested in what presents we’re going to get. But you can be sure that you're
not going to be receiving these little numbers on January 25!

DRAGON’S REVENGE
TENGEN @ OUT JANUARY ‘94 @ £TBA @ 16 Mbit
Pinball shmimball... So, what have us Mega Drive owners got, eh?
Dragon’s Fury (good, but a bit old), Sonic Spinball (not bad, but it's not
exactly earth-shattering is it) and Virtual Pinball (more of a construction
set than a decent ball basher).
Well, at long last there’s a new pinball sim to look
forward to — Dragon’s Revenge, the sequel
to what many consider to be the best pinball
game on the Mega Drive, Dragon’s Fury.
We know we’ve mentioned this one in previ-
ous issues of SEGAPRO but Tengen have kindly
sent us a few more piccies of the game, so
gaze at them in the knowledge that within a
\ couple of months it could all be yours

NHL HOCKEY

ELECTRONIC ARTS ® OUT JANUARY @ £TBA ® MEGA-CD

The Mega-CD version of the Mega Drive favourite arrives courtesy of
Electronic Arts with superb sound effects and full motion video effects.

NHL follows the recent trend of updating existing products and porting
them over to the CD unit with added graphical sequences and CD quality
sound.

The gameplay is similar but the most noticeable differences occur
when certain events happen on ice — bodycheck an opponent and the
scene cuts to video footage of a cou-
ple of hefty ice hockyers getting
slammed against the rink wall.

Whether this is going to be enough
to make this a worthwhile purchase
remains to be seen. Watch out for a

full review in the next issue of
SeGAPRoO!
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Core Design are having a good time on the Sega systems at the moment. &
Thunderhawk went off like a nuclear missile, Chuck Rock Il (previewed '
several issues ago) will do well for them in January, while their new title, &
Bubba ‘n’ Stix, may well be their biggest 3 ;

one yet.

Bubba is an ordinary man suddenly
kidnapped by an alien spaceship while
delivering a bunch of zoo animals to
their new home. As tends to happen in
unlikely stories, Bubba and co. acciden-
tally get dumped on an alien planet, the
zoo animals scarper off, and Bubba, in i
a remarkably level-headed manner 3
considering what’s just happened to him, -
decides to go and collect all the animals back. . @ .

He meets Stix, a stick as it happens, which he can use to bridge gaps,
beat enemies and throw as a javelin. Minor puzzles have to be solved
before you get to reach the big end-of-level puzzle — which then has to be
solved. Well, there you go!

Essentially, Bubba ‘n’ Stix is a puzzle platformer with some gorgeous
graphics and sound, plus a cute character who's bound to become a well-
known games personality in his own right. Bubbalicious!

N

Electronic Art's are releasing a sliver disc version of the acclaimed Bill
Walsh College Football early next year. This title will be their first CD
sports game and enhancing features will include Full Motion Video and
newly composed CD quality music.

As before, the game is identical to college football with standard rules
and strategies to adhere to. If you never played the cartridge version this
will be a ‘must have’ for Mega-CD owners. Not only does the college spirit
continue off the field, so does Bill's coaching. i

A special addition to the Mega-CD version is the inclusion of a digitised
video where Bill gives you advice on not how to play ball, but how to live
your life! If you're wondering what's so special about this Walshy guy, let's
say he used to coach the San Francisco 49ers and is now on the touch-
line for Stanford University.

Once again Bill Waish is 4-Way Play compatible, giving the game an
added appeal. Aimed specifi-
cally at those who haven't
played the original cart and
own Sega’s CD unit, this is one
of the only decent American
Football games on the new for- = &
mat. Enjoy the thrills and spills ¥
of real college football with _&
some extra special music. ¥
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ELECTRONIC ARTS @ OUT JANUARY ‘94 @ £39.99 ® MEGA-CD

Electronic Arts busy themselves with thoughts about the New Year with
the CD version of the ever-popular Powermonger. Developed by Bullfrog
(of Populous and Syndicate fame), the idea is to control a world where
each individual has a home, job and a level of intelligence, which must all
be juggled with as
you play your strate-

ay.

Graphically, the

game uses 3D ren-

dering with the land-

scape viewable from

many angles and

magnifications. And

4 just to prove the

{ Mega-CD has been

; used, the land-

scapes are composed of hills, plains, roads, buildings, trees and so on.

Living beings include farmers, sheep and birds. Essentially, this game is

not going to lack in the realism department (and we haven’t even men-
tioned seasons and climate yet!)

The idea of the game is to conquer a territory (plus another 199 later
on), create alliances and win the allegiance of the people (bribes and
vote-rigging are the 1993 favourites). After your land has been united, it's
time to build your civilisation in the time-honoured fashion, watching out
for treacherous military :
commanders and hungry,
restless populations.

Genocide is not an option!

Well, this is exactly the
kind of game power-crazed
magazine Editors enjoy so
roll on January. Watch out
for it in the New Year!

RISE OF THE ROBOTS

MIRAGE @ OUT EARLY 1994 @ £TBA ® MEGA-CD

Mirage is a new name on the Mega Drive, although they’ve been devel-
oping stuff for the Amiga and PC for ages. Their new futuristic beat'em-
up is soon to arrive on our screens in the shape of Rise of the Robots for
the Mega-CD.

It's the 21st Century
and the world is in a
bad way. Giant cities
pollute the countryside
while robots mix with
humans in the fetid
walkways of the indus-
trial complexes.

Everything has been
automated — but things
are about to change for
the worse — robot revolution!

The plot of the game follows that of the RoboCop, Terminator and
Blade Runner films — defeat a series of Frankenstein’s monsters (the
droids) using a variety of beat'em-up moves, destroy the boss robot (the
Supervisor) and restore peace to a shattered society. Fingers crossed.

Mirage are taking the standard beatem-up format and are trying to
update it and improve the graphics and gameplay. The opponents will all
have different robot characteristics, including the ability to morph in a T2
fashion to create stabbing instruments and shielding.

Your cyborg looks a bit like RoboCop himself but fear not — he’s mean
and very well-armoured. Look forward to this one or two player beat'em-
up early next year!

- %

Mindscape, a name familiar to
Amiga and PC owners, have final-
ly decided the Sega market is too
good to resist and are taking their
first small step in the arena with
Mega Race. They've decided to
attack the Sega market with the
Mega-CD, telling wus, “With
Mindscape’s world leadership in
entertainment products for the CD
platform, we are delighted to be
publishing our first Sega product
for the Mega-CD”” Essentially, their expertise in CD-based products on
other systems makes the Mega-CD too good a machine to miss. Glad
someone thinks so...

The guys who'll be doing the actual dirty work of development are
Cyro, based in Paris, the team responsible for KGB and Dune. The game
is expected to be a futuristic racing number with large elements of driving
simulation thrown in for good measure too. Watch out for this around
February/March next year (1994).

PN
DRIVE
|
Another beat’'em-up title hits the scene — this time a more
conventional  one-on-one  job.
Packed onto a 24Mbit cart, it's set
in the year 2255 with an incredibly
unlikely plot involving a search
through time to find the next
Eternal Champion, a martial arts
hero. There are usual sets of misfits
and miscreants to do battle with,
including club-wielding maniacs to
futuristic ex-policemen and so on, all
with their own fighting styles.
The game comes with nine levels, gorgeous scenery and the obligato-
ry two-fighter mode. What more could the discerning blood avenger want
now, eh? January is the month to watch...

-y
DRIVE
|

Kung fu — a set of Chinese martial arts unrivalled in their power, grace,
beauty and the amount of bull that's talked about them. Bruce died at the
age of 32 from an allergic reaction to a doctor's medication (no, not death
by drug addiction, a kung fu death touch, the Triads or a shootout with
the Police), leaving the world with the legacy of the ‘70s kung fu movie
and Jeet Kwon Do, his own development of the Wing Chun kung fu style.

This beat'em-up from Virgin is based on the film of the book of his life
(written by Lee’s widow), where you have to take on 12 different oppo-
nents, sometimes two at a time in a deadly fight to the finish.

Added features that Virgin claim to make Dragon ‘the biggest beat-
‘'em-up ever” include twice as many frames of animation as any other
beat-em-up and ‘intelligent’ opponents. Quite how they’re defined as
intelligent is beyond us but the fact they’re squeezing some 30bits of data
into a 16Meg cart might have something to do with it. Watch out for this
street frightener early next year.




Ten years ago there was one
particular game that, when being
played in an amusement arcade, had
everybody- leaning over the
shoulders of the daring gamer.
Dragon’s Lair still stands out as the
most impressive coin-op ever with
breathtaking  graphics and
atmospheric sounds to accompany
your fairy-tale adventure.

The man responsible for these
stupendous graphics is Don Bluth.
His artistic skill has been used for
the top two laser disc games,
Dragon’s.Lair. and Space Ace. Now,
the  renowned . animator and
Epicenter Interactive, Inc. have
signed an important agreement with
ReadySoft to create a powerful
partnership with Dragon's Lair as the
main ingredient.

Acquiring the rights to release
Dragon's Lair on various formats, the
Maelstrom famed group has joined
with*the Canadian ReadySoft. Mr.
Motison, President and CEO of
Epicentre believes the joint venture
to bring Dragon’s Lair to various CD-
ROM formats will “set the standard
of excellence by which CD based
games will be measured for quite
some time.”

Welcome to the dreamy world of CD technology
and a look behind the scenes of what has already proved to he one of the
biggest games ever — Dragon’s Lair. ReadySoft Incorporated is the develop-
ment team behind a Mega-CD version just released in the States. This
could well overshadow anything you've seen on your Sega hefore, taking you
on a magical quest to rescue princess Daphne.

Jason “George” Johnson goes westward to see how the future of games
playing is shaping up and what part ReadySoft have to play. Investigative
interviews, inside information of work in progress and a low-down on all the

latest technology (both here and in the States) have been compiled to take

SecaPro readers into 1994. ;

An influx of CD-ROM, 32-bit and 64-
bit machines are flooding the market
with the 3DO currently causing the
most interest. Panasonie’s 32-bit
should be available in the UK early
next year, but with_a hefty price tag
of around £450, will-it.become a
standard console or could Sega’s
machine steal the limelight?

Sega’s answer to the 3DO is their
own 32-bit console (featured in last
months Japan news) known under
the working title of ‘Saturn.” With this
machine we can expect to see coin-
ops like Virtua Racing and Virtua
Fighters heading the driving force of
the best home-based games playing
ever. It's clear ‘Sega_could be the=
ones to lead console technology into

the year 2000 and beyond,
leaving the opposition for
dust.
Until next year we have
to make do with the
Mega-CD - a failing
CD-ROM add-on for
the Mega Drive. An
elaborate advertising
campaign has
headed Sega’s
marketing machine

into possible self-destruction. As the
hardware is only as good as the
software and developers are quickly
losing faith in the M-CD, 32-bit
consoles are proving to be more
attractive.

Sega Amusements’ director of
operations, Malcolm Evans, the

man  behind Sega  World

Bournemouth, is extremely f -

enthusiastic about the future of their 3:\'-__\,\_

family entertainment centres. When — -y i
asked how he saw the future of A bone-chilling night on the fown
Sega’s arcade machines, he with Malcolm Evans playing the g

commented “Sega are using texture blood-sucking vampire.

mapping techniques and
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enhanced 64-bit graphics. This
gives arcade games players the
ultimate thrill with machines like
Virtua Fighters and you can expect
to see a whole lot more next year.”

Dragon’s Lair, an animated fairy-tale
adventure, is a classic among video
games. Daring Dirk, the boldest
knight in the world, must enter the
dragon’s lair to save his sweetheart,
Daphne. What really makes this
game standout from anything else is
the graphics — 52 full screen, fully
animated sequences replicating the
star coin-op.

To complement the graphics is an
endless, bone crunching digitised

~ CD sound track. The sound on the

Mega-CD is so good, it's difficult to

el it apart from the original laser

disc version with spot FX that give
that creepy, haunted castle feel
that'll have you quaking in your
boots!

ON THE STREETS

There’s only one place to be in the UK if you want to know what's
what in the world of video games. No, it's not London, Manchester or
Liverpool but our home town of sunny Bournemouth. And where
better than the biggest and best arcade in the country — Sega World - to go
in search of the best arcade machines and have a chat with the people
playing them.

Rail Chase
Mr and Mrs Halsey with their
children Joshua and Ohwa

ence an ‘Indiana Jones’
fous zones Kkilling

' ﬁog Macr

érformer in Seg 'World and every other arcade with
%mty is Mad Dog McRee. The general idea'is to gun
ad guys before they get you — all in realistic video!
ine Gaffney and Mel Trevett were taking a well-earned
akﬁom their partin running Sega World to have a play.

oncentratlon is required if you're going to wipe-out
d baddies in Konami's greatest arcade game ever.

Sega’s AS-1 flight simulation gan
The most recent addition to the Sega World f
hyped AS-1 simulator. Kye Hurlston is
passengers and making sure they are prep
through a Star Wars style encounter in outer spa

Lethal En’qrcers
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INFERVIEW: DAVID FUSTER
It’s quite a rarity for someone who actually writes the
code for Sega games to have any spare time, especially
when it comes to journalists such as ourselves. So,
what better than an exclusive interview with the guy
who programmed Dragon’s Lair, David Foster.

foreground) separately.
This meant we could
better allocate colours
because now the
foreground tiles don't
contain any of the
background data (and
vice versa) so more
colours were available
for the specific needs

SRR

Disc capacity — please explain the
disc allocation, i.e. how much
memory is allocated to graphics,
sound, gameplay, intro sequence,
etc.

Dragon’s Lair on Mega-CD uses
152Mb. All 26 scenes are separate
‘streams’ on the CD; plus the intro,
the flipped scenes (resulting in 52
scenes) and the death sequence. All
streams contain the audio, main
sequence and all deaths associated
with the stream. Each stream also
contains padding of blank sectors so
that when it is played back from CD
at 150K per sec — and the actual
requirements of the scene
(audio+video+deaths) are less than
150K/sec — we can still keep the flow
of data from the CD at full rate and
not have to pause or re-seek. The
audio, deaths and main video of a
stream are interleaved and all
precalculated to maximise the use of
the Mega-CD’s RAM. All streams
are built and assembled on a PC.

How has the game been
converted from the original
arcade laser disc onto the Mega-
CDversion?

We have built customised tools
running on PC to produce Dragon’s
Lair. The woriginal frames are
grabbed from laser disc in 512x480
24-bit form. The background is then
separated from the foreground for a
sequence (since backgrounds don’t
exist — usually — without foregrounds
onto them, we need to pull bits and
pieces from many frames in a
sequence to form the background).

Once the background has been
created we separated the
foregrounds on all the frames. The
only tricky part is that
when a foreground
colour is the
same as the
background
colours for a certain

region, :
programs can'’t detect '{

our

whether
foreground
background.

Sy ¥
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This is when hand touch up comes
in. After the ‘foregrounds are
separated to the best of the
computer’s ability, the frames are
sent to an Amiga running Opalpaint
where the frames close-cropped
(backgrounds where necessary are
also touched up on Opalpaint).

The frames are then transferred
back to the PC and scaled down to
288x192 (24-bit) then our touch-up
artists break each background and
foreground into four different palettes
to match those available.

The separated images are sent
back to the Amiga-and. run through
Adpro that brings the 24-bit.images
down to four, 16 colour images.
These are then run-through the
Mega-CD and if any of the images
looks rough, they're touched up on
the PC with Deluxe Paint. Audio is
grabbed using a SoundBlaster 16 on
the PC at 44,100KHz 8-bit and then
brought down to 15KHz for playback
on the Sega.

We have a team of ten cleanup
artists that have been working 24-
hour shifts since August to complete
the project. Graphics team leader,
Tony Bozek, deserves a special
mention and is among

the hard core Dragon’s c——cm—=j

Lairfanatics.

What problems did you.-
experience-with the converstor; in
particular the Mega-CD’s

hardware limitations — colour
palette — must have been tricky?
The trickiest part of the coding
was optimising for the Mega-CD’s
restrictions of four 16 colour palettes
and 64K video RAM. The simplest
solution is to use only one 16
colour plane of the Mega-CD
and display both backgrounds
and foregrounds
simultaneously — that would
have allowed us to run with a
slightly larger video
display.

We decided to
cut back two
tiles around
the edge of

the display (16 pixels) which would
then allow us enough tile memory to
display two planes (background and

of the foregrounds. We
typically allocated 16
colours to the
background and 48 to
the foregrounds, but in
some cases (where the
foreground was small)
we allocated 32
colours to each.

When was the original-Dragon’s
Lair laser disc game released and
how has it been updated to suit
the demands of the 1990’s?

The original laser disc game was
released in 1983 and is the entire
basis from which our adaptation has
been created. In terms of gameplay
it's the same, but certainly the arrival
of CD-ROM has allowed us to bring
a very faithful translation to the
Mega-CD.

The one advantage of CD-ROM.is.
there is much less ‘black space’
before deaths and much speedier
seek time (with intelligent RAM pre
buffering). In our cleanup of the
graphics all backgrounds are now
solid rather than shaky as they were
on the laser disc.

Will we see future
versions of Dragon’s
Lair on 32-bit
machines?

Since we now have
the source graphics in
24-bit we can adapt
these to all system
resolutions that come

Live in ’
Job Description
Manager/Programmer
Favourite'Food
Favourite Ban
vourite Game: ....- _
T)aiscology:..l have v’vntte' i
Time Warp, Dragons Lair Il

Borf's Revenge for 1B

some Amiga versio
MPEG video card.

. Steak, Mexican,

¢ : i prot
Tragically Hip (my O
d gln depth graphics ad

M PC, Macint
‘ons. Just complet

out in the future so, yes, we are
poised to use future CD machines.

Where, in your mind, is the video
games market heading? Are we
seeing the end of cartridge games
and the dawn of a new era in
home entertainment?

If there was no price difference
between the standard unit and the
CD unit, cart games would
disappear-but | don't think we'll see

—the overnight disappearance of
cartridge games. The cart games
tend to target fast action games for a
younger audience and while you can
do these games on CD, there are
only marginal improvements (these
games don't need 600Mb).

The CD buyer is looking for a
product that makes use of the CD
storage capacity such as full motion
video and interactive adventures
with great graphics and sound
(similar to the PC market). | think
you will see a shift to CD and yes,
this is the dawn of a new era in
home entertainment.

! il Ontario, Canada
. Richmond H|.|_‘_'_Gorm|eyv Ontario

Owner/Development

President/
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e’ r.gmpauy pioneeriny their way

4. American Laser Games, Namco and Virgin
Interactive e Entertainment (among others) have one or
mm‘um their sleeves and a bundle of goodies to
ﬂ‘ 5%’3 wk.f?ms is where CD-ROM techmi!m Is

PR

to be released on the Mega-CD
directly converted from laser disc.
Their arcade counterparts have
been hugely popular for years and
much like Lethal Enforcers the

emphasis is.on blasting the bad

guys.

Namco are currently deciding how to
approach their future games design
‘while:promoting arcade titles like
Ridge Racer, but they definitely see
a future in coin-op conversions, in
particular to Sega’s new 32-bit

. _machine. They have recently

acquired a new blue chip film
company in Japan called Nicatsu

m g; and bny, dnes ﬁlook gwd'

¢ AMERICAN LASER GA and aim to fully utilise their linear
& Mad Dog-McRee and Who Shot animation techniques to-give-Namco
% Johnny Rock are just two titles soon =~ access to new technology and

superior games for 1994 and beyond.

One company very excited with the
future of CD-ROM video gaming is
Virgin Interactive Entertainment. Dan
Marchant, internal development
manager for VIE, is certain CD

entertainment will take over from 5

cartridge, but he has.the_i

theory that piracy could play a major
part in the downfall of cartridge
games. He believes these so called
‘professional pirates’ must be
stopped now, but in the meantime
CD-ROM development is full steam
ahead.

e

THE DRA(

These friendly faces are the talent behind Dragon's
Lair. Top pic. Jason Silverberg, David Magerman, Joe
Verissimo, Norice Millen and Mike Boulet. Below -
David Foster — President and CEO (programmer extrodi-

' naire), June Brown - all round star and excellent PR
person and finally Andy Hook. :

.
»
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Just imagine, infinite lives, unlimited energy,
__ special effects, extra fuel/ammo or play on
"any level. Become invincible with the

~ Action Replay Cartriglge for your
I%EGADRIVETM Console.
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b This feature allows you to cus ur games with qs
many cheats as you like. Imagine - infinite lives, energy, special | | 4
moves super high jumps, double speed, unlimited w 3pons, infinite re- tues, Clae BI8 SR

custom colours, special magic etc. etc|
Well now you can with the Mega Cheat System.

INFORMATION AND NEW CODES
0782 745992 for the MEGADRIVE™
line open 9.am - 5.30pm Mon-Fri.
9.30am - 1.30pm Sat.

— . UNIVERSAL
.\ ADAPTOR FEATURE

= ™ ___This unique adaptor feature allows you ta
play even impeért ftitles on your console. |

AIWANGBII CHEATFINDER

" Action Replay allows you to input not only the thousands of cheats found nh
—_ "the cheathook supplied or from the huge number of cheafs published in |~
magazines each month - butithe feature that has always put Action Replay
ahead of any otheri cheat system is its unique game trainer (cheatfinder) feature. |
This-feature makes jt easy. tolfind-and create yourown game cracking. codes -

for even the latest blockbusting cartridges. |

|
|

UNIVERSAL CHEAT SYSTEM | |
Only with Action Replay can you use fthe same! cheat on UK, US, jand Japanese

versions of most games. So if you seela cheat in the Manual or d Mcgozme you
aan use it with even an imparfed version of thaf game. |

— - 4 ey =y 4
Sk EAS T2 No other ¢heat system can do this!
* IMPORTANT

== | ORDER HOTLINE LR o e
}‘0782 744707 L

ORDERS NORMALLY
| DISPATCHED WITHIN 48 Hrs.

or CALL AT OUR LONDON SHOP
222, TOTTENHAM COURT RD, LONDON W1. TEL:071 580 6460

as both o Universal Adap
ases even as import and




24 DRAGON’S LAIR
A cartoon fantasy adventure where you play the role of a knight in
shining armour. Enter the Dragon’s Lair for a truly mind-blowing
cinematic CD experience.

56 JOE MONTANA’S NFL FOOTBALL
NFL Madden’94 is about to sack the CD format, but in the mean-
time the Montana series makes its CD debut. Can you crack a full
NFL season with a little help from Joe?

34 : MICROCOSM

A novel shoot-"em-up where you must battie your way through the
insides of a human body. Get ready for a real fantastic voyage into
the unknown.

60 G5000000000000000000000000000050000000009000000000000 cool spo'
The casual Spot makes it onto the small screen for some really cool
handheld fun. Unlock all the cages and rescue the imprisoned
spots — make sure the shades are straight for this one.

POPRQOEILVIONOD DESERT sTRlKE
Get down to some real structural demolition as you pilot an Apache
over the Gulf. It’'s you against the forces of the mad dictator, can
you win a one-man war? /

oeeee DRACULA
The Transylvanian blood-hunter is at it again on the GG in a game
of bats, dungeons and living skeletons. Equip yourself during the
day to stake out Dracula at night!

60..'.00.0“.0 BOLI0C0OEV90S000000006980800000 J“"Gl! BooK
A Disney classic now on console features many of the characters
from the book. As this is a 4Mbit cart, expectations are high. Just
the bear necessities or something rather classier?

36 POPB000C00C0IDRCONVRVNG00000000000000080000 MICRO mc“l“!s
This fast, addictive head-to-head competition in miniature vehicles
can be played alone or with a mate using the gear link. Prepare to
race on all those household circuits.

38 AERO THE ACROBAT
Swing on the trapeze, shoot out the cannon then dive through flam-
ing hoops in a circus world where success is just part of the act.
Thrill to this big top title.

30

Choose a warrior then go out and
fight in a slash-'em-up that can be
played alone or with a mate. Collect
weapons and potions to add a spell |
or two to your swordplay. ST Sy T

32 CRASH DUMMIES
It’'s a strange old game where you're the Crash Dummy. This is differ-
ent from the MS and GG so spot the changes in a platformer of acci-
dents and incidents!

50 DINOSAURS FOR HIRE
Pick your favourite dinosaur then go out and fight in a platformer of
power-ups, bonuses and deadly guardians. Is the gameplay as pre-
historic as it sounds?

48
Ever fancied piloting an aircraft
that’s never been seen? Climb into
the Stealth and go on a bombing run
carrying the latest in laser-guided ; ‘
weapons technology. S e :

44 ’ FIFA INTERNATIONAL SOCCER
Make the stage your own in an international soccer contest that’s
possibly the most advanced and realistic to date. Is this the ultimate
game of 90 minutes (it could well be).

28 HOOK
The famous Peter Pan from the cartoon movie is an immortal on a
mission. Sony prepare to take off with the boy who never did grow
up!

52 LETHAL ENFORCES

Pull out a light-gun and become the sharpest shooter in the business
in a shoot-"em-up with a difference. Plug in the gun for some real fun!

46 ....cccooeeeeee.LOTUS Il = THE ULTIMATE CHALLENGE
Pick your sports car then roar into action for some super-fast racing
action. If you’re not happy with the tracks then design your own — it’s
all here!

40

Flip your way to fame in a chaotic -
world of pinball mayhem. Play on the s ;
tables included in this package or | I gt d
create your own set-up for a wacky | | . i

game of flipper. 2 ‘ }

BLADES OF VENGEANCE

o e

«+F117 NIGHT STORM

VIRTUAL PINBALL
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MEGA-CD

Picture a world where wizards
and dragons use magical
forces to prevent valiant
knights from rescuing their
cherished princesses. Where
snakes and tentacle-clad

. creatures of the deep snatch
% at their every step. Where an

cles and teasing puzzles must
be aveided, killed or out-
smarted for them to succeed.

One such warrior is Dirk the
. Daring. He must rescue his

princess, Daphne from the
§ clutches of Singe the Evil
4 Dragon. Only then will Dirk
reach the final battle in a do-

fiery reptilian. This is what
fairy tales are made of and
now you have the opportunity
to star in your own in this
stunning full screen animated
interactive adventure.

Lead on brave warrior...your
quest awaits!

A litfle word of advice - don't go

right here else you'll tumble fo your
death.

This is one frame out of a redlly
impressive death sequence fo give
you the creeps.

endless harrage of hungry
monsters, treacherous obsta-

or-die situation against the

'Grerrl" "You dare come near me 6gg§n, punk, and Fll rip your face to shreds." This is
there's no blood, very lifile gore and at the end
of the day this is one of the best family entertainment games orovnc?.o

the nasfier side of Dirk, but don't worry

t has been 10 years since this
game was first seen tucked
away in the dingy, smoke-filled
arcades of the early eighties.
Small crowds used to gather
around what still remains, graphical-
ly, the best coin-op game ever! The
legend of Dragon’s Lair is now
bought to the Mega-CD for everyone
to marvel at and enjoy. If you don't
know the history of this blockbuster
game, let's just say even before we
saw this version it promised to be
something special.

As you will already have seen from
the screenshots Dragon’s Lair looks
well tasty. One of the most important
features of the conversion process
was the use of colour. The develop-
ment team used 48-colour fore-
grounds and 16-colour backgrounds
with occasional variants of 32
colours for each. The results are
stunning and make this the best-
looking Mega-CD game ever.

f

Scary stuff this Princess adventuring-
gouls and goblins takie full advan-
tage fo give you a jump or fwo.

Dirk, bowlegged and dastardly in
motion, not only looks funny but
relentlessly makes you giggle at his
Laurel and Hardy antics. Gone are
the days of minuscule sprites
(Silpheed and Microcosm) Singe the
Evii Dragon and his army of
guardians are all massive; stylishly
animated, sinister and always deadly.
It has been said that watching the
game is almost as good as playing it,
but the real thrill comes when you've

i
Frying Tonight! with
the cauldron...

24

An octopus heing a
bit too friendly...

¥

Look who’s come to
dinner! - it’s Dirk!

‘Dragon’ comes from the Greek word “drakon’ which means serpent.

Yeuch! this is too
revolting fo mention.

! f:i‘i}’& A J&@’;%Q G;}!a{d?i" i
If you’re looking for instant
action and reward, you’ll be
one of the sad people who
won'’t like this game. It’s rather
like a cartoon Rubik’s cube in
which - to solve the puzzie —
you have to keep trying
endless combinations of
different moves to see if they
get you any further.

Granted, this is frustrating and
{ infuriating but, eventually, also
enchanting and addictive.
This is the closest I've got to
Virtual Reality since I last
played Virtua Racing in the |
arcade as — never mind sleep!
— it becomes all important that
you succeed in your mission.
Recommended for all
armchair heroes and heroines.
Game of the year '94?

R

completed the game and go back
through it time and time again to
impress everyone else in the room.
Adding to the superb presentation
of the game are the sound FX;
they’re exactly the same as the origi-
nal laserdisc version. Speech sam-
ples from Dirk and Daphne are laced
with humour as the daring knight

Now | know how
Indiana felt.




. This is one of the most difficult levels and you can spend hours frying to suss outthe i; '
" direction the lighining will travel. At the end you face the dark villoin and it comes
o a head-to-head sword battle. Swashbuckling acfion at ifs bestt

This guy really is an impressive
swordsman and decides fo slash
the claws off another nasty.

trundles along, humming to himself.
Roaring demons and a fire-breath-
ing dragon creates a superb adven-
turing atmosphere.

One particularly impressive fea-
ture of Dragon’s Lair is its sense of
humour (I mean, Switch was funny,
but this is a far better game AND
equally funny!). Dirk often bumbles

k’s DIY brick-lay-
g goes sadly wrong.

oul’

ve sworn there
was a lift here...

Finish o level and yeu can watch
Dirk frek into the deeper sections of
the game:

along a passageway humming to
himself conveying thoughts of
“Daphne, I'm coming to get ya,
babe!” This successfully adds to
Dirk's easy-going manner and spurs
you on to reach the next section. In
the dragon’s lair Dirk comes face to
face with Daphne and she sounds
just like Marilyn Monroe complete

exercise craze.

Puff the Magic Dragon is a Disney, animated film starring Pefer who befriended a dragon.

n the crack of the
skull it’ll be Five pm...

Slab liffing, the latest



A quick slash of the sword and once again Dirk vahunﬁgosvoves the day and progresses
on fo another area, but beware, fhe next sequence will have you ‘coffin’ your gutsup
and you may need a change of underwear. Over the top? Never!

with squeaky voice and cute giggle.
Split into six sections with
the addition of an opening

out if you get too smug. ‘
If there is anything that leaves
this game open to eriticism

and final level (the it is its playability; in par-
dragon’s lair) this is a ticular controlling Dirk. A
big, challenging left, right, up, down and

game. The majority

fire format may prove
of sequences are i

unfavourable

difficult to master such limited  control.
and it takes a huge This is annoying but
amount of practice the stunning animation,

before you can reach
the final battle. Once you
have found the secret
moves things don't stop there as mir-
ror images of several levels have
been introduced to catch you

interactivity and overall
magic makes up for it. After
sussing-out how to use the
controls you're charmed into playing
for hours on end —

thanks to June Brown at

Special | her help with the cover-

ReadySoft for al
age of Dragon ’s Lair.

{W’k\%@’ (ﬁf‘f‘; ,i’;i,f‘%,,f %

Watch the |
PRO“ intro
sequence ,“
carefully !
and it will !
. help you
~ uncover .‘
several of the games m:/ster-
ies. Addmonally, o n:on 'l
despair if you 're stuc! b
very first screen — it wur 3
take you about an hou
suss it out!

the most Hatfermg
, but he knows how to
y Coim pain.

sonable difficulty level to add to the
long-lasting enjoyment is certain to
appeal to games players of any
age. Dragon’s Lair is the perfect
magical adventure for the festive
season and a showpiece for the
Mega-CD.. Currently available in
the States it is almost certain that
this masterpiece will be released
officially early next year.

® Juson “Dirk” Johnson

"Could it be the {)rmcess | have
been searching for or is it a green,
slimy monsfer?"
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(onmﬂing Dirk Ibrgugh the cqsﬂe is smh enough

| to explain but far more difficolt to execute than’

 you might imagine. The D-Pad moves Dirk Lesr, |
§ ricHT, up and pown, while the three buttons |

| activate ﬁre. -‘ ;

| GRAM!QS 94%
| A Interactive full screen animation makesits |

,dehutl@temﬁcfo?montheﬂ-(ﬂ

| A These are easily the best graphics on the M-

| (D creating a foiry tole adventure.

SOUND| | 95%*
A The sound’s nsgoadnstheoﬁgind laserdisc

| version: Full of humour and atmosphere. )
| A Great speech somples with a zany Dirk (mdu |

| rather seductive princess. <
(GAMEPLAY |  81%
| A Only those with lightning | !nst reactions and
nerves of steel will save the princess.
¥ Initially, playability is far from perfect and
' gameplay’s a fittle simple dudng the opening

(CHALLENGE |  90%.
A Very, very difficult to begin with and there’s
enough in here to keep you playing for weeks.
A Animmense feeling of safisfaction and

\ wonder gnps you ufter ﬁmshing a leveL

QO %

| A fairy tale adventure featuring stun-
ning graphics, atmospheric sound FX

and addictive gameplay. An incredible
L conversion from the original coin-op

TNOW
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Peter Pan is one of the most
famous cartoon characters
that has ever lived. His film
captured the hearts of many
children - the story of the boy
who never grew up. He is after
all blessed with eternal youth ;
and destined to live a life of
no work and all play. No doubt
every kid in never-never land
looks up to Peter Pan in envy.
But now that Mr Hook has
appeared on the screen they
must rely on their eternal
friend to save them as he’s
turned them all into galley
slaves on his pirate ship.

| Luckily, Peter Pan has
come up with a cunning plan
that will hopefully sling this
Hook character once for
good. I’s a nasty
job but someone
has to do it!

MEGA DRIVE

Don't always
follow the

route, you
should find
™ hidden tun-
nels and
rooms that contain extra lives

The barrel man is just one of the
many bizarre characters you'll
meet throughout the game.

So youwon't need torely on
continues.

S a reviewer | feel it's about time some-
Atfﬁngwassaidabouts&ndardofmany
games being released today. Lately

there have been many platform releases that
are. so Similar to stuff we've seen before.
Hook is just one of many games of this type
that use preity backgrounds to try and cover
gameplay that's dry and old.

fm not going to give games such as
Blades of Vengeance, Robocop 3, Terminator
2. and Dracula a high score simply because
they all play the same. When will program-
mers realise gameplay is the erucial factor.

it seems a platformer is like a template for
programmers today. The gameplay engine is
alf set and all the programmer needs to do is
add the frills of prefty backgrounds. Its.a
Seam really when you think that during the
CBM64 era we had £2.99 games that were as
mugch fun to play as many releases today.

tean only warn readers that some games
can be thrown together very quickly and still
90 0a sale for forty quid. Surely such games
shotild be given a budget price — otherwise
innocent youngsters are cheated.

ook is really just your
average corner-of-the-
chippie platformer that
features ten levels of
various cartoon adver-
saries and deadly guardians. You
play the role of Peter Pan and your
tasks are very much orientated
around the famous film. There are
friends out there to be saved
and your job is to go out
and find them.

Peter Pan has a
few tricks up his
sleeve as he con-
quers each level.
He can of course
fly whenever a spe-
cial source of power
is found and as far as
his attacking qualities
go, he’s equipped with a
sword (which he’ll always keep)
and every now and then it's possi-
ble for him to fire a flaming ball at
anyone he chooses to prevent any
tricky close-up fighting.

Throughout the game you'll need
to attack whilst on the ground, in

[ 6000060 FLY moommses |

e iy

the air or underwater. You can jump
over tricky places and hop from
shelf to shelf whether its small
rocks or staggered cliff ledges.

As you progress through each
level the gameplay is very slow. Not
only does this cause any sense of
excitement to fall through the floor
but it also makes the whole control

method very jerky and irritating.
Attacking an enemy or
even a guardian is a
1\ very easy affair as itll
only ever need two or
three  strikes to
defeat them. Older
players will be very
disappointed if they
pull four tenners out of
their wallet for this.
Pretty backgrounds are
no good if the gameplay fails
to provide original challenges.
Young players will enjoy this
because they can finish it within a
week but older players will feel they
already have ten other games just

like it.
@ Mark “the legend” Hil

Hook received a Proscore of 69% when it was released on the Mega CD

R L e e

 HOOK
SN @ £39.99 @ INPORT
CART S|ZE ooq’0008Mbi'
PlAYERs.ooooo‘ooooooooo ‘
STAGES ....
SKILL LEVELS......
FEATURES .....confinves

CONTACT |
~ Sony © (071) 734 5151

'your dagger and B o jump.

«also to move Peter Pan through water. -
twice whe ou wish fo fly and hold down
ly flying.

| A 82%
| A Plenty of careful detail and colouring has

' gone into the backgrounds to all ten levels.

A There are many different kinds of enemies
| and guardians you’ll encounter. |
SOUND 77%

Py —r.

|| gume are suitably slow and emotional. |
|V Actual spot effects are disappointing and

 tend to be drowned out by the music,

GAMEPLAY 63%

| A Hook is very easy to get info because

| enemies attack at such a slow pace.

¥ Controlling Peter Pan can he awkward and
| the slow gameplay only makes matters worse.

CHALLENGE 65%

| A Young players will enjoy sailing through the

levels with this popular character.
'V For most, this is the kind of game you’ll play
a few times then never play again.

PROSCORE

o4 9

Hook has some nice toudhes with the paint-
ed scenario’s being no exception. Young kids
will enjoy progressing although the majority
won't find anything spedal here.




ORTUNATELY

you WON’T HAVE TO FACE IT ALONE

A
2} GAUNTLET ® IV: ® and © 1985 Atari Games Corporation; Licensed to Tengen Iric. © 1993 Tengen Inc. All rights reserved. ‘SEGA’ and ‘MEGA DRIVE' are trademarks of Sega Enterprises Ltd. © 1993 SEGA ENTERPRISES LTD.

Safety in numbers? Forget it. Even with the new

4-player adaptors and pals by your side, youw're about

" to embark on the most lethal challenge of them all.

Gauntlet 1V has arrived on the Mega Drive. And the
word is, it's only for Mega masters.

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

You'll need pump action reflexes to slay swarms of
lethal creatures — plus a sky high 1.Q. to crack over 90

intricate labyrinths and magic codes.

And, when you've inched your way through dripping
dungeons to complete your quest, change mode, then
turn the tables and slaughter your friends.

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

94% — MEAN MACHINES

94% ~ MEGATECH

90% — MEGA

83 % ~ SEGA PRO

TENGEN

TENGEN EUROPE, 5 SCIROCCO CLOSE, MOULTON PARK,
NORTHAMPTON NN3 1AP. TEL: (0604) 790785
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As the servant of a great god
you have heen forced to
accept a daring challenge.
Starting off in the heat of
Flame Mountain you must find
and destroy an old legend who
many thought had died long
ago. The great fire creature
will prevent anyone from
escaping the dungeon.

If you ever get out of Flame
Mountain alive then your
other duties may be found for
you. There are eight scenarios
for you alone to conquer and
within each lies an evil
guardian almost as formidable
as the great fire creature him-
self. Now the bhlades are
sharpened and you are ready.
Stepping out into the
unknown, for the first time
you must be ready
to fight for your
life. The biades of
vengeance are
waiting, so it’s
slashing time...
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@ Outside the castle you'll meet many of the wolf guardianswho will attack in numbers.
Your best attack method is the one shown where you should slash your sword down-
wards as you leap towards the enemy. Beware, many wolves roam the castle bridges!

FRESE START

]

FREZS

3

§ WANT A SECOND OPYHION

Back in the dark ages, com-
puter games were full of war-
riors, wizards and damsels in
various states of undress.

1 Blades takes me back to the
{bad old days when every

game had to have a dungeon
in it. Still, it's not a bad dun-

{geon as these things go; lots
Jof flame, tumbling rocks etc.
{though there aren't

really
enough monsters to keep you

Joccupied. The gameplay is of
the hack 'n’ jump variety with

some potion and spell collec-
tion thrown in. This is a

{strange mixture of old game

types, even in two-player

imode you'd probably prefer

the different view of Gauntlet.
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lades of Vengeance is

your run-of-the-mill

slash-em-up platformer

as far as the content and

structure of this release
goes. The opening screens have lit-
tle to offer in the way of options
although there is a two-player mode
where two warriors can battle the
enemy at the same time.

For a platformer of this type, the
idea of a simultaneous two-player
mode sounds awkward
— largely due to the
restricted screen space
one player can space
himself from another.

There are plenty of

tricky situations that arise

when a player will fall

down a rather large gap.

If the other player hap-

pens to be standing

safely on a platform

away from the falling player then the
falling player will freeze until the
other one catches up!

Starting off, you have the choice
of controlling three characters; The
Huntress, The Barbarian and The
Wizard. These characters do not
differ a great deal as they will all
fight with normal or special attacks.
The Wizard can'’t perform a sweep-
ing overhead blow but he can fire
bolts of energy across the screen.

The game content is as pre-
dictable as anything we've seen
before in a game of this type. Apart
from your standard sword routines
(attacking in a crouching, standard
or full swing fashion), you can col-
lect a variety of special pick-ups to
aid you in combat. The potions will
give you anything from invincibility
and healing to special gas and force
fields. There are also strength
scrolls up for grabs to enhance the
damage you inflict on others and
transformation scrolls that change
everything on the screen into zom-
bies (lovely!).

In many ways this release is a
cross between Gods and Dracula.
The keys and potions in Gods could
be bought using credits and here

Remember

PROTIPR. veve.
e

| player mode
the player
205 : . with the
1322 »5 4 mostlives
can give the other player a
life by pressing A, Band C
together on the joypad.

the same kind of bonuses can be
purchased between levels — using
silver and gold coins found along the
way. This is an age-old idea present-
ed in an age-old fashion.

The other comparison, this time
with Dracula derives from the plat-
form structure itself. The back-
grounds are very nicely drawn and
everything but the characters them-
selves move along a fine platform
line in a straightforward walking
motion that lacks originality. To be

fair, the characters here

are animated to a high-

er degree but they still

wander left or right

slashing the repeti-

tive hordes of identi-

cal sprites that roam

onto the screen. These

kind of games ' could be

bought on a budget label for £2.99

on the old 8-Bit systems not to long
ago!

| found Blades of Vengeance

became monotonous and tiresome
as there are so many games out
today that play just the same as this.
If the moving platforms, crumbling
bridges and flash-hit guardians
don’t show the age of this type of
release then it's the fact that each
level only differs visually in terms of
backdrops and guardians. | feel this
type of theme is also wearing thin
with its stone castle passages, keys,
potions and zombies used in just
too many platformers. EA have
slipped-up here as usually their
titles give us the kind of bold origi-
nality we seek.

® Mark “slashed-out” Hill

On two-player mode life can become justa hﬁ|e frusfruhng IF you run through a
level together you'll need to wait for each other. You can split-up, but as their is no
split-screen one of you will freeze whilst the other continues unfil you swap around.

ET
Teypre

? STLUER ﬁ'~' 2 P
*{ 04 | A

. ..-0-.’«,. " w....w

b ,:’gv'"?

FRE3E START

aky nasties. Here you find
can see his skin is still
strike these thraagigses.

-
3 X ¥ 4 3 i ® e N
The thrust-ond-parry rapier (blade) became the weapon of duel and fencing.

A Thep rites nreidmwn
 and shading

¥ A The tunes for

\ -
Press A to use then%eledetl i!én, B to attack and ¢
to jump. Use the D-Pad to move aroun pushll?
:‘i:h button B f;r e speéml ttack, DOWN ia

ensive crouch. Press B to hlgker.
Press START to onﬁr the item Mmkn nlg:d

i
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M on their ady frames.
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level p‘ny to a sui
tone in line with the slow pace of the
V¥ The sound dfe&ts are so similar to !l;ose we
hear in other slash- em-wp tdense& 1

GAM

A lnwovh’ferm aneg’l;L&mn se"‘“

whilst the other goes off
¥ The platform structure and content has been

, seenin%heurchv@sofmnsohs for years.

CHALLENGE |

A All eight levels are - espednﬂi the
guardians that'll maket;:ﬂQfe a misery!

¥ There is no purpose in progressing as each
leve!:zstlwsmri!;oldlw né

PROSCORE
64 %
0

This is not complete trash but the point

is everyone has played platformers like

this. Why pay for something that's
painted differently but plays the same.




Usually we’d expect to see the
crash dummies in an adver-
tisement that hoasts about a
car’s safety features.
However, the Dummies have
now been brought to life on
console in an adventure where
you play the role of Crash
Dummy Spin, who has the tax-
ing task of rescuing Doctor
Zub (the scientist mad enough
to bring them all to life).

The Dummies, rather unusu-
ally, would probably prefer to
be locked in a car heading
towards a brick wall at unbe-
lievable speeds. But the break
from accident research is
vital as the evil Junkman is
intent on discovering a secret
T-1000 armour design. He’s
kidnapped the Doc in an
attempt to get this informa-
tion. Gan Spin rescue him and
protect the secrets of the
accident-prone crew?

x| G e

rash Dummies is a

wacky platform adven-

ture with the emphasis

very much on mechani-

cal mayhem. The game-
play is split between two playing
styles. The action starts as a left-to-
right scrolling obstacle course, then
moves onto a multi-directional plat-
form game. The obstacle courses
will certainly keep a spring in your
step, what with the cars and bikes
running you over every five sec-
onds and then wheels that bounce
towards you at the most awkward
moments as you try to keep up with
the fast pace of the game!

You are granted five lives to start
off with and as far as special fea-
tures go you have the usual variety
of power-up’s to help you through
your accident-prone lifestyle! The
screwdrivers and spanners empha-
sise the road-test theme as these
will rebuild any lost limbs and give
you weapons to throw at any
attackers. :

The humour of losing limbs
rather then energy is a sim-
ple yet smart idea that
should appeal. The
warped lifestyle s
combined  with L =
spot effects like e 4
the cheery car :
horns  make

& During the obstacle course stages the emphasis is very much on crashing -

somet

ing you can very easily get caught up in as a Crash Dummy! During

this vehicle crash-test the idea is o avoid the brick walls.
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PRGTI During the
obstacle
\ s course
! stages you
! may find it
G ; easier to
e, " wait for the
cars and bikes to crash
themselves rather than try-
ing to jump them.

@ Always be prepared fo meet the
cement monsters that are ready fo
pop out and surprise you!

this a continual barrel of fun.

Crash Dummies is a very smooth
game with bold graphics that stand
out. The mechanical factories and

car scrap-yards are littered

with tricky obstacles

to . master and

there are plenty

of wacky

attackers  to

&4 keep you on

your toes

(when you've

g~/ siil got them).

> Its  frustrating

that there are no

continues but then

this is a ‘game thatll be

completed with the emphasis on

old fashioned trial and error. The

challenge may be a little easy and

the platform ideas dated in places

but this is fun to play nev-
ertheless.

@ Mark “no limits”

The idea of bringing Crash Dummies fo life originated in the US as there is a series featuring these characters..
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Press B to jump and € to throw a weapon. Start
will pavse the action. Use the D-Pad to guide your

Crash Dummy around the screen.

RPIS | 86%

| A The solid bold sprites and hackdrops are well

svited fo the crash image.
A As you start ta loose your limbs we are
treated to some deverly animated movements.

ON 84%

| A Sound effects can be nbsorbmg and work

very well will the chaotic action.
¥ There is no music during ench of the eight

82%

levels which is

AELY

k A You'll find there is never a dull moment in

the action when you play this game.
¥ The platform stages could have been given a

more original design structure.
0,
HLEG 73%
A There’s quite an incentive to find out what
each level is like to play.
¥ You may find getting through the gome o
fairly ensy affair despite the busy action.

SCORE

LI

This is an accident challenge suited to
younger players as it’s fairly easy to

I master. This is a humorous release with
a novel theme and plenty of action.
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In the future, warfare
between super-corporations
Cybertech and Axiom is
reaching fever pitch. The
. larger of the two, Cybertech,
have been the victims of a
| vicious propaganda cam-
| paign. Now they are even

being investigated in connec-
_ tion with the assassination of

PR R s S

. President’s death to their
advantage is suggested hy
their Chief Research Scien-
tist. Why not implant a
miniaturised brain-manipu-
lating dreid into the new
President?  That  way
Cybertech could control his
every move.
. Some time later President
Korshy is left awaiting trans-
§ fer to the recovery room;
. now’s their chance to make
the implant. Meanwhile, time
is ticking away and Vice
President Ferguson worries -
“what’s going on?” he cries,
if only he knew...

sygnosis have been working
on this, their first Mega-CD
game, for about two years
and the interest it has been
creating is phenomenal. It's
a multi-million pound project that fea-
tures computer generated graphics,
a futuristic storyline and, most inter-
estingly of all, the human body as its
setting. Microcosm'’s use of CD-ROM
technology could make it (visually at

a former President. least) the best game seen on any

5 Sega system.
:ty:;nech:nesﬁfﬂ, Argetl Its introduction, backgrounds and
» ’ fr midgame sequences have all been
appreciate this S created on computer. The
rather  care- ’ ﬂ, . S quality, particularly of
less  whisper - W R the intro and in-game
and  decides @ B sequences, is fantas-
B Vi thido » tic. The special FX
; 08 L P create a very cine-
something : ety Y _ ‘matic feeling = you literally
about  Axiom s, . sit back in disbelief - can
once and for this really be running on

2 . your Mega-CD?

An Rty 4 liluminated sky-
] gupestunity %o scrapers tower in
. manipulate the former ’ the background and

These VDU screens are not a good
sign — it means the President is dead
and you have failed in your mission.

attack-helicopters fill the sky
as the storyline is revealed.
Then the action switches to
an inside location
(Cybertech industries). Ten-
sion rises as the implant
takes place amid a hail of
bullets. Suddenly, you're
thrown into the human
body — out of control

and alone with

hostile . sprites s
firing missiles at = gz
you. Now the ,
action begins, or s
does it? &

Well, the first level
is a washed out attempt at a
challenging shoot-em-up. You
control the first of five ships,
floating through the insides of
some poor guinea-pig of a

human. It looks wonderful, but take
away the cosmetics and it's a simple,
uneventful blaster. You cannot con-
trol your flight path and even when
you hit the sides — nothing happens!
Finally the end of level guardian

Durin'gh the chase levels crafttend to
drop their load right into your flight
path = ouch!

Floating through the bloodstream of the President you glance up and notice an ITV. cam-
era team. What are they doing here, and how did they fit into o syringe? Oh well, smile
for the birdie and make sure you get my good side or I'll sue!

Rick Wakeman is the game’s musician and used to play for the hit Seventies band Yes.

must be destroyed
before - you  can
progress.

Complete a level and you arrive at &
a portal, go through more amazing /=
movie-like = sequences, enter your &
new craft and launch into the next |
area. This could either be a chase-
me battle against a solo craft or &
another plain shoot-'em-up zone. @
You're left shouting “Oh look, it's vir-
tually the same as the last levell”
This_may ‘go with the flow’ — so to
speak — and follow Microcosm's fan- =
tastic storyline but it makes for pretty 8
dull games playing. Even in later lev- &
els it's much the same and only the &
enthralling graphics and funky sound |
keeps you playing.

Having raved about the quality
of the graphics it has to be
said that the sound is
equally impressive. Its
futuristic, - atmospheric
style suits the game
to a tee and makes
a change from roar-
ing guitar and key-
board solos. Little
can be said about
the sound FX
except theyre OK,
but when firing differ-
ent weapons there’s lit-
tle or no difference.

Collecting power-ups has
always been a regular feature in




i

Eox 12,90, itooks ke welpe
ny
Toke @ closer look at the boftom of the screen and you!ll nofice the weapon select, 9 of Cyber Tech for g quick

CUppa and sarny,

six: Blast away, but don't waste your ammo foo much.

? Ii This varies fevel fo level and now you have seven rather than the earlier choice of

§! WANT A SECORD OPINION}
4 | thought Microcosm was an
{ interesting idea for a comput- |
{ er game although since play- |
{ ing it | have found much of the f
gameplay to be disappointing. §
{ The backgrounds are
| superb — there is no doubt
{ about that. It's just this basic f
§ shoot-em-up concept putting f
1 a wet towel over the gloss.

| found sound effects were
{weak for a CD machine} . N ; ;
{ although background music f L R L He &
 does keep the dramatic themef| —
in perspective. ]
1 1 would not rate this in the
eighties because levels lack f
{ the variety this type of game |
demands. Microcosm is af
great idea but it need building f
on. Microcosm II? i

Before Jou're launched info the next area visit a porfal and change craft. This is part
of the docking sequence so'sit back and enjoy the show. What2 You want to wonder
around to explore and investigate, no chance!

shoot-"'em-ups and Microcosm is no
different. Blast various aliens and a
circular bonus flies towards you. A
choice of weapons ranging from
ultra-weedy to smart or barrier pow-

er is effective and proves to be . Rcmp o ‘ ; “";.?,“ b ;
more than enough. Their overall « and you've power-ups fo callect,
¢ . . : v u want o blaster
effectiveness is subject to ] : i : f
minor criticism — they run

out of ammo so quickly! ' CHALLENGE ; 3°

To help you through  included and even Silpheed offered .. Gl | e b L
the levels a pasgs- more challenge. OT| Savey‘::;";_ I“;‘{':W"’M"W"Wﬁfﬁ o
word system has Summarising this game is simple PR mos‘tp ! 3 This. 5 s
been included — big  — it looks and sounds fantastic with a w’ e ©riu ons for :
mistake! Micro-  storyline to match, but take away the — g# weap dof o CehdE i i,
cosm is too easy gloss and you're left with a basic b = t“;:;“ 5 SR A 15
and limited contin-  shoot-em-up that pales in compari- o 3 >
ues would have son to anything like Thunderforce 4 == gu‘ar‘d‘;i':;sd- PROSCO R E
been better for a and Jungle Strike. Definitely an In particular, the shie Fmous
rapidly growing num- impressive display of graphics but smart bombs are enoa 4 o
ber of expert games the game itself leaves much room ly helpful and can be : o
players. A difficulty set- for improvement. lifesaver. l
ting should have been ® Jason “swirly-whirly Johnson L_____—-———_- | These compter generated graghies set

the standard for Mega-CD games ;
having said this it’s just another shoot-
“em-up along the lines of Silpheed.

Microcosm uses over 500Mb of graphics and sound data. Phew!




Bored at the breakfast table?
Tired of the sandpit? Fed up
with your old snooker room?
Enter the miniature world of
Micro Machines and you’ll
never see your home in the
same light again. Whether
you're racing hetween lanes
of breakfast cereal, drowning
in a puddle or teetering on the
edge of a cavernous pocket
you can be sure that the
action is funny, fast and out
of control!

Pass the salt...run down
that waffle, no! watch out for
that milk-slick!...

you’ll go

31!
much

A faster. Try
¥ and avoid

ith obstacles or
s this slows

ide
through
curves and

contact Wi
other vehicles a

you down.

Beware the soggy cornflakes, nuts
or er...whatever they are as these'l
cost you precious seconds.

:
S ey

a0

or something that’s taken a
while to reach the Game
Gear you might think that
this release is likely to be
stale in the graphics and
gameplay departments. Well, you'd
be wrong. Putting the funny
characters and quirky =
backgrounds aside
for a moment
Micro Machines
is a racing
game pure
and  simple.
The vehicles
(powerboats,
dune-buggies,
sportscars etc..) all
handle slightly differently
and this makes the task of roaring
around each circuit, avoiding obsta-
cles, traps and your fellow drivers
that bit more difficult. No bald-spot-
ting of tyres F1 style here. What's
nice is that even if you tumble to
the kitchen floor or sink into a pud-
dle you've still got a good chance of
getting back into the race (after all,
you are only a plastic toy!).

This isn’'t to suggest that your
computer oppo-
nents are all
push-overs. Some
will try to jostle

you off the

track while

others roll

along smooth-

ly avoiding trouble and

so losing no time in pile-ups or
high-speed crashes. Going off the
beaten track is not that bad an idea
as there are plenty of short cuts to
learn...but, you have to be careful
on the later circuits as some that
seem inviting will only lead to a

Tl

FLAYE R

N
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sand trap or a watery end! The

head-to-head competition on one

Game Gear is an innovation that

sets this above F1 (much though |

love it!)

You could never mistake Micro

Machines for a racing sim

but this doesn’t

detract from it at

all. This game is

pure fun! A

nice addition to

some  good,

recent GG
releases.

@ Pete “Rick

Rastardly” Wilton

Here on the workbench there’s
plenty to keep you awake includ-
ing these minituare oil-slicks.

‘Micro’ is derived from the Greek word ‘Mikros’meaning small.

. small and tinny.
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The D-pad rotates your car, 1 nccelerates and 2 is
brake or reverse.

"ACTION

' A Clear, Imgh! and uncluttered. Suits the
| skidding, spinning gameplay very well.

¥ The overhead view could get a bit dull after
a while and you’re not really in the action.

80%
A Cheery tunes and the expected drone and

wheel-spin.
W The GG does its best but these are still too

85%

A Frantic swerving action and competition and

§ the head-to-head’s great!

W There could be some gears and add-ons for

A

| the vehicles.

8 A The sand trap level is hard, the bonus levelis | ‘
 impossible!

W Not really very mentally stimulating (but

L who cares!).

FE

S8SO6 %

| What you see is what you get; fun,
| fast and entertaining racing. If you're

looking for the realism of F1 you'll be

| disappointed.
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Ladies and gentleman, boys
and girls, please give a big
hand for a very special circus
act tonight, by our very own
bat - Aero the Acro-bat.
Watch him dazzle you with his
amazing feats of bravery. See
him perform a shot-gun launch
out of a cannon, then gasp in
dishelief at his plunge through
hoops of fire. Then there’s the
runaway roller-coaster ride
and a bungee jump over rocky
waters...

Yes folks, this is a very spe-
cial show tonight. The World
of Amusement, Circus and
Funpark has been sahotaged
by the evil Edgar Ektor, an ex-
circus clown bent on revenge.
Ektor’s henchmen include the
hitter Zero the Acro-hat who is
jealous of Aero’s popularity.
Can Aero really turn on the
style and give the audience a
look at every circus trick in
the hook?

v

MEGA DRIVE

careful
when you
use a can-
non as it's
so easy 1o
shoot your-
4t esE 2 gelfup
through 2 spiked cei\ing{;a
1 thus causing the loss tc;\ b
life. You should push_t‘on
cannon toa safe posi ‘sel,f
then gently st;‘oz; ‘zﬂhe
rds to che
lcll‘;‘r'\v;ers and find wher;an tgf
find the elusive platfor
ponus icons.

MWM;&M&WMA/@ st

ero the Acro-bat has
arrived, and Sunsoft are
hoping their new acrobatic
bat will attract as much
ttention and popularity as
Sonic did. At first, the ideas involved
in this release seem impressive. The
entire game uses a circus theme
although some levels feature Aero
outside the ring using his skills in
other pursuits.

The game is split into 25 levels
and like Sonic the Hedgehog, each
level is classed as an act (very
appropriate considering the story!).
There are also three bonus levels
and four boss levels which immedi-
ately suggests that this will look and
play very much like the Sonic series.

Aero is a character with itchy feet,
a console star who's keen to be on
the move. If we look at the content of
a circus tent — then look at Aero in
his own circus world, we can see
that many of the stunts he performs
are taken directly from those you'd
expect to find under the big top. Aero
must cross high tightropes on a uni-
cycle and dive through a series of
hoops (some of which have been set
alight — just to make the challenge all
that more difficult). Trampolines are

everywhere and Aero will need to
bounce two or three times before
reaching a required height so that he
can either get bonus icons or find
that elusive platform. The circus
show would of course not be com-
plete without the cannon and
trapeze, both of which can be very
tricky to use if you're not careful!
There are varied objectives for

® Aero's drill spin is very much like Sonic's famous spin as it's so effecive in killing the enemies.
The drill works in mid-air after a jump and can be used to gain extra height as well. As you

As Aero has discovered some

wings he is able fo fl
uj
spot the two exirg h'vgs. P
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each act. For the
first one you'l

need to jump on seven starred plat-
forms — an idea which is a little weak
and very easy to master. Act two
moves on to keys and rescue mis-
sions as Aerial — a friend locked up
by the evil Ektor — needs rescuing.
Later, you'll need to take a wacky
ride on a roller-coaster and make

can see in the picture, the drill sends Aero shooting off at an awkward diagonal angle.

The Desmodontidae species are known as vampire bats because they regularly drink the blood of birds and mammals.




The idea for act 1 is simple. The
seven plafforms with stars need to
be overturned - o very easy task!

@ The frapeze sequence s fairly tricky
as you'll need fo time your jumping
angles and reactions fo perfection.
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3 Aero's ability to hover in mid-air is very useful because you'll often need to look
above or below for nasty spikes or enemies that are otherwise easy fo hit. As well as
hovering Aero can also fly if he finds the wing icons.

use of a rotor blade for a really
smart change in the gameplay!

Controlling Aero can be frustrat-
ing at first — but then mastering the
acts is all part of the challenge.
Aero has his drill move that’s really
like the Sonic spin, although here he
drills in an awkward diagonal direc-
tion — something to get to grips with.
He can also duck, hang, hover,
warp, fly and throw stars — so there
is plenty of experimenting to be
done with this coolly animated bat.

The enemies can be tricky to dis-
pose of although you'll find there are
never too many on the screen at
once which makes some areas of
the game seem empty and maybe a
little dreary.

Graphics are what we have come
to expect these days from a plat-
former like this. Backgrounds are
given some smooth, cool detail, with
great use of colour and an effective
scrolling technique. The sound puts
you in dare-devil mood with bright
cheerful tunes that are well suited to
this style of gameplay. It's chaotic,

Life on the tightrope is easier than it
& looks as the unicycle will never let
you down.

it's challenging and often very diffi-
cult — despite the continues on offer.
Aero the Acro-bat is very much a
Sonic spin-off; although thankfully
the idea of using circus acts makes
the gameplay different — even if it is
a little slower. The character should
appeal to kids as Aero is a cool chap
who just loves to muscle-in on the
action. This is worth a look, just
don’t be led into thinking this is a
performance of originality as many
of the stages use platform-style play
that can be found in the average

Mario or Bubsy level.
@ Mark “In the act” Hill

8

| WANT A SECORD OPYAION]
Platform adventures are}
definitely improving as a rule §
and now Sunsoft have joined §
the cutesy club with a jolly bat §
called Aero. Bright colours}
and classic circus music}

grinds along
1 nothing more than an average |
4 game. It looks ordinary and |

in what is

the only area in which it

outshines the competition is |

with its difficulty level — far
higher than the likes of Zool.

Aero is basically another
platform adventure with a few
side diversions to keep you

interested. It looks good, but §

If you'ref
something |
exceptional this Christmas
play it safe with Aladdin - it's |

not that good.
looking for

far better!

Bats account for about one-seventh of the total mammalian species. As they are nocturnal we don’t normally notice..
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CONTACT Importer

Press A to throw the stars you've collected. Press
B to either jump; activate the cannon; or drill
whilst in the air. Press C to hang onfo a tight-rope
nm; hover. Use the D-Pad to move Aero left and
right.

ACTION

85%
A The background scrolling of a huge ringside
audience enhances the circus atmosphere.
W The sprites attacking Aero could have been

improved with better animation.
(+)
86% |
A The music is typical of the circus atmosphere |

| and very appropriate for the acrobatic action.
A Spot effects are kept simple yet still work
| effectively as Aero interacts with objects.

83%

A [t's good fun scaling the complicated route by

| performing the various stunts.

¥ Action could be enhanced by a greater

| variety of enemy sprites and more of them!

87%

A The route is not always so straightforward
so it’s difficult finding your way.

| A There’s a challenge in frying to discover
| hidden rooms and clusters of power-ups.

ROSCORE
84 %
(1

A very playable adventure which makes
good use of the circus theme. The plat-

| form structure is nothing new hut the

acrobatics lift its appeal.
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This is the selection screen that allows you to alter various
aspects of the game. Few of the rre-set tables are worth both-
ering with but the Workshop will

let you make your own.

MEGA DRIVE

The lure of flashing lights, the

¥ huzz as flippers are flipped and
& bumpers hit... pinball probably
& isn’t your idea of a computer
| game but Electronic Arts have
4§ other plans.
§ may not have the cross-over
. appeal of Sonic Spinball but it
| does have a few surprises up
 its sleeve.

Virtual Pinball

Buzzers, houncers, holes

: and rails are designed to give

your customized hall a ride-of-
a-lifetime through the past pre-
sent and future of machines
that had flippers before Ecco
was a mere twinkle in the
ocean. If you’ve had enough of
ripping your friends heart out
in Mortal Kombat , terminating
baddies in Robocop or search-
ing for Scuds amongst count-
less palms in Jungle Strike
maybe this release is for you -
gently hashing a defenceless
ball-bearing into submission...

flipper- N

down onto
/  themwitha
" really whizz!

o start with, | must confess
I’'m not much of a pinball wiz-
ard with the common-or-gar-
den variety of machines to
be found in most amusement
arcades. My game usually consists
of frantic flipping, soon followed by
the sight of the little ball rolling back
down into the gap. But, for the good
of SEGAPRO readers, | put aside past
experience, pulled back.the plunger
and got ready to roll. At first | was
dissapointed. Rather than too hard |
found even on the ‘Superfast’ and
‘Psychotic’ settings it was easy to
score several million on your first go!

Okay, so maybe they don’t want to
make it as hard as in the arcades

| WANT & SECOND OPINION}
Never before have Mega Drive
owners been given the chance §
Jto prove their construction f
{skills in this way — a pinball f
construction kit! How boring §
4 can you get? Aha, you may be
thinking, this guy is no pinbali §
4fan. You couldn’t be more
Jwrong, | absolutely love the |
dg9ame (Twighlight Zone is a}
4 particular favourite) but |
4 Virtual Pinball offers little

{ with its release: convert more
{Amiga owners, perhaps? |
4 Despite a glossy presentation |
Jand some atmospheric music §
{it does nothing for me. |

The Japanese have their own pinbaill in which extra balls can be exchanged for dosh!

‘Blood Bath’ is one of the simple set-
ugi. Flip your ball ot the skulls targets
above to get loadsa poins. Easy!

(where they’re after all your cash) but
worse than this | found the action
itself slow and uninteresting.
Compared to Sonic Spinball not a
lot really happened on any of the
pre-set tables. However as ‘pre-set’
suggests Spinball and Virtual
Pinball are in fact very different kinds
of game. Virtual Pinball is aimed at a
player who wants more interaction
than just hitting a couple of buttons,
offering you the chance to design
and then play your own table.
Although this may sound easy, in
practice it is quite difficult to do.
Sure, you can go to the ‘Workshop’
option and by moving a little circular
building robot around install various
pinball parts; launchers, kick-walls,
bumpers, holes, targets etc. (see
‘Pinball Bits Box’) but arranging them
so that you get a fast and exciting
layout is another story. Probably, like
mine, your first few attempts will
result in the ball falling back onto the
launcher, getting stuck somewhere
or flying out through a wall you forgot
to put in. If you persevere you'll enter
a process of trial and error where
you're constantly altering and adjust-
ing your table, seeing a new problem
to account for or improvement to
make each time you play. To begin

Jaction, furious gameplay or
RO“ ﬁ:;::,?:ns { exciting challengg. it With t_his can be rather tedious,
so that you 1 This game is dire drivel and switching back and forth between
T can bash 4! cannot see what Electronic one-player and workshop mode and
i £ the ball {Arts are trying to accomplish | it certainly would have been nice to

have had a large overview of the
whole table instead of only seeing
one bit at a time. As you progress,
however, it starts to become interest-
ing as you get the hang of creating
faster, more unpredictable designs.
Even if it does take a while, when
you've completed a set-up that
works, seeing your ball race around
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7 TOOLS: Simple really. The normal building
i droid installs, the blaster removes anything you
s don’t want and the grabber?..er, grabs and
Sl pulls stuff around.
/| BITS: The bits from various tables may look dif-
ferent but they can all be broken down into

these eight components;
I (:) g o] 3

_ a0 O
or ) 2 g N &
LAUNCHER

e
FLIPPER SPECIAL
B

KICK-WALL BUMPER

~ IRTTIER LR
g oodao

i

Nl LT rRakl /\
Top right is a run shaped like o head (hence the table’s name: Brain Ball), you'll

have to be light on the launcher and careful with the flippers fo reach this itfle maze
but there are lots of lovely points in it if you do!
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A combinafion of Stone background and Droid parts creates a good contrast. The
black balls come from a hit on a “Special’. These are very useful as one will turn into
your own marble if it vanishes inbetween your flippers.

asaae T
in a convincing manner is very satis- "gzg‘&o&d“\}\\ /
fying. The inferior preset tables do .g&‘x *L::._— : A
serve the purpose of making your /;“@f‘ TR
table look good and fast (which in ™ €7 &~ d
comparison isn’t very difficult!). This
game has a lot of potential, allowing
you to manipulate all the familiar
elements of pinballing. It's only a
shame that some more original or
surprising parts couldn’t have been
slipped in alongside the predictable
ones. This has none of the whizz-
bang of Sonic Spinball but is, in my
opinion, a superior computer con-
version because of the problem-
solving/creative element.

@ Pete “flipper” Wilton

v
i

)
.
3,
Sl

bk
B R
PR o
SRR ./ 5
N

Modern pinball derives from the old parlour game'Bagatelle

BLASTER GRABBER

s

-— : CAlEzAr.slgidéw.:.?ﬂlDé\cbit
S PLAYERS...............4

\ STAGES .o....oo..oo.“/a »
| SKILL LEVELS.........3 |
| FEAT“RES ccssscccceSUVE |
5§ CONTACT |

7’} E

. EFlippers
Halls
: Kack Mal ls

Jarzsels
ITracks
Gpecial
L auncher
glaster
Grabber

Vo X
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TR # i During normal ball play Lerr and C operate the
8 Eirocoo i = flippers and B “Tilts” the table. In Workshop mode;
X @& A brings up the bits, B toggles hetween the
TmE [ - different types and Cinstalls what you've picked.
(s >
B, o .
Sl REANSER NG aw.

T 00033165
B_"(?aoor,gg
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70% |

(| A What can | say? it's a pinball table with

| several different backgounds. ‘
W None of the defaulf tables were that exdting |

to look at. 1

i A Surprisingly good. There are four different

0,
| 75%
| A Fine-tuning your own table becomes very

5] | addictive as you recreate that pinball buzz.
8 'Y You might get tired of flicking the buttons

70% |

| A Designing a table that works is quite difficult
| for starters.

| 'V The preset tables are on the whole rather

| poor (I managed to keep going for ages).

L % | tunes to choose from, all pretty techno-ish.
M Oy r i ¥ | suppose if we're going to be picky, those |
“\B,Do:anoam ' | pinball sounds don’t have the right ring to them. §
EX AREA |
P

| Although the pinball part of the game is
only average, the DIY aspect will keep
| your interest for a while. Not one all

pinball wizards will enjoy.




Through the crawling, tepid
. mist of Transylvania the
. Prince of Darkness makes a
¥ ghostly appearance, perhaps
§ in the form of a hat, a wolf,
. or...a man. Behind Dracula it
. is possible to see the faint
' dark silhouette of the castle,
. a towering palace of evil set
. against a sky of pink and red.
. Look to the left and the story
. is of decay — stakes stick out
. from the ground like grave-
§ stones with the dead left
. hanging like clothes on a line.
. The vampire hunter

Jonathan Harker has prepared
for his confrontation with this
. strange creature and he
# knows his blood is well and
§ truly at stake. Can he prevent
. this blood-sucking freak from
. striking fear into the hearts of
¥ the innocent populous?

GAME GEAR

18 S |
-
Be T T
Ahdd £ “E TR "N
. TN TR %

# iy i
The Drac pack are out in force car-
rying weapons like this deadly
Hlame-ball bazooka. Be awaret

42

Blueprints from the film sets were used in the production of the video game

he MD version of Dracula

was disappointing largely

due to its dated platform

structure and poor sprite

animation. The first point
that should be made about this ver-
sion is the difference in gameplay.
Switch on, start playing and you'll
see improved animation. Harker
actually moves with a realistic step,
he jumps with more vitality and
moves around through a series of
levels that are far more fun to play
than the MD game.

Playing the part of Harker you
must travel through Dracula’s cas-
tle, the mountains of Transylvania,
Carfax Abbey and 19th century
London. Each level begins in day-
light where you have to get the
blood-stained tools of your
trade; knives, stakes, crucifixes
and hammers. Once the sun
has set, the real work begins. It
is then you must confront the

Prince of Darkness in whatever s

form he himself chooses.
Controlling Harker is very easy.
He moves swiftly through the
levels with smooth motions and
lightning quick reactions. The
concept here is rather dated
as this is a platformer with
predictable crumbling and
collapsing platforms,  pit
traps, dropping portcullis and
falling chandeliers. As for the
Transylvanian wildlife, well,
you'll meet the usual array
of bats, ravens, bog crea-
tures and other disgusting £
living matter! The stan- @&
dard cluster of power-ups £
(not forgetting the hearts!)
are all there to be collect-

ed as in any platformer of this
nature.

If you don’t own many games of
this kind then this is worth a look as
the graphics are full of colour with
the detail in some areas being a
credit to the hand-held. | personally
found this more enjoyable than the
MD version. However, If youre
looking for originality you'll definitely
be disappointed.

® Mark “chiller” Hill

| CONTACT

Press 1 to fire your current weapons used to
defent Dracula and his allies throughout R
Transylvania. Press 2 to either jump or drop down |§

through any thin kind of platform. :

2 ity i the qumeyiay.

O @ L1799 @ Q1T

Sony © (071) 734 5151

i

ACTION

A Thmjé are somé lovely scrolfing backdrops
graced with fine detail and colour,
A The onimation for Harker is on improvement

over the poor MD version! ]

A The opening mési: is ty Imlly dramatic and
well svited to the Dracula rlleme. '

'V Sound effects for finding bonuses and killing

enemies are often rough and unatmospheric.

T19%

' | A There are plenty of enemiés, quardians,

traps and honuses to keep you busy.

W Again this is o tried and tested platformer
| with ideas seen in many games before.

76%

A There are lhreé skill IeveE that will give

increasingly difficult challenges. ‘
'V There would be more of an incentive to

81 %

§ For achange the pretty graphics and improved

arimation make a difference as this is a plat-
former. Draculais fun to play although there is

STRATEGY

84% | |

| CART SIZE ......2Mbit

‘ mvtns.....;.......&..‘ 4

] ’ STAGES ji}.oooo.§-ooooo.ois
| SKILL LEVELS.........3

. FEAT“RES...«....JIOI!&

e U

72% |

. progress if the game format varied significantly. |
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DOUBLE -VALUE G=

TELSTAR

i , FROM £29-99 s»-
Alien 3/Predator 2
Back To The Future lll/Batman Returns
Sonic 1/James Pond 2
Corporation/Aquatic Games
Gynoug/Strider

Batman/Terminator
Wrestiemania/Powermonger

LHX Chopper Attack/Shadow Of The Beast
Outrun 2019/Lotus Turbo Challenge

CAMES r/

__SEGA £29-99 <
léjdﬁﬁ% L:f SallT

Batman Returns/
Simpsons - Bart V's Space Mutants
Talespin/Donald Duck-Lucky Dime Caper

£29-99 swe

Donald Duck-Lucky Dime Caper/
New Zealand Story

Speedball 2/The Terminator

AVAILABLE FROM THE FOLLOWING OUTLETS: ASDA, BEATTI C E, DIXONS,

ER GOOD OU
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It doesn’t matter how good
you are, where you’re playing
or what you’re kicking around,
all that matters is the taking
part. Soccer can he played hy
anyone, anywhere, anytime.
It’s probably the greatest
game in the world and one of
its biggest governing bodies is
FIFA, the Fédération
Internationale de Foothall
Association.

Ever since the invention of
video games, foothall simula-
tions have heen a favourite.
Foothall Manager, Kick-0ff
and the more recent J. League
Pro Striker have bheen good
but all of them lack some-
thing, be it graphics, game-
play or options. Starting from
where these illustrious titles
left off Electronic Arts’ EA
Sports outfit may just have
developed the most realistic
footbhall
videogame
ever.

e A
INTERNATIONAL

SOCCER

create the stadium atmo-

phere, crowd noises alter
with the run of play. Just as
you're about to enter the
opposition’s penalty area
the crowd’s cheering and singing
reach fever-pitch. To complement
this the intro and background music
is funked up (which should be to
everyone’s liking).

Choosing from 48 interna-
tional teams could be tricky, [y

; =
but Ron Barr gives you a
helpful statistical
guide. Germany and
the EA All Stars are
the top flight with
Italy, Holland and g
Denmark among §™
the alterna-
to i vaisg A
- favourites.

There is a consid-

erable difference

between the top teams

and a lesser rated squad, so
learning the basic strategies is
made easier with Germany or ltaly,
etc.

Before a match starts you can
choose your team’s formation, strate-
gy and set-up including; fouls, off-
sides, action; arcade style, gameplay
or simulation (where players tire as

the game draws to an end) giving
you considerable control. Select the
teams and the players run onto the
pitch. Heads or tails? Win, and you
have the choice to kick-off or decide
the direction of play.

Graphically, FIFA International
Soccer is the best football game |
have ever seen. The players are
clearly represented by hair and skin
colour, team kits are identical to their

respective country and the
crowd is a hive of activity.
Whether you're playing
on a grass or an
artificial surface it
looks and plays just
like the real thing.

, As you can see

from the screenshots
and read in the text
above, this is proving to
be quite a game. Believe
it or not there is still one
' more thing that

stands out from
everything else; the gameplay and in
particular the ‘burst of speed’
Rapidly press C and your toggled
player will race up the pitch! Bicycle
kicks, powerful shooting, realistic
passing methods; they all add-up to
unprecedented realism.

FIFA International Soccer will

The first president of FIFA was the British representative D.B. Woolfall.

! BAY Y T

What a pleasure it is to play a
footy sim where player sprites
not only look different but
each have their own level of
endurance and skill. EA have
produced the most advanced

and realistic sports sim to
date.

It’s great to hear the crowd
raise their voices at every
scoring chance. The atmo-
sphere is incredible and you
could almost be standing on
the terraces with the crowd as
the shots come flying in.

FIFA International Soccer is a
game that will grow and grow
on you. The delights of arcade
action combine with real
strategic simulation to make

this the ultimate ball game.

probably appeal to everyone
whether you're a football fan or not.
It’s incredibly exciting, especially with
four players and the league and tour-
nament both being reasonably diffi-
cult. Taking on computer opponents
can seem tedious, indeed it is after a
time, but at least the majority are of a
good enough standard to improve
your skills.

Just in case you miss something
EA’s action replay lets you watch a
stunning goal or nasty foul over and
over again. At the end of a match
you can choose to view statistics so
detailed they tell you how much time
you spent in each of your designated
areas, how many shots on goal you
had and give full foul descriptions to
banter about with your fellow
gamesters.

FIFA International Soccer includes
48 national teams, 4-Way Play com-
patibility, a league, a tournament and
enough playability to keep you com-
ing back for more. The graphics are
superb, the crowd is loud and there
is little doubt that this will tackle the
competition into submission before
the kick-off has even been taken.




Take a look at. the options you can
choose with a ‘short guide to whats
what in FIFA ‘International Soccer.
There may be more than you expected!

-The definitive action replay to
watch those golden moments as
fnany times as you want. The
deﬁmtwe ‘show-off!

Chlinse: Conirotler

| G
); e

Plug in the 4-Way Play and four
controllers will be shown- on the
set-up screen. Each player
moves to their team’s side and
any left in the middle are ignored.

‘ FA SI‘I'IR‘T'

) Taking a goal kick with the use of a
special target selector gives you
maximum control.

| internationg)

& Th|s guy can't keep away from EA Sports games can he!  If you're not too sure

Once yoUI |

have learnt
the basjc

star player.

about the feams' stonshcs have a word with Ron and he'll give you a complefe low-
down: advisable if you're planning to use New Zealand in an important game.

'g Language
Play Mode
Team 1

English
Exhibition
England

Team 2 United States

Half Time 4 minutes

The standard screen used to
access options and choose which
of the 48 teams you decide you
want-te play.

'Injured booked or srmply not

i CABE RU_U}_‘

Shooting WS
Running /e

Move left or right to change the
team you hope to take all the way
to the final ‘on this colourful and
informative screen.

SHIDSTEITIIONS

pulling his welghf7 Bring on a
more . enthusiastic player.
Especially - useftl in  simulation
matches (where players tire).

Move the defence, ‘midfield and
attack to suit your team’s style of
play to help them reach their ulti-
mate strength and potential.

feamm rormaliorn

A standard option in all football
games with a neat screen to
show how your team will line up
against the opposition.

1E38m SITAleoy

Attack and All Out
Defence are among the many
strategies available for you to
chop and change at any time.

FIFA was formed in 1904 by seven European countries, followed two years later by British feams.

3 wmdﬁlghmdmvelhems.

' A Realistic dmnﬁng, cheering and singing from

| CHALLENGE

| A Mastering o teams’ tactics and leuming how

€ ARTS

FAREORTS

INTERNATIONAL SOCCER

 BECRONCATS @ 84099 @ O |
 PLAYERS.
| STAGES soe

090000006004
.....l‘l/ﬂ
SKILL LEVELS.........T
FEATURES .....pussword

' CONTACT

Eleﬂronu Aris © (0753) 549442

ﬂmb-l'udnmesusdmed madllle;
screen in the normal eight diremons?'ghy:hﬂ can be
controlledin  variety of ways whether the boll

o :
youdorlteﬂder wlosn:&ydeld(wlmﬂ’s theair. |

GRAPHICS 92%
A The player’s animation is superb and out-

does any other foothall game on the market.
A A 3-Disometric view gives the impression of

93%

the crowd gives a tremendous atmosphere.
A The sound is so realistic it could be uysfuken

A

' for alive TV broadcast in Ihe room.

GAMEPLAY |

: AVmiwsovedmﬂud(s,exahgvoleysmMn

speed-up button — unreal!

’ AUsnga#WuyPhynddshl&exdled

redlist fo give brilfant, soudzlegmmplmtg.

96%

to skilfolly move pluyers around the pitdt is
never

A Be i! on yonr own or wuh a group ot mates

PROSCORE

o4 Y

This game does as much for soccer as

| NHLPA “93 did for ice hockey - the
| ultimate simulation. Create a foothall
\ stadium atmosphere in your own home




MEGA DRIVE

) Sspeeding battles

against
twenty supercharged racers
through windy, windy roads
and foul weather. Motorway
mayhem, off road danger and
mountain top finishes. A roar-
ing crowd, split-second time
differences and one or two
fatalities. This is the recipe
for a racing game with a dif-
ference and drivers with a
death wish. This is what real
fun is all about and only those
with nerves of steel are in the
driving seat.

Gremlin Graphics has finally
released this hit Amiga racing
game for the Mega Drive.
Lotus [l, published by
Electronic Arts and backed by
Lotus, hopes to follow in the
tyre-tracks of its past suc-
cess. How it compares to the
highly-rated floppy version
and what extra it has to offer
for MD owners will be the
main checkpoints to watch
out for.

15

@29 _onm

a0 00

s b=
Ty a5
caecrEo L

h your
t the fimer you reac
® gxseckpomt n @ wet and windy
three-lap race.

46

he main-screen play is
instantly recognisable from
the original. It features the
added option of two-player
games and a course con-
structor, so racing fans may still be
tempted to part with their cash.
Newcomers to the Lotus may not
be so willing as unrealistic handling
and a repetitive style of gameplay
could be its downfall — keeping the
accelerator pressed down from
start to finish doesn’t make for an
exciting race.

Where the Amiga version
excelled was in the handling of the
car — talk about realistic! Lotus I —
The Ultimate Challenge is far less
impressive and the manual gear-
box is a total waste of time. Another
disappointment is the two-player
game where you barely notice your
opponent and the game plays
almost the same as in one-player
mode.

Having said this the graphics are
a vast improvement on the original,
in particular the smooth scrolling
and colourful option screens add to
the general feel and presentation.
The backgrounds are a lot more
detailed but here nothing outstand-
ing strikes the eye. The four back-
ground tunes are only average so
you’ll soon be switching for the play
button on your personal stereo.

If you have a craze for racing
games and wouldn't dare miss the
second Lotus challenge this is a
must. Otherwise, | doubt you'll find
anything of particular interest;
Domark’s F1 or Sega’s upcoming

& In two- p‘ayer mode the cha"enge
is immense. One of you must make
all the checkpoints fo progress.

{ using the ma

{ change up t0
1 away and keep the 2
{ tor down — don’t wor!

& Pick one of the three fasty sports
cars on offer, then power into the
action! The Esprit is the fostest.

Virtua Racing are probably far bet-
ter buys. Realistic gameplay,
thrilling race tracks and competitive
two-player battles are what we
want — don’t we?,

® Jason “12 points” Johnson

e You'll find four great sounditracks
on your car stereo which are suit-
ably dramatic with a fast tempo.

Try each of
the 3 cars
and stick to
the one you
feel most

‘ M comfortable

with. When
nual gearbox

fifth straight
ccelera-

ry about

| changing gear__

Jet-powered cars can reach speeds of more than 400 m.p.h.

 Press left or right h move
. across the track and up
. your accelerator and A is b
1 ﬂlougbt brake started wi
. change geur.

LOTUS I

THE ULTIMATE CHALLENGE

| SKILL uévzl.s....... 3
| FEATURES course nleslgn

 CONTACT

straighten out. B is
strange, | ulwnys
B). Up and pown

 ACTION

. A Various fast, skidding sedmns. The mrbo
| 20nes are very smooth indeed. :
| ¥ If you're looking for a racing game w

| different look, this isn’tit.

}mND :

; A The music that has been

smis a dnvmg gnme, but...

'V ...there are only four tmks and some manky ‘
sound FX to chose from. _ :

(GAMEPLAY |

| choose from is certainly o plus.

v Mteruwhi!eni’suﬂioommhund

| player option is far from echmg.

(CHALLENGE |

A Theee difficulty levels and a constructor kit

| could moke for along playing life.

| ¥ There’s little skill involved and it’s more a
| case of whether you're lucky or not.

73%

| Emuneusen (F
| Electronic Arts © (0753) 549442‘_ |

chosen super car

e

PROSCORE

71 %

This fails to deliver the goods as it did
on the Amiga. If you enjoyed the style
of its predecessor it could be hard to
| resist — with a built in constructor kit.
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chips, bunkers and waterhazards, plus undulating

greens to make even the deadliest putter sick.

The world’s greatest golf sim is about to hit Then there’s the buzz of competing against the sport’s
the screens of Master System and Game Gear. living legends in a hothouse atmosphere where the
At last you can pit your golfing skills against the best thrill of winning is eclipsed only by the thrill of
in the sport and battle across four real PGA courses to pocketing a cool £2 million.
make the cut in four top ranking tournaments. PGA Tour Golf from Tengen. Shoot down to your store

o Play solo or any combo up to a fourball — but and pop©ne in your trolley today.

remember to perfect that swing on the driving range. 90% - SEGA PRO (MS)

88% ~ MEAN MACHINES (MS)
85% - SEGA PRO (GG)
79% ~ SEGA MASTER FORCE (MS)

Then, when you're finding the sweet spot every shot,
it's sweaty palm time as you step on to the tee for a
championship round you’ll never forget.

You can almost feel the cold steel of clubs in yodr
hands as PGA Tour Golf recreates the touch:of golf like
no other on an 8-bit system. There’s rodgh lies, cross

TENGEN EUROPE, 5 SCIROCCO CLOSE, MOULTON PARK,
winds, hooks and slices, thumping drives, delicate NORTHAMPTON NN3 1AP. TEL: (0604) 790785

gE PGA TOUR ® Golf by Sterling Silver Software. © 1991 Sterling Silver Software & Electronic Arts. Licensed to Tengen Inc. © 1993 Tengen Inc. All rights reserved.
5 & ‘SEGA’, ‘MASTER SYSTEM'and ‘GAME GEAR’ are trademarks of Sega Enterprises Ltd. © 1993 SEGA ENTERPRISES LTD.



tackle the compute

v gicl navigation systems-

B =

@ The different viewpoints on offer give you some great views of the acfion around i;ou.
The two MG 29's are well on your fail so if's back to the cockpit fo alter your flightpath

and lock-on to these bandit boys. Ain't the Stealth a real sleek lady huh!

S

™ An F-117 Stealth fighter has
been seen hy very few people
in this world so it’s existence
is debatable. Nevertheless,
this sleek mysterious sky-
eagle appears to he the ulti-
mate flying machine on paper.
In battle the computer turns
the realities of bloodshed into
a computer game. The Stealth
is a slim, sophisticated lady
of the US Army, she hides
above the clouds ready to
unleash her own brand of fire-
works; laser-guided bomhs
and missiles that home in on
their target at the touch of a
little red button.

Now you have heen chosen
to train as a Stealth Fighter
pilot. The dream-machine is
ready with it’s cockpit of
screens, flickery LED’s, pol-
ished seats and detection sys-
tems. This game is for real.
From 25,000 feet you can puff
on your cigar whilst at the
same time delivering a 2,000
pound laser-guided bomb onto
its one metre target with com-
plete accuracy. Fancy a crack
at flying this baby?

44
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&2
el
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e
=

r&

uring the Jungle Strike
campaigns the Stealth
Fighter cropped up during a
river raid, now EA have
given another fantasy air-

craft a starring role where raids are
just part of the action. This is a flight
sim of the near future that gives con-
sole-owners the chance to interact
with the next generation of aviation
technology.

Unlike MIiG 29 or F-15 Strike
Eagle I, F-117 gameplay focuses on
the skill of using a flight computer
system rather than flying a plane.
You cannot take-off or land and
speeds are set, you just select an

“ezona
~ignon
18005--AB00Y

Rz L

HEGr SOP

altitude, control movement and plan
attack strategies.

To give players of all ages the best
of both worlds, EA have divided this
game into an arcade and simulation
playing style. Kids will look upon the
laser-guidance systems and variable
viewing angles with wide eyes, whilst
older players will learn the best
strategies for attacking a particular
target; dodging radar, dog-fighting
and using the Stealth’s combat capa-
bilities to the full.

Flying the Stealth is easy in the
training mission, you'll find the
emphasis is on attacking air and
ground targets. The cockpit is clut-

The first rocket missiles were used by the Chinese in the 13th century.

WANT A SECO {1ON
{ Well there’s certainly no
§ mistaking this plane for a

| fighter, it steers like a cow.
That said, the polygon
animation is good and the
various head-up displays and
i1 computerised features are
nicely done.
4 My main worry is the
] gameplay. Will this wallowing
around dropping bombs on
things really hold your
interest? If you're prepared to
i1 spend a long time working it
out, very probably.
There’s no instant
1] gratification and this sim
1 certainly isn’t easy. Maybe it's
il just a little too intent on
i delivering accuracy, not fun.
But if you're strategically
minded you’ll love it.

tered with the standard HUD's,
radars and indicators that aren’t too
complicated. Targets appear on
the tactical display with
coloured dots showing
whether they're primary,
secondary, friendly or
destroyed.

The simulation offers
30 campaigns for you to
complete whilst arcade is
an unlimited ammo blast'-
em-up game where life is
easy. The real test comes in
the simulation. If you miss a
target here then there’s no second
chance — just a part-time hanger
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Whot a hit! The bandit ahead did not stand a chance as your Stealth had a clear
lock-on and a full arsenal of laser-guided and heat-seeking missiles to blow any-
thing in the sky to bits. Any other MIG 29's in the area beware!

Of the six weapons available you'll
only be able use a selection of four

This is a standard weapon for all US fighters. It has six bar-
during any one mission.

rels and fires 100 rounds per second. Quick and effective.

This infra-red air-to-air homing missile is a most remarkable
weapon. Use more than one at a time, moving onto the next
targets — they won't lose their tracking!

The silicon-seeker head on this bomb detects a targeting
laser reflection off the target as well as controlling the

~ bomb’s trajectory towards the laser light. For furious bomb-
runs.

oxic Auenger, thiz i Hilo Lima Niner. We
on Station auwsiting Your signal

During a mght time mission you
decide fo view your plane from
behind as enemy planes close in.

There is 13 pounds of shaped charge explosives packed
~into this missile for maximum penetration. These are ideal
I for small targets and you can afford to fire then forget as

Ty Use the D-Pad fo move
they're sure to hit their mark.

align the cross-hair w v are guiding al

weupon.STARTbnnpsupﬂmpuinmmlosdmnz
g angle. For a
friendly.

, lock-on and choose a

This missile uses aipﬂﬂt-guided system. Once you fire these
sim the contrals are pr

i's a case of steering them towards the target. Great fun! ﬂl

The HARM (High-speed Anti-Radiation Missile) is best used
against enemy radar installations. This is ideal for clearing

AC'I'ION e

& On the map screen you can select
one of many views. The auto-mis-
sile view is particularly impressive.

sweeping job for you!
You'll need to get to grips with the
bombsight mode where you can
adjust the magnification of a
target miles off, sit back
and watch the bombs
swiftly power through the
laser guidance path
youre controlling. The
idea is to find and lock-
onto your designated
targets, release a
weapon whilst still keep-
ing the cross-hairs over the
lock-on triangle.
The scenarios you'll
throughout your career

cover
involve

CAnTeHEA radar-infested areas — a real strategist’s weapon.

YOUR ARSENAL

action in Baghdad, Cuba, Grenada,
Libya, Peru and Korea. Missions
range from wiping out ground instal-
lations and destroying radar sites to
pure air domination missions and
hide-and-seek strategies.

The graphics engine is much the
same as any recent flight sim with
aviation diagrams that help you pin-
point the enemy and a landscape
that's made up of solid polygons.
The different viewing angles are
always a popular feature, this
release should be no exception. |
found it really satisfying when the
missile  eye-view showed its
progress, and effect on

the ground below. A chase view is
also very interesting to use as you
acrobatically twist in the skies whilst
touching wings with attacking MiG
fighters.

F-117 Night Storm is an interest-
ing project that should intrigue flight-
sim fans. The take-off and landing
sequences are absent, because the
pilot's role is to learn attack strate-
gies not really seat-of-the-pants fly-
ing skills. The structure of this is
very similar to F-15 — but then flight
sims are still pretty rare so this
should be welcomed with open
arms (laser-guided).

® Mark “just cruising” Hill

The F-117A Stealth Fighter is a covert operafions aircraft designed for surgical strikes against heavily defended high-value fargefs.

‘ ﬂwy re Iookmg fot more m».

A The detailed un]i realistic aviation &Cgrams

| really put the future war scene info perspecive.

A The different views are great fun fo look at
ugainst the pelygm lundmp?s. i

A The opening war o tunes are hold and dmmm
in an effort to heighten the droma.
¥ As far as combat noises goes there are the

& same limitations as with anyﬁgkf stm.

GAMEPLAY |

A Using the different views ;md guidnme
systems together makes shéegy great fun.

'V It's disappointing you can’ ’t take-off or lond

~ this should be part of the mission build-up.

CHALLENGE

% A There are 30 missions wrﬂi pusswords for
| each 50 you can work af success.

| W Some may find little menjwe to progress if

83%

F-117 Night Storm gives a good insight into
the copabilifies of the Stealth Fighter (even
if it doesn't exist!). A challenging package

 for frue dog-ﬁghhng ftms.



| ven
| energy bar drop

. | not surprised this
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With the mania for all things
Jurassic at the moment, | was
latest
import game turned up. |
guess post-Jurassic that the
options for expanding on the

| dinosaur theme are a bit limit-

ed - you can either go for the
‘terrible  lizard’ approach,
everything sharp-toothed and
bloodstained - or you can
attempt the cutesy stuffed-toy
sort of angle.

This game falls into the
second category. Dinosaurs
For Hire lets you play as one
of three dinos with an attitude

i 1 - Archie the Tyrannosaurus

Rex, Lorenzo the Triceratops
and Stegosaurus Reese. Each
is armed, scaly and dangerous
so if you can find them,
mayhe, just maybe, you can
hire the... er, D-team!

ARCHIE THE
TYRANNOSAURUS
REX
A ‘seek and destroy’ rebel
type, he values his leather

jacket highly, just as well con-

sidering how hard it was to
come-by!
Close-up move: Pistol-whip.

LORENZO THE
TRICERATOPS
A lover of fine food, wine and
clothing, he rues the fact that
he was born 65 million years
before the invention of tie-
died shirts.
Close-up move: Head-butt.

STEGOSAURUS
REESE
A mean sort with a worse
temper than that annoying
bus driver on the number 192

in Stockport. Mess with him at

your peril.
Close-up move: Tail-sweep.

Ping.
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ey man, hip, groovy,
chiled dino jivers
armed to the max and
out on the town.
Confused? You haven't
read the manual for this US import.
Apparently written by a crack deal-
er from New York, it's filled with the
usual Americanisms (‘cuz’, ‘kinda’)
attempting to give these dinos the
appearance of an image.

Well, maybe I'm being a bit hard
on the D-team here. Dinosaurs For
Hire is a platform shoot'em-up
where the aim is to travel in all
directions over five levels (divided
into a varying number of subsec-
tions) shooting ninjas and ‘special’
sprites (ranging from motorbikers to
drilling machines, giant cockroach-
es etc.). The shooting part is pretty
easy — guns power-up nicely into
triple shot and high-power ftriple
shot when diamonds are found.
These diamonds can also contain
other power-ups, from extra lives to
smart-bombs, extra energy and
loads of other stuff.

When travelling through the lev-
els you get attacked from all direc-
tions. Your gun is a bit unwieldy to
use at short range so the best

Prepore to eat lecd suckah. The
® dinosaurs of the fransport world
[bikers) square off for battle. .

strategy is either to jump out of the
way using the C button or use your
short range move (different for
each dino although the effect is the
same). You'll find that your short
range move becomes more impor-
tant in the later levels as you can
use it to get rid of larger baddies
too. There’s also a Dino stomp
which will wreak some damage.
Watch out for end-of-level bosses —
you will need to collect every
weapons power-up if you're to beat
them.

This is good fun! It's got a well
judged difficulty level, the baddies
are varied and interesting and it all
moves along at a decent pace.
Recommended.

@ Nick “Prehistoric” Merritt

A meteor-crater recently found in the Gulf of Mexico could explain the dinosaurs’ extinction.

' DINO STOMP - n-pmsmc

 this is!TSC-only

 levels wiﬂl jet skis break it up.

SEGAUSAO £44990 OO
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Bmonﬁ dm-ugmn:k.
Button B - fire.
Button C - Jump.
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| COHTAG!

80%

I A Mﬂﬂj graphics vnﬁs brightohurs. Some hig

¥ Updote someﬁéws not qukk eaougla} Iso

A lepy of spot éﬁeﬂs nn& dmo—dis:o to keep

the feet tapping.

mw&m too m:etdting for the Megu i)rive
gh. ‘ |

and not bad.
¥ More of the sume really tllroughoul only

83 %

| I enjoyed this lots. It's nothing special,
| I:lsi your standard blast-em-up reuIIy,

ut it is diverting fun for a bit. Don’t

think 1’d buy it, but I'd play it.

80% |

82% |

A Jump and s!ml Not the ﬁrs!, nof the last

s 83% |
| A The reasonable dificulty setting will i(eep |
| you going for ages.
A Gets frenetic af times and that's a good
8  thing fm' the co-ouhnnhon!
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Capable of programmed moves.
Incapable of showing mercy.

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

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

CYBERPad. EVERYTHING ELSE IS JUST A TOY.

- Suncom

What's more, only CYBERPad has a 256-bit Memory
Module that saves your programmed moves, even
after your game system is turned off! For those who
take no prisoners, there's also
Cyber-Speed Rapid-Firing that
shells out up to 27 shots per
second. If things get out of
control, use Slow Motion to
fight your way through.

Try CYBERPad. Because it's fun to watch street
fighters hide in the alley.

Available for both Super NES
and Sega GENESIS/MEGA DRIVE

TECHNOLOGIES 6 Mercian Close Industrial Estate, Watermoor End, Cirencester GL7 LT UK. 0285 642214

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

System is a registered trademark of Nintendo of America, Inc
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It’s tough being a
cop in the
videogames  husi-
ness. Let’s face it, if
you're the sensitive
Hill Street Blues type
you’re a hit stuffed really.
There’s no room for limp
wrists when there’s a .44
Magnum to be carried, a
12 gauge autoloader to
fire and a roomful of con-
fessions to be heaten out
of someone.

But, as they say, it’s a
fair cop guv, so when
Konami’s latest landed on
my desk, there was only
one thing for it — climb
into my finest set of
leather gloves, put on my
Teminator dark glasses
and go in search of the
usual suspects.

PROTI

If you really
want to
cheat, hold
the gun up
close to the
screen.
You’ll find
shooting the baddies
becomes ridiculously easy.
AND shoot the tyres off
vehicles - this slows them
down.

|

et’s get one thing out of the
way first. Although | suspect
the shrill cries of moralists
ill be drowned out by the
ounds of automatic
weaponry firing this Christmas, a few
squeaks of protest about the alleged
violence will surely slip through. Now
I'm not sure whether | like the idea of
encouraging the thought that shoot-
ing people is a good thing, but I'd

rather teenagers spent their
days shooting at fuzzy
collections  of

pix-

e

The red splodge in the middle s a bullet i my brain. Yep, I've taken a hit from these

B =
els on a computer screen than dying
on a battlefield- somewhere, which
was the traditional way of doing
things. With the fingers of war so
firmly locked around the throat of
British culture, one can hardly blame
kids for jumping at the chance to
indulge in a bit of their own, albeit of
a rathermore gentle kind.
Anyway, onto the game.
Lethal Enforcers puts you
in an ingreasingly
unlikely set of polic-
ing circumstances,
all of which involve
the discharging of
various firearms in
the general directions
of a bunch of evil criminals.
Luckily these criminals
aren’t too bright and
prefer a stand-up
fight to doing the
intelligent  thing

In Clint's words the .44 Magnum is “The most powerful handgun in the world...”

bankrobbinﬁ scum! The baddies get to travel in several sorts of flash machinery - this
helicopter allows them fo shoot at me with missiles (which you can blast out of the air).

and getting the hell out of
there.

You are confronted
with five policing situa-
tions, ranging from a
bank robbery, to a get-
away and a siege out-
side a Chinese restau-
rant  (someone
should have
paid the bill
instead | think).
All in all, there are
five main sections to
deal with, each with five
subsections.

The game itself doesn'’t
vary much from the arcade
version, except that it is much
easier and doesn’t cost the outra-
geous sum of 50p a go. The basic
aim is, using the light guns bundled
with the software or via joypad (hint—
forget that idea completely if you
want to live), shoot the baddies,
protect the innocent and for
God’s sake get promoted! To do
this, just aim at the baddies (eas-
ily noticeable) and blow
them away into electronic
hell (the SNES). Your
basic police-issue firearm
comes with a measly six

e |




bullets — to reload, just aim

at the autoloader at the

bottom of the screen and

shoot it. There are

weapons power-ups to

collect too, these range

from a Magnum (for a

more efficient clear-up

rate) to a semi automat-

ic and even a machine

gun! However, if you get

shot you lose the power-up

and have to return to the stan-
dard six-shooter (shame!).

! gi!,“s.llY: “ .VH.'&»':’NB‘ rip';hif&
A terrible change seemed to
overtake the SEGAPRO crew
when they picked up these
fearsome firearms. Instead of
the mild-mannered well -
spoken gents who normally

snarling, swearing psych-
opaths! “Make my day!” |
found myself shouting at the
screen, finger pumping on the
trigger. So at least it hadn’t
changed my behaviour.
Totally mindless and with
hardly a shred of strategy, the
gameplay involves constant
re-loading, firing, firing and
more firing. While this might
get tedious on your own with
a buddy blasting at your side
this game is all good, clean,
family-fun (sort of).

grace the office they became §

That's not to say there aren't
some problems with the game.
Firstly, we couldn’t get the two-player
continue to work, although this just
might be either down to our stupidity
or the fact that this is a pre-release
version. But more importantly, if you
fail to get a high enough kill-ratio or
you let innocents get wasted, you
don’t get promoted and you have to
return right back to the start of level
one to try again. This is all well and
good but it's very annoying. I'd have
preferred it if it was harder to get
through the actual levels themselves
and drop that feature.

There are other problems,
although more controllable this time.
Baddies get to shoot at you too —
with guns and even with a missile
launcher (he’s a tough one to
despatch, but you can shoot the
missiles out of the air!). And to be
honest, that's about it! To say the
gameplay is basic is an understate-
ment, but you won’t get bored as
the action is bound to draw you in.

A two-player option is thrown in
as well so Lethal Enforcers could
just be the best way of settling those
Boxing Day arguments yet invented!

@® Nick “Dirty Harry” Merritt

2P 000000

The first level is nice and easy, but you'll need to keep a sharp e re out for hostages

and various other innocents. After a bit, the screen starts to scroll

to the right, allow-

ing you even more of a chance of getting blown away.

helpfully adding “...

it could blow your head clean off.” Well, do you feel lucky today?

(ONAN @ 15499 @ OUT 1
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FORGET ABOUT THNOYPAD! You will ONLY get
mywtmincﬁsgmbymfbegms.

ACTION

79%
v Diﬂmd backgrounds and characters are
grainy, but not too bad compared to Night Trap.

A The game
overall effect nicely.

efspﬂéﬂects-mmspe«hmd

even a click as you r

A!hmsmsbemgeefusufokeeptbose
hﬂwmuﬂhwmwawmm

GAMEDIAY | 44%

A Very simple ~ shoot anything not nailed
down. Great fun and it doest't get boring.
¥ Baddies s appear from the same
position — ﬁumﬂdhugelﬁehmﬁ&ty

. 88%
fte A Jifﬂai!y level draws you into
AAmmgodskﬂleveE will test your

welland s adds o the

kabiﬁﬁaﬂoﬂwm.

PROSCORE

88 %

Excellent use of the Mega CD’s capabil-
ities only let down by the fact you’ll
learn where the haddies come from
after a bit. Buy it.




POST TO: The Games Exchange, 24 LANGTON CLOSE,
|HUCCLECOTE, GLOUCESTER,GL3 3AZ.

ITEL: 0452 611550
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PLEASE MAKE CHEQUES OR P.0.s PAYABLE TO
The Games Exchange

SWAP ANY GAME FOR ANY ¢
BEATS PAYING £40 OR

» | WE DO NOT CHARGE EXTRA FOR POSTAGE, WE DO NOT USE
CHARGE MEMBERSHIP FEES, BUT WE DO DELIVER BY
I WE CHARGE ONLY £6.00 (TOTAL) PER GAME EXCHANGE!
DATE STOCK OF GAMES, TOO MANY TO LIST OUR MEMB
RISEN TO WELL ABOVE 2000! MAKE YOUR CHOICES C)F A S)M!y
AND VALUE AS THE ONES YOU SEND. FOR THEIR SAFETY, SEN
PACKAGING AND BY RECORDED DELIVERY. USE A COPY DF' THE
A SEPERATE SHEET OF PAPER IF YOU DO NOT WISH TO CUT Ol
GAMES ARE USUALLY DESPATCHED BY RETURN OF POST PLEASE ALL
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SOUTH EAST
KENT SOFTWARE

NO DAFT MEMBERSHIP FEES - JUST GOOD PRICES!

MADDIN ~mramre £41.99
e £41.99
BATTLETOADS ~~~rn £29.50

BUBSY BOBCAT ~~~~£32.99
CASTLE OF ILLUSION £33.99
EA HOCKEY ~~~mm~~ £33.99
FLASHBACK ~~~~~~~ £37.99
JURASSIC PARK ~~~~~£41.99
MEGA LO MANIA ~~~£37.99

MUHAMMED ALl ~~~£25.99
MORTAL KOMBAT ~~~£41.99
PGA TOUR GOLF 2 ~~£32.99

Please make cheques / PO payable to:

PRICE SLAYER

PLEASE ALLOW 7 DAYS FOR DELIVERY

IF PAYING BY CHEQUE.

UNIT 10. D2 TRADING ESTATE
CASTLE ROAD, SITTINGBOURNE I iy

KENT ME10 3RN

TEL 0795 420377 FAX 0795 422508
MAIL ORDER AND SHOP OPEN
9.00AM - 5.30PM MONDAY TO FRIDAY

420377
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SUNSET RIDERS ~~~n~~ £33.99 GALAXY FORCE 2 ~~~£17.00 NIGHT TRAP ~~~r~~~ £41.99 CHUCKROCK 2 ~~~£25.99
RANGER X ~~meven £37.99 WORLD OF ILLUSION £21.99  ROAD AVENGER ~~~£33.99  MORTAL KOMBAT ~~£28.99
gé‘;’gxgl};&"“g;gg MEGA CDS ROBO ALESTE ~~~~~£33.99 TOM & JERRY ~~~~~ £21.99
SUPER KICK OFF ~ennf37.99 BATMAN RETURNS ~~£41.09 SHERLOCK HOLMES £38.99 JURASSIC PARK ~~~~£25.99
TINY TOONS ~~mmm £33.99 BLK HOLE ASSAULT~~£33.99 SONIC CD ~memmene B RARS e £25.99
STREETFIGHTER2 ~~~~£49.99 DUNE ~~rnmmmmmmmmemen CAlL  TIME GAL csmnnnin £33.99 HALEYS WARS ~~~~~ £12.99
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e THUNDERHAWK ~~~£38.99
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ULTIMATE SOCCER ~~£37.99 JAGUAR X]220~~~nem £37.99 g ET%T(E(F}(BII%'
BASEBALL 2020 ~~=~~£38.99 LETHAL ENFORCERS ~~CALL :

FORDER FORM 0795 420377 P&P £1.50 per game  ITEMS
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When the shades are on and
the fingers are snapping you
know it can only be one per-
son. Cool Spot is the coolest
character around, going with
the flow as he always does.
However, now he’ll need to be
really cool as Wicked Willy
has placed Spot traps over the
cool places where Spots have
been known to hang out.

From the jaws of a discard-
ed pop hottle Spot emerges on
a cool sandy shoreline to start
a rescue mission. Willy has
caged eleven spots in eleven
different scenarios and it's up
to the coolest of them all (the
only one not to be caged) to
rescue¢ his mates. Let the
quest for cool take you down
to the beach!

i ————
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"MASTER SYSTEM

REVIEV
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) 0 8y
ool  Spot became an
instant hit largely
because his character
was o0 original. On the
MS the cool dude has
been recreated to stunning effect.
The opening title music is certamly
not bad and once the level one
sereen ‘Shell Shock’ has flashed on
and olf we are greeted with that
lovely sandy shoreline that suited
Spot's image so well on the MD, All
the shell creatures are there, as are
the red balloons hanging in the
blue sky. It's tripping across the
tricky sand dunes though that gives
the play more variety in what initial-
ly appears to be just another basic
platformer (don't be decieved).

It's good to see the effort that
has gone into the programming of
this MS version. Spot will still play
with his yo-yo and clean his shades
if your leave him standing still and
even when he's on the move the
animation is perfect. Spot moves as
nonchalantly as he should and
when he’s leaping across the
screen he flips like a coin — it looks
great! Even that soft violence has
been recreated in the
shape of fizz bub-
bles — it’s all so
suited to
that cooler
than = cool
image!

&: tinues wij) be availa
end of each leve]

objectives are no different to in the
original, get 60% of the red apots or
more and you'll be able to access
the cage. Get 85% and the bonus
game is yours. Extra lives are avail-
able throughout and continues can
be gained within a level or in the
bonus game after it.

I was impressed with this
because Cool Spot recreates the
whole cool package. Later levels
are graced with nice touches (Like
the mouse traps and playing-card
themes) and controlling spot is a
heap of fun. MS owners should
really love this.

® Mark “so cool now” Hill

Spots as

n : t
eeded extra lives ang con-

ble at the

n i
e bonus game. g durmg
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through the levels. To see Cool Spot
yo-yo leave him s'endhq still.
!

, , ﬁ

fizz bubbles. Use the M’cdi,ta guide Cool Spot

i

is that movement
;mmdmw ;

Aﬁemsksregmmdbdmds
the same on the MS.

VSomesmmisouadeﬁects crop up Cool
Spnl miemdswuivnmus features. w?en

] g o
LAY | 89%
ATIns lmed-up phﬁermrgiveslkeﬁuyerso
many situations to negofiate and mast
A The clever animation makes the game
great fun to watch as well as play.

ENGE |- 5%

Alt's gwdtomuﬂa%evwﬁaﬂemglewls

carried over from the MD version.
A The bonus level gives you. unmcelmqeloget
85% or more of the spots.

«é

PROSCORE

QO %

A dassic platformer that puts the ‘cool’
theme into perspective. Some neat ani-
mation, great use of colour and no let

:i,i down in the sound effects and music. y
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y first impression
was that this game

Imagine the tactical mind of
; Napolgon;sthe athleticism of was difficult to con-
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® one team the variation
patch nnmmumam seems a little limited. !
| So if you find the prospect Once in motion the
i of picking up_an American switch from quar- “
 football game a hit daunting, terback to  run- e
. “don’t worry, you have the digi- gg-back b o u:ifm.
. receiver is  slow ASERS

e

tised version.of Joe to guide
you from snap to touchdown.
But Is he really the greatest
quarterback ever? | prepared
to find out.

(often a receiver is
still running in for-
mation as you try to
make them stop to
make a catch). Part of the
problem is the over-ambitious pre-
sentation, lots of large sprites run
up the pitch but after it's thrown the
ball flickers and is almost lost in the
digital muddle. Unlike Madden’94
the running plays are also hard to
execute.
Okay, you say, but the video-bits
of. Joe are good raren’t they?
They're fine (if, .along with the
digitised commentary, you
like that kind of thing). |
was pleased by some
features; replays that take
your view into the action,
being able to spin your
player to avoid a tackle.

i

16y A

L 2 .
However, things like not being able
to see the width of the pitch without
looking both ways, awkward switch-

ing between players before the

snap and bad tackle detection (get-
ting tripped by a sprite that hasn't
even touched you!) can get really
infuriating after a while.

The Sega Sports team have
courageously attempted to fit the
whole of American Football on CD.
That they've fallen a little short of
the endzone carries with it no
shame. What does, unfortunately,
is that they haven't produced a CD
game with  the playability of
Madden'94 — perhaps by going too
all out for razzmatazz and show-
manship (not like Joe at all).

@ Pete ‘ProBowl’ Wilton
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On defense

move your
_3 "-‘e—-» Playerinto a
gap in your
own line to
break for d

Joe Montana is a 3 time

MVP and the highest-rated passer in NFL history

CONTACT
- Sega ©(071) 373»3000
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Joe Montana promises much but fails to
deliver. Although not as flash, Madden94is
both more immediately playable and more
absorbing in the long term.
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&7 Gontrollers

LOOkS to . X v SG PROPAD 2 ...

the Champion’s companion.

( G . L . @ Digital Autofire setting
\XUUUDDDD g o (ol ® LED display setting

® 6-Button ‘fighting’ layout
® Programmable ‘syncro-fire’

The new QJ SG ProPad 2 is designed to @ Slow-motion function
match the best of the new ¥ @ Extra long connector cable
generation of video games for the : H £

SEGA Megadrive. It has a F % SRP £22.99 inc. VAT.
programmable feature which allows any '

combination of fire button m.oves.to be . | P,ays tO

assigned to a single left or right fire button.

Juis)
§ The recorded combinations are all indicated in the LED panel. e Tﬁnfj’ﬂﬂﬂ ooo g

PROGRAM PAD
® 30 pre-programmed special moves, including a secret code!
® 6 memory spaces to program your own combinations
® Mirror function doubles number of pre-programmed moves
® LCD control panel to display action sequences
® Independent autofire control
® Slow motion
@ See-thru casing.
SNES VERSION
SV 337
£39.99 inc. VAT.
SEGA VERSION
SV 437
£39.99 inc. VAT.

; g PROGRAM STICK

& /7 ® 30 pre-programmed
g / special moves, including a
’ secret code!
® 6 memory spaces to program your

own combinations

® Mirror function doubles number of pre-programmed moves
® LCD control panel to display action sequences
® Built-in backup battery for memory storage
® Independent autofire control @ Variable slow motion
® Rotatable fire button pad.

SNES VERSION SV 336 £49.99 inc. VAT.

A New Generation of Controllers from Spectravideo that Will Take You to the Highest Levels of Gamesplay and
Make You Wonder How You Ever Managed With One of Those Ordinary Types
LEADERS of the PACK.... STICK WITH US!

More Winning Products from....

QJ Products are available from...
BEATTIES @ BLOCKBUSTER/RITZ @ BOOTS @ COMET @ CURRY’S @ DIXONS @ FUTURE ZONE ® GAME @ HMV @ JOHN MENZIES @
OUR PRICE @ RUMBELOWS @ WH SMITH @ SOFTWARE PLUS @ TANDY @ TOYS R US @ VIRGIN ... and all the Best Computer Shops

NiaNna 1n an 1




SAVE MO

At WH Smith, you'll find loads of bargains like
the ones above. These special packs are excusive
to WH Smith and offer you savings. Our policy is to
offer better value and choice all year round. |

Additional vouchers are also available in other Janvary editions of Paragon Publishing’s
money, buy any of the titles below, cut out the voucher and take it along fo any WH Smiih

THE ;U.P_Q! NINTENDO ENTERTAINMENT GUIDE

[ F | \
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#ASPORTS

Buy ANY game at WH Smith and save £££s with
our very competitive prices and the money-saving
voucher below. In WH Smith you’ll find super
deals on the most up-to-date range of software
across all major formats.

leading gaming magazines. To save « b
J"m that has the game you want. ‘ YOUR NEXT SOFTWARE PURCHASE WHEN
| YOU SPEND £39 OR MORE AT WH SMITH
. OFF
— YOUR NEXT SOFTWARE PURCHASE WHEN

YOU SPEND £19 OR MORE AT WH SMITH .

This voucher may not be redeemed for cash or any other purchase.
Only one voucher can be used for any one purchased item.
Voucher valid until 29/ 01/ 94 Cash value 0.001p

FOR STAFF USE ONLY: STAFF INITIALS
TILL NUMBER RECEIPT NUMBER
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P8 JUNGLE BOOK

VIRGIN @ £29.99 ® OUT NOW

rgin has continued in
VDisney mode after their
ground-breaking version of
Aladdin to re-tell one of the origi-
nal animated classics, Jungle
Book. Released at the same
time as the Game Gear version
and with a Mega Drive version to
follow in early 1994, this promis-
es to be one of the best platform
adventures for the 8-bit format.
As Mowgli you can use a
boomerang, nuts and bananas
as ammunition to fight off the
hoards of dangerous monkeys
and snakes. Your aim is to collect
the number of gems necessary
to finish each level. Various
bonus levels and hidden rooms
add to the gameplay, as does
swinging and climbing using
vines and other jungle parapher-
nalia.

S TN

Platform fiends will relish the
challenge of 12 side-on-view
areas to complete with the option
of three difficulty levels. Overall,
the presentation is very clean cut
and bright with relatively smooth
animation of all sprites -
although the fact that they
havent been animated by
Disney shows. Various spot FX
and a jumpy background tune
are above average too.

Jungle Book is an enjoyable
platorm game for all Master
System owners young and old
alike. lts size and presentation
make for an entertaining adven-
ture, but don’t expect anything
exceptionally new or out of the
kordinary.

DESERT STRIKE
DOMARK ® £29.99 ® OUT JANUARY

nter the Apache! Yes, the
EDesert war has now

arrived on the handheld
with Kilbaba still out there trying
to take control over the oil whilst
building some rather nasty
nuclear weapons.

The GG version of this classic
war release is every bit as good

as its MS counterpart. There are
plenty of installations to blow
holes through and the enemy
firepower is relentless — as it
should be. Each campaign is full
of a variety of involved and chal-
lenging missions that are a great
deal of fun to complete.
Controlling the chopper is a lit-
tle frustrating at first. The Game
Gear's D-Pad can be fairly awk-

| ward to use when rotating the

chopper. As there are only two
buttons, changing from cannon
to hellfires or rockets often caus-
es you to lose control or waste
time, so that you are exposed to
enemy fire. The button respons-
es tend to be slow as well mak-
ing your challenge even tougher
— especially on the first few goes.

Graphics are similar to those
in the MS version — of course
they use larger pixels but at least
all the small MIA’s and ground
troops are present as well as all
the tough armoured vehicles that
attack with bite, vigour and
aggression. All the usual pick-
ups are available so there’s plen-
ty of strategic planning to
enhance the enjoyment of the

| game. Real warfare fans will get

a lot out of this.

¥ cool spoT

VIRGIN ® £TBA ® OUT NOW

e’re talking cool when
we see this cheeky
Spot leaping around

the small screen. The crystal
screen graphics on level one
are as crisp as the Mega Drive
version with colours that paint
the seaside scene to a tee.
Further levels are brilliantly
rendered from action under the
pier to a leap around playing-
card towers.

Against the soft contrast of
sandy yellow and bright blue,
sprites stand out well with cool
animation :and  appealing
colours. Spot himself flips
around in that cool casual style
making the game as much fun
to watch as it is to play. When
Spot attacks he uses fizz bub-
bles (a light hearted combat
method appropriate to the cool
theme).

Playability “rates as highly
here as it; did on the
Mega Drive version.
There are plenty
of  awkward
situations

to tack-

le and a real
incentive to get the 60% or
more of the spots so you can
rescue a spot in the cage.
Going for 80% gives you a
shout at the bonus game, a
lime green drink scenario with
bubbles that Spot uses as
stepping stones to reach cap-
tive spots and power-ups.

The lead character is original
and oozes personality. This is
a real hand-held masterpiece
that should not be missed.




| We've got a nice mixiure of Short Reviews this month with sports sims, beat-’em-ups,

| platformers, beat-'em-ups and er, any more beat-'em-ups?

- Well, anyway, if you fancy a bit of baseball with your flying kick, a game of snakes and

JUNGLE BOOK

| VIRGIN ® £TBA ® OUT JANUARY

| owgli is a man cub wish-

Ming to return to the Man
| village on the outskirts of
the jungle. Imagine a scene from
‘the fim with the lively Disney
character swinging from tree to

P —
tree. Bananas peep out that can
only be good for Mowgli, whilst
the scattered nuts can be collect-
ed for ammunition.

Mowgli must swing, climb and
leap through a computerised jun-
gle almost as dense as the real
one. He must avoid all the dan-
gers whilst collecting the gems he
needs. Later levels take Mowgli
downstream on Baloo the bears
stomach and into King Louie’s
domain — not to mention a bizarre
journey up the treehouse and a
ride on the back of the Dawn
Patrol's elephant parade!

As soon as you start to play
Jungle Book the scenes wil
delight you. Graphics are marvel-
lously detailed for the humble
Game Gear and the animation is
a joy to watch. The graphics not
only enhance playability but also
help to put across the humorous
nature of the journey.

Controlling Mowgli is smooth
and enjoyable, especially when
{ he starts to climb the vines and
'f hit the mad monkeys (who are
often tricky to get rid of). The
innovative Dual Contour map
sums up the quality of this
! release as characters can interact
with platforms in the foreground
and background, doubling the
size of the play field. Handheld
owners can't miss this one.

TONY LA RUSSA
BASEBALL
ELECTRONIC ARTS ® £39.99 @ OUT NOW
howered with various
Sbaseball games
including 2020 Baseball
with a fun influence and the
RBI Baseball series, EA have
found a gap in the market for a
realistic major league
simulation with impressive
stats based low-down on the
1992 season, but it will not be
released officially in the UK.
In typical EA Sports fashion
everything is tabulated, this
time including over 500 major
league baseball players’ stats.
You can play a full season of
162 games or manage any
team at your discretion.
Beware — unless you're mad
about the game Tony La
Russa Baseball has very little
to offer.
Colourful screens of real life
stadiums, accurately animated,
player representation and more
than enough ways to bat or ball
create maximum effect and
realism. The pitches

f

themselves are bland, but you
wouldn’t buy this game for the
glamour. Most of the memory
has been used for providing
statistics and ball control, not
‘cutesy’ backgrounds and in-
game sequences.

The atmosphere is very
intense and makes for a heavy
game. If you want stats and
you're really into baseball this
is one of the best available, but
stay away if you play games to
relax and have a bit of a laugh.

| the most recent release being

STERS OF COMBAT

% SEGA @ £29.99 ® OUT NOVEMBER

| eat-‘em-ups are few and
| far between on the

Master System and with

\

|Mortal Kombat there’s not a
|huge amount of room for

|

| d
l .

I

|

|

¥

‘improvement. The 8-bit machine
lisn't the ideal platform for this
}style of game and Masters of
Combat is Sega's answer to
Acclaim’s hit.

| You have a choice of four
\characters each with their own
| special moves, strengths and
weaknesses. Play in a head-to-
' head battle with the CPU set on
lone of three difficulty settings
land aim for the end of game
{boss. There’s a bonus game
| thrown in for good measure and
|everything is very Street Fighter
| Il orientated, but this is definitely
| not SFIfor the MS.

Despite a lack of challenging
'gameplay on the one-player
mode it is fun against a human
opponent, if only for a few
' rounds. The graphics and sound
-are both suitable to the style of
Igame with industrial backdrops
‘and violent spot FX. The anima-
tion is smooth enough for the 8-
bit and it will appeal to younger
games players if not the older
ones among us.

If you're not impressed with
the biggest MS beat-'em-up of
the year, Mortal Kombat, this
may be more to your liking. A
Street Fighter Il influence and
several good ideas have been
‘used, but it doesn’t really work
as well as it could.

IMASTER!

vines before you put on your shades and go down to the beach... you're in luck.

PUSTREETS OF RAGE 2 )

|ber the graphics were quite

SEGA ® £29.99 ® OUT DECEMBER

xel, Blaze and Skate are
the top three fighters and
mon household

names when it comes to scrolling
beat-em-ups. Already released
on the Mega Dirive, its hard fight-
ing action had deprived gamers
crying out for this follow-up. At last
the ultimate bruiser cruises onto
the Master System.

The instantly familiar intro is fol-
lowed by a character select
screen with three dudes up for
grabs. Select your favourite war-
rior and embark on the first of six
levels, each split into smaller
zones. You won't be surprised to
learn that an end of level
guardian awaits your presence in
the final area.

For those of you who own the
first SOR game you will remem-

superb, but its limited life-span

was a serious drawback. You will
probably be pleased to hear that
this title is tougher, but unfortu-
nately what the gameplay gains
the graphics lose (although, as
you know, in our book gameplay
should always come first).

If Streets of Rage was your
sort of game (bruising and bash-
ing) this has to be the best thing
available this Christmas. A bril-
liant 8-bit beat'em-up which,
despite poorer quality graphics
than its predecessor is even bet-
ter. The essential buy for all you
bloodthirsty gamers out there —
and just for a change it requires a
competent amount of skill to fin-
ish!




No game is too tough for
Jason Johnson who’ll be
passing on your hottest tips
and offering invaluable
advice on how to tweak,
cheat and take apart the
latest games. If you're a
Sega player with a problem
- read on! Alternatively, if
you're a Sega genius who’s
just cracked a password
system (Ed Lomas!) give
Jason a call on Tuesday’s
between 4:00 - 5:30 on ©
(0202) 299900.

Send your tips, cheats and
problem posers to:

ProTips, SeaaPro, Paragon
Publishing, Durham House,
124 0id Christchurch Road,
Bournemouth BH1 1NF.

IT’S A WINNER!

Jason’s new tips section now has even
more SeaaPro goodies up for grabs. The
reader that sends In the best tip for
their specific format will win a car-
tridge or CD of their cholce. All other
tips will be put into a free prize draw,
the winner recelving a bundle of
SesaPro goodies!
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LEVEL SKIP

Pause the game and press UP, DOWN, UP,

i Dpown, up, DowN, C, B, A, RIGHT and LEFT.

®  When the music starts up again press B and
you will skip to the end of the current level.
EXTRA ZONE
From the eption sereen press A, B, C, A, B,
C, A, B, C and you will hear a sound effect.
Select easy level and you can play in a new
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'ADVENTURES

HARDER GAME :
Press DOWN, DOWN, DOWN, DOWN,

DOWN, DOWN when
logo appears and yoi

the Konami
u will hear a

~sound effect to indicate that the
cheat is now activated. Go to the
options screen and select the
very difficult level with one life
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- To access the cheat screen go to game START and options then press L

DOWN, UP, LEFT, LEFT, A, RIGHT and DOwN. Follow these guidelines to under-  J8A'/3 8] LR (T[[@7/ L[] )] SCEEEE §
stand what each of the flags do: After many hours playing through this massive puzzle game, top
PLAN BASE: Choose the order you fight the computer characters in a one [ EI R [T Nt Rely AV 0o R T g WV = g LN e s NV = @ (o= !
ptayer game. There are four different plans and a random choice where the ~ J =00 TRICKY TAXING MAYHEM PRESENT ‘SQ}%;\)L‘ [
computer selects it for you. RXBGD FPBMD FZBGD SQBMD TTDWV  HLDCW.
— P-CHOP: Both the one and two chop-chop options allow you to  RZeIRIVINEESAY RIS !0 o (RN & VA [ Tc RS (A'C TN = 1Y/ 1N ) AN
0ose how often you must do the bonus stage. X0 means never and X1  JRACICIDRRNpY4=N] SRR H=]0] SN2 =TGR A | 5) A"\VANEN N =b 0 )4
ne: fight. X2 means every two fights and X3 means every three  RECEIVINEERTD ARSI (G 2] CCANN@ b N (e TN (1o (G T (=1 V//4:=]
b LNBJM  ZPBLN BFBGN VKBCR XRFMJ  MTFPK
DEMO Thts opﬁgns t=U DRV VR (o [oTo V@ TRV T o[V R0l (- I B RE o= QGHPW  SNJVP HMJCB KMUMS DWLPT  GWMYL
acter’s introduction story put their name as fighter one then put the demo NNBJM  YSBLN KTBWQ VYBYR CHFKK SBFFF
option to Cameo al"i‘ﬂ press A. To see the end of game sequences choose  JelClalEAEIENIER He ko= F sy AN p NZLDP  MLMLH
your fighter and presaA on Btography One or Two. You can see the four  JENAEIEIBRRiBIENCE s dC =)/ 0| XVDWV  NBDZW
different fight plans by choosing one from Plan Base, choosing a fighter  JEIR I\ @A Eer AR ED 4SS DZLYG  MPMZB...
.and pressing A. DYBGD VSBZH CTBRJ CLDTW  TFFNB
: ’%‘p Player one will kill his oppoaent with one hit. JRHMN NRJKK  DQHXS NSLQK ~ NHMXC e
FLAG 1: Player two will kill his opponent with one hit. VNBJM RJBCR VMBTR o e
LAG 2: Player one loses after one hit. ZGHPW KHJMS BGHPW HXLPT  XHMRG
G 3: Different shadows fly across the pit level. XNBJM OMBCR DMBJM GJFKK  FYFDG ;
LAG 4: A clue to finding the reptile before every fight. CHHPW JLJMS  FKHPW XHLHP  DMMFL L
5. Infinite credits. BCBID: = YZBBY: = JEBID XGDBW VFDVZ
: Computer will do fatality moves on you. » GVHNN RYJLK  KJHLP DLLDH  PPMBD
. Increases difficulty of computer. , DCBJD  XLBYJ MQBFF CWDXW BVDGW
v . 1B . B e » B JVHNN QKJIL  NMHLP NDLVK  VWLQX
Ed Lomas, Rochester ' S " B VRBKM TBBBS FKBHN BEERIS = SZYERG
ot ZKHQW MZJKT LRJDB HJILTT TBMCH
=T XRBKM SFBBS NYBXQ GTFNK  GWFWJ
SH|NOBI 'II 9 10 Ty CLHQW  LDJLT PVJDB RMLJP  ZFMDM
Ll o LCBJD LQBYJ CNBWH BJDBW BWFRB
g:ﬁm“t':eso';&ﬁ':z b (i@ /) QVHNN  DPJJL  DRHYS HMLDH  XYLNX
to S.E. Set it to Shuriken and "} s | A8 NCBJB  PQBND GYBSJ GXDXW FODBX._.._““A
st thein at 00. Wait & Faomient. ' / SVHNN HPJXF  HVHYS RFLVK  ¥RELY
and the infinity symbol will \ . 44 ; FSBKM LGBQM YRBVR EGERJ: . JYETJ
appear, restart the game and . . KLI-_iQW DFJZN  LRHSW LKLTT CBMFC
you will have an infinite supply % Claire Turner, Cheshire N WY o
of Shuriken. 4 ;
INVINCIBILITY At
Go into the options screen and
highlight the music option.

Play each of the songs in the ; v WARP TO SHANG TSUNG
correct order and exit. Play the | § On the player select screen the dragon
game as normal and | 4 “ )\ sign is a secret warp to Shang Tsung.
e Ypl - Wil b ey "~ 3 Go to Kano and press RIGHT, then quickly
S } invincible. . ) press B while moving from Kano to Sub-
Zero. After a while the screen will
= change and you will be warped straight
%, o Shang Tsung. LEVEL CODES
. Level 2: XDDJ GHGR MK
Level 3: DCVQ HNJW RV
Level 4: NKHL SQFV XG
Jas, Dan & Ja, London
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SPECIAL CHEATS
\ Go to the options screen and press
‘ DIAGONALLY UP/RIGHT while holding A, B
and C on control pad one simultane-
ously pressing START on joypad two.
Three exclamation marks will appear
next to the game choice; start the game
and when your life or web is low
press PAUSE. Use A to refill your
web and B to refill life. A and
C together will make you
VLA invincible for a while
\ 8 and A, B and C
. ‘ will take you
" - S\ Y to the
LEVEL CODES : “\‘ nex:t
s e ZP8OBFAR : ST level.

fevalany L FPKRBFAS9 '

DAAWSBFAX

TZSIUFAU BT m
....6ZSITFAB Andy
6ZSITFAG ’ Cooper,
bevelZ: o SRR HIMISFAO e o Sharpthorne

Douglas Hill, Newport-on-Tay - -

z Tt ' —

B ol

1 STREET.FIGHTER Il SCE g

i SPECIAL MOVES ONLY
Switch the machine on and while the Capcom logo is still on-screen
press DOWN, Z, UP, X, A, Y, B and C. You will hear the sound “Yatta” to
indicate the cheat has been enabled.

STREET FIGHTER I PLUS (Jap)

NEW FIGHTER
! Play the game on normal level until you obtain a high score. Enter your

name as BERTNERNIE, then go to the options screen. Select the hard-

est level and start the game on the fastest speed. When fighting M.Bison

simultaneously press sTART, uP, C, MODE and Y. Then press LEFT, A,

RIGHT, DOWN, Y, B, A, LEFT, LEFT and START. You will now be able to fight

against a new fighter called Dee Jay Max who features in the new -
! arcade machine Super Street Fighter.
o= | eigh Russell, Ewell
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PASSWORDS

Continue the playoffs and enter your password and you will even be able to
access the Mutant Bowl! as the Darkstar Dragons.

Divisional Playoffs: H1B11111J

League Playoffs: H1G1111111
Mutant Bowl: H1L1111114
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GAME GENIE CODES

| Every month, Game Genie codes are updated and sent to us at SEcaPRo. This

‘month we have the definitive collection of Mortal Kombat codes. If you are

. stuck on a particular game and the relevant code has not been listed, phone

the Game Genie helpline © (084) 323088. More game busters to come next
month, but if you discover any codes in the meantime send them to:

' ProTips, SEGAPRO, Paragon Publishing, Durham House, 124 Old Christchurch
Road, Bournemouth, BH1 1NFE
MORTAL KOMBAT '

. ABNTCABN

~ Create blood effects
AKRAAAZN

' Infinite time

_ WBRAAAEA
Each round is 90 seconds long
NBRAAAEA

' Each round is 60 seconds long
GBRAAAEA
' Each round is 30 seconds long
CBRAAAEA
Each round is 10 seconds long
A2JTDAIW

. Always fight in the courtyard

' AEJTDA9W

- After first round most fights in Palace Gates

| AJJTDAIW

’ After first round most fights in Warrior Shrine
ANJTDAQW

{ After first round most fights in The Plt

ATJTDA9W

After first round most fights in Throne Room
AYJTDAIW

After first round most fights in Goro's Lair
AC2TB67C + AAJTDA4E + RG2TA6ZA
Always fight Johnny Cage

AG2TB67C + AEJTDA4E + RG2TA6ZA
Always fight Kano

AL2TB67C + AJJTDA4E + RG2TA6ZA
Always fight Rayden

AR2TB67C + ANJTDA4E + RG2TA6ZA
Always fight Liu Kang

AW2TB67C + ATJTDA4E + RG2TA6ZA
Always fight Scorpion

A02TB67C + AYJTADAE + RG2TA6ZA
Always fight Sub-Zero

A42TB67C + A2JTDA4E + RG2TA6ZA
Always fight Sonia Blade

AB2TB67C + ABJTDA4E + RG2TABZA
Always fight Goro
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S OF RAGE 2 & 1 Cheats & Help
&1 Cheats, Helps & Hints
0ads of Cheats on the Classics

NE Cheats, Hints & Tips
{EATLINE Loads of Cheats
YSTEM Loads of Cheats
vel Codes Cheats & Help
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PRO ACTION REPLAY

The Pro Action Replay is a games-busting cartridge that not only allows
you to enter cheat codes, it lets you find them yourself! If you have any

Action Replay codes for the Mega Drive send them to:

ProTips, SecAPro, Paragon Publishing Durham House,
Christchurch Road Bournemouth BH1 1NF. We'd prefer it if you sent in
codes for new games, but we don’t mind codes for old games too.

BUBSY
FF023 B0008
Infinite lives

DRACULA
FF097 90006
Infinite lives
FF096 FO003
Infinite health

GUNSTAR HEROES
FFA42 5005E
Infinite vitality

BATTLETOADS

FFE04 60005

Infinite lives player one
FFEO00 70017

Infinite energy player one
FFEOC 60005

Infinite lives player two

FFEO08 70017

Infinite energy player two
Jason Hill, Newport-on-Tay

SUPER BATTLETANK
FFC3E F0032

Infinite shells

FFC3F B0093

Infinite machine gun

FFC3F 30001

Infinite laser shells

FFC44 90003

Infinite lives

Jason Hill, Newport-on-Tay

MICRO MACHINES

FFAB3 70003

Infinite lives

Jason Hill, Newport-on-Tay

KID CHAMELEON

FFFC3 F0003

Infinite lives

FFFC4 10002

Infinite hit power

FFFCS5 F0003

Infinite continues

FFFC1 FO004

Freezes timer

Jason Hill, Newport-on-Tay
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As a special treat for Mega-
CD gamers | have compiled
a player guide to the awe-
some shoot-"em-up Silpheed.
Everything you need to
know including how the
bonus items will help you,
what to expect from level
guardians and a stage by
stage guide is here. If there
is a Mega-CD game you
would like to see tipped
write to:

ProTips

SeaAPRo

Paragon Publishing

Durham House

124 Oid Christchurch Road
BOURNEMOUTH

Dorset

BH1 1NF

THE RIGHT STUFF

It would be a good idea to use an
auto-fire joypad when playing this
game. The positioning of your ship is
important and staying far away from
the aliens is best. Wait for them to
come to you rather than trying to be
a macho hero and flying into the
thick of the action.

Asteroids hurtle towards you from
the second stage onwards and they
can be easily avoided with a swift left
or right. Incoming missiles can usu-
ally be shot before they reach you,
but this can often be dangerous —
avoiding them is the best strategy.
Fireballs and laser fire from the
guardians can be a real pain, avoid
them in a similar manner.

1133110

-

In stage three you must steer your
ship through deadly corridors where
the slightest mistake will send you
into a crash and burn mode. Keep
your wits about you and watch out
for laser fire from gun-turrets, espe-
cially in stage four. In stage five
shoot the main targets and you'll
escape to a simple guardian battle.

Stage six is the same as the previ-
ous but stage seven throws mines at
you; shoot them on-sight or tactically
manoeuvre your ship to avoid them. |
have no tips for stage eight except to
pump your fire button and hope your
reactions are fast enough to help you
through. Use your option energy if
necessary but it's best to leave the

A.

; t’
f

>

ultra-powerful
weapons in store for
the final guardians as the
power increases throughout the
game (for a real blast!).

Stage’s nine and ten are similar to
the rest of the game, but stage 11
features a particularly nasty hard tar-
get. Shoot the central core with your
option energy, but move left or right
when a huge laser beam starts to
sweep in your direction. Stage 12
features your final target, the mother
ship. You will notice a central target
that signals if it's hit, so fire repeat-
edly until the ship explodes.

GAME OVER

Shooting the yellow diamond-

| shaped sprites will reveal a

bonus or power-up. Try to col-

| lect them all; especially the

repair item to replenish your oh
SO precious energy.

Bonus 1 - Points

| Bonus 2 - Repair

Bonus 3 - Destroy

Bonus 4 - Option
Energy Up

Bonus 5
~ Invincible




MEGA-CDY MEGA-CDY MEGA- ' HAVE YOU GOT
WHAT IT TAKES"’

T“ I “ K 10“6" | DO YOU THINK YOU COULD DO BETTER THA

At the end of each stage you will come across a guardian ship. The §
secret to success is studying their attack path and firing your option | FERGUSON OR GEORGE GRAHAM? THEN TRY
weapon when it's safe. Constantly shoot at the ships and avoid their |

fire to blow them away.

| PLAYING THE ULTIMATE SOCCER GAME :
COULD YOU CREATE A SUPER CUP AND CHAMPIONSHIP WINNING TEAM?
DO YOU THINK YOU COULD HANDLE THE PRESSURE OF SOCCER
MANAGEMENT? THANKS TO OUR SUPERB PBM SOCCER GAME, YOU NOW
HAVE THE CHANCE TO PROVE IT! COULD YOU IMPROVE RESULTS? COULD
YOU IMPROVE ATTENDANCES? COULD YOU LEAD YOUR CLUB TO GLORY IN
THE 1ST SEASON? IF YOU THINK YOU ARE UP TO THE CHALLENGE, SEND OFF
YOUR APPLICATION TODAY AND WE WIL RUSH YOU A COMPREHENSIVE
STARTER PACK FREE OF CHARGE ~SAVING YOU £3.00! REMEMBER YOU
WON'T BE PLAYING AGAINST A COMPUTER BUT OTHER REAL
PEOPLE LIKE YOURSELF WEEK IN :
it # . 4 SCORE

TO APPLY RN - oo

LY SIMPLY : :‘ ing Apex Phoneline
WRITE YOURNAMEE (¢ ] et nows sbout 3l

ADDRESS ON A PIECEOF (IR : S s

PAPER AND SEND YOUR _’ off peak and 48p per
LETTER TO:~ } o ot min.other times)
APEX SERVICES, (SEGAPRO |
OFFER) P.0.BOX 56, ‘
GRAVESEND, KENT, DA oLT

DESPERATE MEASURES

Recharge shield joypad. Press sTART and play the game
On the opening demo screen (after as usual. Every time you press A on the
Game Arts logo) press RiGHT, LEFT, A,  2-player joypad you can recover all of
RicHT, Up, C, B, O, Down, LerT, B, Aand  your lost shield.
Up on the 1- Extra continues
player When you have just one continue
remaining press RigHT, Up, A, B, C,
LerT, Lert, Down, C, A and START.
You can now increase your number
of continues up to a useful maxi-
mum of 10.
Mania mode
To play a more difficult version
press B, B, A, C, Up, LEFT,
RigHT, Down, C, Up and A on
the 2-player joypad. Do this
after the first demo screen.

Game supplied by Video Games
Box @ (0425) 616705.

LET’S GO HOME

Wipe out the enemy attack force, destroy their mother ship
- and return home as their life source is scattered around the
galaxy. Here is a selection from the end of game sequence.




Once again we contin-
ue The Dragon’s Trap
completion guide that

will help you finish this

massive game once
and for all. lan
Arblaster from
Wolverhampton sent
us the solution and
was a lucky cartridge
winner in last month’s
ProTips. For the
chance to win a car-
tridge and be entered
in the ProTips lucky

draw write to:
ProTips

SecAPRO

Paragon Publishing
Durham House

124 0ld Christchurch Road
Bournemouth

Dorset

BH1 1NF

THE DRAGON’S TRAP
COMPLETION GUIDE: PART TWO

THE Geno & & |
B

MOUSE-MAN -

6CRF PJ1 8GEV J5E

Use the shop to stock-up with potions then walk left
over the bridge until you reach some mouse-blocks.
Go over the blocks and into the shop on the other
side, then buy what you can, exit and continue left.
You will eventually arrive at an obstacle. Go under-
neath until you come to a gap where an enemy is
waiting. Go under the strip of mouse blocks on the
left and jump up until you're standing on the ceiling.

Go round the corner and kill the enemy going
around the obstacle until you reach the shop. Buy
whatever you can there, then leave and continue,
dodging or killing, enemies and the blue glowing
rocks. The next set of obstacles are some mouse-block
walls with enemies, just climb the walls and kill them.

When you're past the obstacles walk along killing all in
your path until you reach a place with a gap in the floor
and a very tall wall of mouse-blocks. Jump onto the wall
and walk up. As soon as you get onto the third screen up,
quickly press button 1, and an enemy should shoot down
After you've killed it you will be given a key.

Go to the top and jump off, trying to land on the plat-
form with a door. If you can’t do it just try again. Now go
through the door and you will end up in a corridor. Walk
right until you fall, then walk left and fall right until you
reach the end. Now walk up on the mouse-blocks until

'JURASSIC PARK

il BOSS GUIDE
Pteranodon

you reach a door. Open the treasure chest and leave. Go
back around the system and go up until you reach a
chasm.

Fall down and walk right, now follow round the system
upwards until you come to a door. Go in and you will be
faced by the Dragon Zombie. To kill him jump over him
five or six times then stab him. Keep doing this and even-
tually he will die. Once you have killed him, you'll be
transported back outside the Piranha-Man.

Fall left and then down the gap in the ground and swim to
the door. Go through the door, open the treasure chest
and use a magic stone to get back to the start.

Next Month...The Piranha Man.

This flying dinosaur will always attack you firstly
from the upper right, then upper left, then lower
right and then lower left. It will launch its final
attacks from the upper left and upper right sides
50 shoot it with the stun gun before it dives. Five
hits should enough to kill it.

our tranquomser gun and Jump up to the' | S~/ 14
leaf on the right. It will charge towards you so '
jump over the dopey thing and let it run into the |
tree, turn around and shoot it in the tail. Repeat
' this either side of the triceratops until you hit it
about five times and it'll die.
Velociraptor
Wait in the middle of the screen and load your
tranquiltiser gun, shoeting the vicious dinosaur
as it appears in the doorways on the left and
right. Shoot it ten times and you will enter the
final level against T-Rex.
_. Tyrannosaurus
"~ Use your stun gun and shoot at the boxes above
. T-Rex’s back. Ten boxes must fall down before it
ill be crushed and you can save Jurassic Park.

o Tk




'V MASTER SYSTEMY MASTER D I AL = A-TI P

Here we are once M *THE ORIGINAL AND THE BEST*

again with the latest

and greatest selection : ALQ
of Master System hints | : % SEA
and tips. Mortal
Kombat tips have heen
flooding into the
office, but the only one
worth a mention was
sent in by Mark Ballie
of Glasgow. If you have
husted a MS game and
found the passwords or
a useful cheat, send it
in to ProTips and you
may win a cartridge or
an exclusive (and valu-
ahle) SecaPro t-shirt.

| GUIDING LIGHT COMPUTER SERVICES LTD,P.O. BOX 17, ASHTON UNDER LYNE, OL7 OWW |
. \ For full competition rules send s.a.e. Calls cost 36p a min at 'cheap rate' and 48p a min at all other times. |

mswo” 1 Please get permission if you dont pay the bill. Max. call charge £3.60. Send S.A.E. for competition rules. ‘

G i

Stuck on an mcredibly difficult part of‘
an early level? Fret not, here are all
the passwords:

_ Level

r.a.‘rya.‘r.a_‘r_t.‘.n@
T A A A

MORTAL KUMBAT

INFINITE CREDITS

If you're getting completely duffed-
up or you just want a change of
character press either button on
joypad two to start a two-player
game. Then choose your charac-
ter and beat-up player two. Now,

. let the countdown run out and you
will be back at the start of the fight §
without losing a single credit. If §
the counter is running out and

, your energy is less than the com-

. puter’s fighter, do this cheat to
save using a continue.

Mark Baillie, Glasgow




a level select or
other cheat to
help me past
Sandman? Please
me as | like this ga
don’t want to get ri

> N iy & . diagonally up/aiGHT with A, B and C on
\ Welcome to &I 4 pad one. At the same time keep press-

S P ProHel = ; oy iNg START on joypad two. If the cheat has

-‘ EGAPRo’s ProHelp > | worked exclamation marks will appear
R/ sectlnn, giving you : 3

the chance to have
your gaming problems
solved. Jason Johnson,
tips expert and profes-

o | WIN A DAY WITH HE PROS

problems you may have Terry Conway from Tolladine wrote a desperate letter asking if 1 could help with some cheats for <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>