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WELCOME TO 
Aes. PARK! 

ry his summer we welcome perhaps one of the most eagerly 
‘awaited movies of all-time to the cinema: Jurassic Park. copy 
cop copy copy 

Based on the best-selling novel by Michael Crichton, it transports 
the audience to an island off the Costa Rican coast, where man has 
used technology to recreate the dinosaurs and turn them into a com- 
mercial tourist attraction (that, of course, goes hideously wrong!). 

The film, 
directed by the 
most successful 
director/producer 
of recent times, 

Steven Spielberg, 
is a definite clas- 
sic, probably the 
greatest film of 
its genre... and 
great material for 
conversion to the 
Sega range of 
consoles. 

Here at MEAN 
MACHINES SEGA, we've decided to celebrate the arrival of this classic 
movie with this lavish booklet, containing fascinating info on the 
movie, its genesis and its theories. 

And of course, in true MEAN MACHINES fashion, we’ve managed 
to secure the EXCLUSIVE review of the Megadrive version of the film, in 
an enormous 12-page article which details just about every aspect of 
one of the most eagerly anticipated games of the summer. What's 
more, we've even managed to get hold of some exclusive shots of the 
Mega-CD version of the game... and it’s looking excellent! 

A lot of work has gone into this booklet. We hope you enjoy it. In 
the meantime, welcome to Jurassic Park! 
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ohn Hammond has made a 
dream come true. An avid 
dinosaur fanatic, he’s made 

use of the latest advances in 
genetic engineering to clone over 
fifteen species of dinosaur and         
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ple the wonder of his creation, 
scientist Alan Grant arrives at the 

CONTROL: JOYPAD 

CONTINUES: NONE 

SKILL LEVELS: 3 

RESPONSIVENESS: GOOD < 

wa GAME DIFFICULTY: TOUGH =f 
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| LEVEL TWO COMPLETE 
  

A fairly derivative platform game 
a based on the bledibester movio__ y 

           



       

  

> I yall 
GPR GE ECOL. 

Your common-or-garden control mode 
when using Grant — if you've played any 
decent Megadrive platform game, you get 

the idea. 
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island just as everything goes 
wrong. The dinosaurs have A Select Weapon 
escaped from their pens and now 
roam the island freely, the B 
predators killing any humans on 
sight for food. 

Fire Weapon 

   Jump 

Starts and pauses the game 
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Run around the platform levels 
in search of the elusive exit. 

           



TWO GAMES FOR THE PRICE OF ONE 
Jurassic Park is literally two games in one! As well as controlling the 

heroic Grant in his quest to escape from Jurassic 
Park, the player can also choose to play a different 
game, set in the same levels, where he/she con- 
trols the mur- x — 
derous preda- 
tor, the 
Velociraptor (or 

Raptor for short). In this second 
game variation, the aim is to track 
down and kill Grant before he can 
alert the world to the presence of 
the rampaging dinosaurs. Lovely. 
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; Your common-or-gar- 
$3 | denconcussion 
— === grenades which are 

perhaps too powerful against 

the standard Raptors or 
Pterodactyls. Save them up for 

_use against the marauding 
Tyrannosaurus Rex! 

Whilst playing Grant, the player 

has access to many types of 

tranquilising technology. 
However, if you’re playing as 
the Raptor, expect to be attacked 

by all this sophisticated sleep- 
inducing hardware! Here’s a list 
of some of the more intriguing 
items. 

      Packing a destructive AT ._ | concussive force far 
Fe] The basic tranquiliser —— greater even than the 

pgun Two good hits are grenades, the rockets are per- 
——~ required to drop a haps the best weapon in the 

Raptor. Don’t even try it against | game. Save them up for emer- 
the Triceratops! Ie gency situations 

A very impressive- 

%, | looking weapon that 
~ launches rampaging 

lightning bolts at the hapless 
dinosaurs, electrifying them on 

the spot! It takes quite a while 
to power-up, making it less 
effective than grenades. 

== These babies contain 
\, | many times the tran- 

* quilising power of the 

basic dart and deck most dinos 

with just one hit. Very useful 
indeed.



GRANT THE 
GYMNAST 
Obviously all those years survey- 
ing archaeological digs have 
made Alan Grant an olympic- 
level athlete! In the Jurassic Park 
game, he’s able to scale some 
pretty imposing heights and pull 
off some Carl Lewis-style long 
jumps! In addition to this impres- 
sive physical prowess, Grant's 
able to traverse the likes of vines 
and ropes with the minimum of 
effort. It’s just as well really, 
because Jurassic Park makes the 

SOLVER 
When playing 
Grant, the 
game allows 
you to interact 
ever-so-slight- 
ly with the 
backgrounds. 
For example, 
in the power 
station level, 

 



  

  

SIX PICK ‘EM UPS 
WITH BARBEQUE 
SAUCE 
Helping Grant on his quest are a 
number of pick-up icons. These 
range from weapon “refills” to 

 



MS] MEGADRIVE REVIEW 
THAT DINO-MITE PUN AGAIN 
Just like the movie, the real stars of Jurassic Park are the dinosaurs! The 

Megadrive translation has around 15 different species included, one of 

which (the pteradactyl) isn’t even in the movie! Here’s a lowdown of the 

most common dinosaurs roaming John Hammond’s amazing theme park. 

MINI-RAPTOR 
These newly hatched velocirap- 

tors are quite small, just over a 

foot in fact, but very very hungry! 

To this end they leap up your arm 

taking bite-sized chunks out of 
poor Grant. 

RAPTOR 
These carnivorous predators are 

some of the most lethal inhabi- 

tants of Jurassic Park. Fast, cun- 

ning, and equipped with murder- 

ous fangs and a single-taloned 
throat-slashing foot they are 
Grant’s biggest worry as he 

crosses the island. 

These majestic creatures flap 
about Jurassic Park making very 
impressive noises. However, 

they're of little consequence to 

Grant as just one well-aimed 

tranquiliser dart is enough to 
stop one of these!   8 MM JURASSIC PARK



MEGADRIVE REVIEW 
TRICERITOPS 
The very first dinosaur you'll 
encounter in the game. The lum- 
bering beasts don’t really mind 
impaling Grant on those massive 
tusks, so be warned! A grenade or 

high-power tranquiliser dart is 

your best bet here! 

SPITTER 
These creatures are some of the 

most common in Jurassic Park. 

Easily identifiable due to the flar- 
ing “ruff” around their necks, 
these creatures are capable of 

shooting deadly venom at any- 
thing they don’t much like the 
look of... like Alan Grant for 

example. 

A peaceful herbivore (that is, it 
doesn’t eat meat), these crea- 

tures don’t really cause much of a 
problem for Grant. However, their 

heads do tend to get in the way 

TYRANNOSAURUS REX 
The largest dinosaur that 
Hammond managed to squeeze 

into his park. This critter is virtu- 

ally indestructable! 

Just about every- 

thing in Grant’s 
armoury doesn’t 

even scratch this 
mutha. However, 

some weapons 
cause it to shriek out in pain, dis- 

tracting it for long enough for 

Grant to progress - without being   MM JURASSIC PARK /)
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There are seven enormous levels in this 16-meg 
cartridge, all of which are extremely taxing to com- 
plete - as both Grant and the Raptor! Take a look at 
our level preview which reveals some of the secrets 
of Jurassic Park! 

The action starts in the jungle just 
after Grant's jeep has been 
attacked by the T-rex. It’s our 
paleontologists’ task to traverse 
the arduous jungle taking on 
Raptors and Spitters, in search of 
the Jurassic Park Power Station. 

  
Grant rushes 
through the 
power station 
in a vain 

miles of elec- 
tric fences that 
contain the 
dinosaurs. 
However, get- 
ting in the way 

   



This game is really good fun. Yes, the 
basic idea of it is quite similar to 

Flashback, and whilst this isn’t quite 

as good, it is a lot more challenging 
= the maps are significantly larg- 

... and you couldn’t play a dinosaur 
¢ in in Flashback | found the Raptor 

option an excellent addition to the game. The beastie 
has loads of devastating moves at his disposal and 
getting to grips with them takes some doing. 
Negotiating it around the map is also difficult because 
it’s so large! A special mention must go to the sound. 
Although the music is a tad mundane, the sampled 

effects are excellent. Put this one through your hi-fi 
and a great atmosphere is created. Although a decent 

diversion, Jurassic Park isn’t the greatest thing since 

sliced bread. Apart from the Raptor option, there isn’t 

really much in the game concept that we haven’t seen 

before. Still as Rich says, it’s a good enough film tie-in 
and definitely worth investigating further. 

   



MS] MEGADRIVE REVIEW 

Jurassic Park on the Megadrive is an admirable attempt at 
bringing the Spielberg magic home to the 16-bit system. 
Initially it looks like a less-polished version of Delphine’s 
Flashback - Grant's athletic antics look very similar to 

Conrad Hart’s. However, this game has an atmosphere that 

is, to my mind, a lot better. The myriad of different 

RICH dinosaurs, all well-animated and in fine sampled voice, 

really does make a real difference to the game and learning how to over- 

come each species is good fun. It’s also very tough! The first level is hard 
enough, but that’s nothing compared to the boating section which had me 
playing for hours! The addition of the Raptor game option also increases 
longevity. | can’t say that this is the greatest platform game I’ve played. 

There are better examples out there (some reviewed this issue). However, 
Jurassic Park is good fun and well worth taking a look at. 

LEVEL FOUR: THE PUMP HOUSE 
With the horror of the river behind him, Grant faces an even more diffi- 
cult task: that of negotiating the dino-ridden pump house! Raptors and 
Spitters patrol the claustrophobic tunnels, not giving Grant much room 
to maneouvre. Fast trigger finger action is definitely recommended! 

ns 
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MMP MEGADRIVE REVIEW. 
THE RAPTOR! 

When playing Jurassic Park as Grant the action is fair- 
ly unoriginal, with ideas very similar to the likes of 
Flashback and Alien III. However, the options screen 

presents players with the opportunity to play as one of 
the Raptors recently escaped from the confines of its 
pen. A number of special dinosaur moves are open fo 
the beast.    POBECE 
Holding DOWN along with B 
causes the Raptor to pounce, 

instantly killing any hapless 
human or dinosaur that gets 
slashes by its rampaging talons! 
Very useful. 

SUMP ie 
The bog standard Raptor jump has its own merits. For one, when combined =«_— 
with UP, the beast makes an unfeasibly enormous leap upwards - very use- 
ful for the pump station. Any dino/human that the Raptor lands on is . 
instantly killed (of course). Fey 

Raptors have enormous 
appetites, which are thankfully 
satisfied by the chicken legs that 
have been left carelessly around. 

14 MM JURASSIC PARK
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. A decent range of 
cut-screens and | 

options. 

    PAP RICN 
Some great defini- 

tion on the dinosaurs 
and atmospheric 

backdrops. 

. Awesome. Each 
dino has its own ( 
noises. A great \ 

. atmosphere is created. 

    
        

         

    

   

    

  
f PLAYABILITY 

CRAWL Easy to getinto 
but tough enough to ( é 

sustain interest. \ 
Choice of Grant or 
Raptor increases interest. 

LASTABILITY 
\ Seven massive lev- 
els to play through 
— with both Grant 

and the Raptor. 

Voy] ‘ea 

Not exactly origi- | L a 
nal,butalarge / ? 
playable effort | 

well worth . eas 
. investing in. y



MARING OF JURASSIC PARK 
THE MAKING OF 
JURASSIC PARK 

he following pages repro- 
duce some of the fantasic 
artwork Jurassic Park's 

motion picture artists created 
prior to putting together the film’s 
amazing sets and jaw-dropping 
animatronic/computer generated 
dinosaurs. 

If you want to know and see 
more, we recommend that you 
purchase The Making of Jurassic 
Park, written by Cinefex veterans, 

Don Shay and Jody Duncan. This 
book covers the creation of the 
movie from the first idea in 
Michael Crichton’s head to the 
final licks of polish added to the 
finished movie in its post 
production phase. 

Painstaking work as the head 

vis delicately sculpted. = 

16 MM JURASSIC PARK 

    

Everything you would ever 
want to know about the genesis 
of the awesome movie is con- 
tained in this book with interviews 
with the stars and producers. If 
you’re even the slightest bit inter- 
ested in the film we recommend 
that you trot off down to your 
local bookstore and purchase a 
copy immediately. 

The Making of Jurassic Park is 
published by Boxtree Limited and 
costs £8.99 — a worthy invest- 
ment for a massive book with 
over 200 pages of everything 
Jurassic you could ever hope for! 
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Preteen 

Small but magnificent — just 

one of the examples of the beasts 

used in the film. 

    
Open wide! Oh 
yes, that defi- 
nitely needs a 

= filling! 
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One day I'll be 

a super-model, 

just like Naomi 

Campbell! 

ee ws Y/ 

Adding finishing touches... and that’s just the leg!   18 MM JURASSIC PARK



But mommy, | don’t want to 

stand on this table any more! 

MM JURASSIC PARK 19  



MAKING OF JURASSIC at 
All the king’s horses and all the 

king’s men, couldn't put Dino 

together again! 

      20 MM JURASSIC PARK



MAHING OF JURASSIC PARK         

Is it a bird, is it a plane? No it’s a 

dinosaurs bottom! 

MM JURASSIC PARK 21



< MEGH- CD PREVIEW 
MEGA-CD 
JURASSIC PREVIEW 

t the summer Chicago CES show in June, our very own editor 

was given a smart preview of the forthcoming Jurassic Park 
Mega-CD video game. 

As you can see from our screenshots, the game is completely differ- 

ent from the Megadrive title we’ve reviewed in these pages. The basic 
idea of the game is to locate every single dinsosaur egg on Jurassic 
Park and take them all to the visitor centre. Sounds simple eh? Well, 
just like in the movie, the dinosaurs have other ideas... 

Inside the visi- > 
fors’ centre at 

Jurassic Park. 

    22 MM JURASSIC PARK



oe > MEGRP ED PREVIEW < 
BASIC GAMEPLAY 
As you can see, the game is 
viewed from a first person per- 
spective, with the player control- 
ling Alan Grant. A point-and-click 
interface enables players to walk 
around the buildings and the 
park itself. To move around, you 
simply move the pointer to your 
desired destination and press a 
button! The Mega-CD then uses 
full-motion video to take you 

  

  

  
  

raphics that are 
“s sound g 

: e 
, reviewed this issue), 

making the Jurassic environment 
even more lifelike! 

             



JURASSIC EDUTAINMENT 
Sega are introducing some edu- and providing an intriguing 
cational moments into their latest insight into the world of the 

CD releases (check out the full- dinosaurs (or something). 

motion video dolphin documen- 
tary in Mega-CD Ecco the 
Dolphin). Jurassic Park is no 
exception. The very strange 
Robert T Bakker makes an 
appearance in the Mega-CD i , 

game, giving you some helpful Spectacular graphics using 
hints about your current situation motion videg 

It looks clear from here, but look out behind you! 
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JURASSIC PARK: THE MOVIE 

  

urassic Park began life as a novel by one 
Michael Crichton, author of well-regarded 
books such as The Andromeda Strain and The 

Terminal Man and creator of the classic ‘70s sci-fi 
flick, Westworld. Steven Spielberg has based his lat- 
est blockbusting movie (breaking all box office 
records in its first weekend in the States!) quite 
closely on Crichton’s novel. The author paints a 
pretty bleak picture of the near-future where mas- 
sive genetics companies toy with the essence_ofdife 
— DNA — to make enormous amountsiofimoney. 

This culminates in the creation of one John 
Hammond's dream: Jurassic Park. By employing the 

greatest geneticists and the most 
expensive equipment in the world, 
he re-creates actual dinosaurs and 
deposits them on his Costa Rican 
island, Isla Nublar. His aim: to cre- 
ate the most fantastic,theme park in 
existance — where paying cus- 
tomers can see real dinosaurs in 

- the flesh! 
However, after reports of escap- 

ing dinosaurs and construction 
workers being killed, Hammond is 

forced to unveil his park early to the park’s 
investors, accompanied by scientists Alan Grant and 
Ellie Sattler, all worried about the feasibility and 
safety of Jurassic Park. 

Hammond is desperate to prove that the park is 
safe, especially after having installed the most 
sophisticated security computers and miles of elec- 
tric fences. However, as you've probably gathered 
by now, the dinosaurs have other ideas... 

26 MM JURASSIC PARK
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JURASSIC PARK: THE MOVIE 
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i Okey folks, I've found us| 
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JURASSIC PARK: THE MOVIE 

iW excellent 
Terminator II 
movie! However, 
#he programmers 
and graphic 
artists at 
Industrial Light 
and Magic had a 
far more gru- 
elling job. The T- 
1000 was a 
metal, unliving 
creature. 

Jurassic’s 
dinosaurs had to look real: that 
involved looking after the minut- 
est of details — blinking eyes, 
rippling muscles — you get the 
idea. However, all the work paid 
off because the effect is simply 
stunning: the creatures in Jurassic 
are definitely the most lifelike 
dinosaurs ever commited 
to celluloid! 

  

Jurassic Park’s special effects are 
brought to us courtesy of the 
greatest special effects company 

in the world: Industrial Light and 
Magic. Their list 
of film credits is 
amazing, encom- 
passing some of 
the biggest 
money-making 
movies of all 
time, including 
the Star Wars 
films, the Indiana 
Jones trilogy, the 
effects-intensive 
Star Trek movies 
as well as the 
likes of the Back to the Future 
films, Who Framed Roger Rabbit 
and of course, ET. Other lesser 
known achievements include 
some of the early model-making 
in Star Trek: The Next 
Generation, including the initial 
models of the new Enterprise 
1701-D. Basically, the film indus- 
try know that when they hire ILM, 
they're getting the most experi- 
enced, up-to-date, creative spe- 
cial effects team around. 
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