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After last month’s A to Z
spectacular, we’re back to our
normal format this month.
That's not ‘normal’ as in
‘boring’ mind — that’s normal
as in jam-packed with reviews,
bursting with news and

I\ | b 2 stuffed with solutions and
2 ‘ ; features! With an excellent A
. e b | v cover disk and superb compo
) * BaCk th a vengean ce! thrown in, you've sot a whole
TOTAL SATURN 5 is mdy lot of mag for your money...
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AM2 New
Mystery
Product

e god send that are AM2, have finally
released details on the new Saturn project —
when you consider that the company have

released two of the best Saturn games Virtua Fighter
2and Sega Rally, we expected something a bit special.

So, when we received the news that their new title
was, um well it's sort of a dodgy Jap pop video
construction kit... well! Oh no! we kid you not, we
were, just like you, expecting a new beat-'em-up or a
cool racer but no, we get some Japanese girl and a
load of crap pop music. For anyone out there that
hasn't heard any Japanese music, be warned — some
of their top artists are so bad, they make the Spice
Girls sound like the Prodigy!

The so-called game allows you to take the role of
the director on the video shoot of the top singer
Namie Amuro (don't ask me, mate, we've never heard
of her either!) The game contains footage of Namie in
concert, singing two of her top toons — your job is to
create the backgrounds and her costumes in order to
jazzy-up the footage. You can move the camera 360
degrees, zooming in and out and even position some
dancers to spice things up. When you've finally
created your master piece, you can edit the final
product to your tastes.

Even though Namie is totally stunning (we like her
we dol) we can't see this taking off over here — it's
just far too Japanese for our tastes. Karaoke, maybe,
Japanese pop, no thank you. Funny old thing, cultural
differences and all that, isn't it...

Lara’s Back!

t last, some good
news for Saturn
owners — we have
managed to get hold of some
details concerning the sequel to
one of the best Saturn titles of
recent months. Tomb Raider 2
has been announced for the
Saturn and is hopefully hitting
the shelves sometime in the
autumn of this year.

It probably comes as no §
surprise to anyone that the
game would get the sequel

Details about the follow up are a tad thin
on the ground, what we could come up with
was this. The development team is made up
of the same guys as before but with the
inclusion of a couple of new faces — the
new fellas have been brought in

treatment, being one of the most popular
games of last year and one of the best! With
it's stunning 3D engine, brill gameplay,
absorbing plot and Lara in that tight T-shirt
the game was an instant classic!

to update the graphics engine.
Lara herself is gonna have a little
facelift and probably silicon
implants, as is the backgrounds.
Not only have the graphics
had an overhaul, the gameplay
4 has also been enhanced, mostly
4 to do with the combat aspects of
g the game. A whole new arsenal
has been created to help Lara in
her quest — what this quest will
be is as yet unknown but we've
heard that the action may take
place in the wreak of the Titanic!
Let's just hope that the game can match
the quality of the original or hopefully
better it, only time will tell!
Virtua Cop 2 Sega
Tomb Raider Eidos
Worldwide Soccer 97 Sega
Command and Conquer Virgin
Daytona USA CE Sega
Doom GTI
Exhumed Sega
Destruction Derby Psygnosis
Athlete Kings Sega
Nights Sega
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Wipeout 2097 on

here could be a further deal

between Sega and the British
company Psygnosis. The game

wizards behind such brilliant

Sony PlayStation titles as Wipeout 2097,
Destruction Derby 2, Formula One and
Tenka have caught the eye of Sega America.
After the success of the Saturn versions
of Wipeout and Destruction Derby, Sega are
keen to purchase the rights to further
Psygnosis titles, with Krazy Ivan and Adidas
Power Soccer already confirmed as Saturn
conversions. Sadly the said titles were,

Satur

umours still persist that there is

indeed a Saturn version of the

stunning Capcom title Resident

Evil, if you haven't yet heard

anything about the game, where the hell

have you been? The game is a gory

adventure, based around a huge mansion,

whose inhabitants have been infected by a

genetically engineered virus, turning them

into flesh eating zombies. The game was

top and sold by the bucketfull, so a Saturn
version will be greatly received.

The new version is said to have many

more additional features, unseen in the

whilst being attractive to the eye, lacking a
lot in terms of their gameplay. But with
such an impressive back catalogue of
games, a firm deal with them could prove to
be pretty cool news!

Things seem to have taken a turn for the
worse, recently Sony put Psygnosis on the
market for a staggering £150 million. Yet
now they want to hold onto their ‘Golden
Egg’ but the firm want more freedom to be
a multi-platform developer. So, we'll keep
‘em crossed and hope for a new deal
between them and us.

Resident Evil

PlayStation version, as well as the game's
atmosphere, great graphics and plenty of
gore galore!

Unfortunately no official comment has
been made by Capcom, as to the
production of the Saturn version, so in the
mean time we'll keep ‘em peeled!

magine a scenario similar to that
of Aliens, only this time the nasty
that's running loose aboard this
particular spaceship, is more akin
to the Predator, with his chameleon-like
powers of invisibility. Before you all start
crying, this doesn't mean it's another
dreadful Alien vs Predator game. No sir.
Enemy Zero is in fact a scary new adventure

= =
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\

from the people who brought us the sinister
D. The new game will be similar in format —
once again the locations are rendered
which, though severely limiting the feeling
of freedom, means we're guaranteed some
serious atmosphere. Preview next month.
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Satum
goes
supersonic

t's been a long time coming but the little

Blue Hedgehog with the big red attitude is

finally preparing himself to appear on the

Saturn. His farewell Mega Drive outing,
Sonic 3D, was well nifty and a fitting swansong to
his 16-bit career. However you can't keep a good
hog down and Sonic Extreme is looking just the job
to catapult him to 32-bit stardom.

Just like the Sonic of old, this is gonna be fast,
furious and, unlike earlier titles, all rendered in full
3D. This is going to be the most sought-after title of
the year, almost certainly. There aren't that many
game characters who can truly be hailed as legends
but Sonic is one. Nothing else came close on the
Mega Drive and the Saturn's platform stars are
generally fairly lame. Gex, Johnny Bazookatone,
Rayman, they're all
looking pretty staid.
Even Bug looks slow
and uninspiring by
today's high standard
although the sequel
is looking well smart.

Get ready for a
mega look at the
game of 1997 real
soon. Sonic is back!

Bug Too! (8

e original Bug game revolutionised
people's perceptions of platform
games on the Saturn and now the

much-awaited sequel is at last reaching the
conclusion of its development. Gameplay will
be in a similar vein, with Bug walking left and
right, as well as in and out, but loads of new
features are to be expected, as well as a mega
graphics overhaul which, as you can see, makes
it one of the best looking games that's around
at the minute.

There'll be six levels but don't let that put
you off. They're gonna be massive and there'll
be loads of new bonus games, even better than

Mega Man 4

ega Man seems to have
M even more episodes than
EastEnders, however they

all seem to come out on
different formats, so you'd
probably have to own
about six consoles just to
play 'em alll But still,
Mega Man 4 is looking
set to carry on the great
traditions of the rest of
the series, with loads of
new platfdrm levels and

those in the first Bug! New end level bosses will
also be on hand, to dish out their own brand of
jaw-dropping graphical nastiness. Should be an
absolute belter. Review next month.

millions of bad guys just
waiting for you to give
them a good thumping.
For the uninitiated, Mega
Man games might seem like just another
bunch of platformers but they have a
very loyal following out there. Their
success is based on having just the right
levels of challenge and
playability. From the
Game Boy to the SNES
and through onto the
next gen systems Mega
Man has been a success
wherever he's been and
Mega Man 4 on Saturn is
going to be no exception.

Make no bones about it

r Bones (no folks, it's not Dr
McCoy's Dad) is on his way to
the Saturn and he means to
rock out getting here. He is in
fact, as his name might suggest, a skeleton.
Presumably in life he was called something
like Mr Skin and Internal Organs, which in

Issue Five

turn probably explains why he's now dead,
so to speak. Which lead us onto another
point — the fact that Mr Bones is a platform
game which almost certainly means the
player will have a certain number of lives to
play with. However with Mr Bones being on
the other side of the pearly gates as it were,
| suppose these would more appropriately
be called deaths.

Crikey, I think | came over a bit peculiar
there! Anyway, Mr Bones is a platformer
with nifty rendered backgrounds and cool
guitar music playing, as our skeletal hero
leap, bounds and jams his way through the
wackiest action since, well, the last dose of
wacky action. Lookin' good!




Coverdisc
natructio

inball Graffiti is, as

you can see by our

91% review score, a

very fine game indeed.

Featuring three tables, multi-player

action and a unique 'story' mode,

it's easily the best pinball game
you can buy for your Saturn.

Our exclusive demo allows
players INFINITE time on the
Circus Fantasia table. To the best
of our knowledge, no pinball
game demo has ever given away
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107,314,
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so much. The reason for this
generosity? Well, so confident are
JVC that you'll like this game, they
felt you should be able play a
table properly. After all, merely
giving away one minute of play
per loading, wouldn't allow TorAL
SATURN readers to explore its many
features. With the TWO balls
provided, players can get to grips
with table elements such as the
Multi Ball, Animal Drop Targets
and Lane Changes.

19,598,190

—
e -
FAIIPED 4

L

How to play

Place your demo disc in the Saturn drive and load as usual. The

following buttons are for use while 'in

D-PAD LEFT: Left Flipper(s)
(o Right Flipper(s)
A: 'Plunge’ shot.
L AND R BUTTONS: Shake the table
START: Pause

play'...

The following features can be used after pausing during play...

A: Change Dramatic Angle
B: Change View Mode
G Display Game/Points Data
D-Pad: Rotate Table
Lt Reduce table size
R: Enlarge table size

Pinball Graffiti's various views are too numerous to relate in the
space we have, but you can experiment with those provided to

excellent effect.

Total Satuzrn @O
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Fightera

Megamix! Cool! Boy aka! Boy aka!
Throw your hands up in the air.
You know the score! Massive. No,
no not that kind of megamix, you
crazy fool!

ut of the many stars in
the Sega universe, no
one shone brighter than
Virtua Fighter 2 with its
high res graphics and wealth of
moves and combos, the game
achieved what was thought to be
impossible, it actually bettered its
arcade father! .

Many fighting games have
followed but none have lived up to
the overall shine of VF2, to make
matters even worse the mighty
Tekken 2 arrived on the Sony
PlayStation which, while it kills us
to actually admit the fact, stole
VF2's fire completely!

We strongly believe that Sega's
new beatie could easily steal the
Tekken 2 crown and pronounce
itself King of the Beaties! The new
title in question is AM2's Fighters
Megamix, which basically means
every single fighter from any Sega

ALACYOE
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In a peaceful mossy glen where stately and majestic trees dapple the
fading daylight, a right royal trouncing is about to begin.

game is in here, baring their teeth.

Oh vyes, every character from
Virtua Fighter, Fighting Vipers,
Virtua Cop and even ten secret
pugilists have been thrown in!

For all you fighting loons out
there, you can now finally find out
who would win if Arira had a bit of
knuckles with the mighty Jane, thus

One in the eye for
Mr Pigtail!

settling all those drunken arguments
you have with your mates.

Enough of this mindless banter,
you want to know what the game
has in store for you, don't you? So,

if you're sitting comfortably
children, we'll begin!
With  twenty-two instantly

selectable fighters, plus the secret
bods, we are presented with a
massive thirty-two characters to
slap about. Everyone knows that
beat-'em-ups are at their best
when played with a friend but, for
all you sad and lonely people out
there that haven't a friend in the
world, we have some good news!
The standard one player mode of




both Virtua Fighter and

Fighting ~ Vipers  has
remained virtually the
same as before. This

means they're just about
as playable as is legally
possible! But AM2 are
really spoiling us —
they've also updated all
the options available, to
include eight new separate
routes for you to take, including
Novice, for all you wimps. These
include Virtua Fighters, where you
only get down to it with VF
characters. Fighting Vipers, where
— oh, take a wild guess —and Girls,
where you only take on the ladies ,
which is definitely not a soft
option, believe you me!

With the completion of each of

these routes the player will be
given access to a, now playable,
secret character. So, when each
level is finished, all ten secret
players will be yours to do with as
you wish! (Which some of you may

think is great if you're into
computerised women).

Also for the single player,
they've included a Survival Mode.
In this mode you will attempt to
defeat as many opponents as
possible, in a set number of rounds
or to a time limit. You can set the
time to either three minutes, seven
minutes or the seemingly endless,
fifteen minutes, which is probably
harder than an angry monkey with
a chainsaw!

Lacy trim, monster shoulder-pads, an alice-band and nasty gauntlets
cannot hold back the fury that lurks within. Or something.

g e

11

The player has a single energy
bar which is not refilled after each
round, making for a considerable
challenge indeed! Once you are
finally defeated your victory count
will be displayed, so you can push ¥
out your chest with pride — or
sink to the ground in dismay,
whilst the people around you
queue up to laugh in your face!

The luverly Team Battle mode is
back too — just like in VF2 and FV
— you can select up to eight
players and fight in a tournament,
either against the computer or
fighting with a mate, which is a
great idea and a fun way to while
away a few hours.

One of the nicest new editions
to the game is the Training mode,
basically the same as the one
which was featured on Fighting
Vipers. This places you in a boxing
ring, facing off against a character

Total Satusrn LI
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made up from bubbles,

looking rather like one of

those blokes from the crap

Ballz game! By pressing

start, a full list of your

players moves can be

accessed, so you can

hone your skills. When a

move is finally perfected an OK

/' message pops up on the screen

so, after a bit of practice, you can

become quite tasty without even
getting your butt kicked!

Don't fret though, all

you fighters out there

~ with a buddy or two are
more than catered for with

‘mr
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the usual VS mode, where you and a
mate can knock the stuffing outta
each other for a set number of
rounds. Not only can you choose
the amount of energy of each
fighter but also the length of the
stage the battle is fought upon!
Boy, oh boy — there are enough
of these stages to choose from, with
a whopping thirty-three on offer,
including all the stages from VF, VF2
and the cages and walled in levels
from FV. Thankfully AM2 have had
the good sense to remove all the
ring outs from the VF stages — a
deletion which will only add to the
game. | mean, there's nothing more
annoying then losing a game, simply
by falling feebly off the edge of a
platform, dag nam it!

game is the Escape Button,

which is a direct swipe from

VF3. By pressing on the

shoulder buttons, the player

can side step to avoid an

oncoming attack — which

adds even more strategy to

the most complex fighting

game ever. The side step

button can also be used to

break combos, which makes it
worth its weight in gold!

Another steal from VF3 is the
inclusion of the character's new
moves, such as Wolf's grappling
from behind attack and Pai's new
flip kick. This is a good indication
of the up and coming release of
the Saturn conversion of the
arcade classic, which we reckon
will be the business!

Most of the main characters
you will be familiar with — all the
your fave VFand FV characters are
in here — but some of the other
faces in the crowd may ring a few
bells. All the main bosses from the
two games are here — and are
instantly selectable — including

One of the major
new inclusions to the

Ipry.g<s30
n ® Wit '\,\5
-

Chucking ingredients into one big mix can have bizzare results — how
about a giant rooster and an oriental warrior in a cowboy cage?

“
“eul Saafras

Mrs Fairy toes versus Mr Fluffy Bum
— feathers will fly.




Dural, looking more like her VF3
counterpart and Kumachan, the big
bear from FV, looking and playing
just as poo as in his last appearance!

The secret characters have also
been recruited from the Sega back

|f you looked hke that you'd

catalogue , such
as Janet Marshall,
a Virtua Cop 2 character and New
Candy, which is just Candy in a
different costume — but most
interesting, is the inclusion of two

develop fighting skills too.

of the Virtua Kids characters Kid
Akira and Kid Sarah, which may
make for some interesting bouts...

With all the additional
features, new characters, new
moves and all the lovely
backgrounds, it sounds like a
completely perfect product. Well,
it's nearly there — the only flaw is
that the graphics aren't high-

resolution like Virtual Fighter 2,
meaning that the characters have
lost their sharp look! Still, the
game's light effects have been
improved greatly, so that can be
forgiven. Sega have also included
a stunning fully rendered start up
sequence of the fighters in all
their FMV glory.

CET T I
[
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Players:

§ With Sega Europe pushing for a
March Pal release, this could be
the game that turns the tide for
Sega! We'll keep ‘em well peeled
for a review copy as soon as one
becomes available. ®

Price:

A little selection of the awesome characters on display. Some
old faces make a very welcome return to the fray, facing off
against some new boys and girls and some much needed
bizarre characters. Whilst lacking the odd flavour of some of
the Tekken 2 pugilists, the Fighters Megamix fellas more than
make up for their lack of personality with some stunning
moves, most of which have been tweaked since their last
outing, plus their great graphics.

On the whole a varied and mixed bunch, with no instantly
crap fighters, with each player, with a little time and effort
proving to well worth their inclusion. What more need we say?

Total Saturn IS
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In this robot game you’re no hero
— nope, you’re a low down

mercenary killer, hired to make
money out of dirty deeds...

Wil Taertasl Sealuan-an

n brief: big robots in
futuristic setting, kicking
each other in the head.
Oh, there's a kind of
strategic overtone, too...

Mechwarrior? What's that? It
goes without saying that we at
TotAL SATURN like to keep abreast of
happenings on other formats. Why,
ignoring the PC, PlayStation or
even the 3DO (snigger) would be
tantamount to gross stupidity. For
example, taking a glance at a
PlayStation release schedule, can
often inform the knowledgeable
Saturn owner what to expect to be
half-heartedly converted in about
five to six months time.. while
occasionally, yes just
occasionally, a PC
game can actually
pop up on Sega's
little machine, all

unexpected like.
Yes, Mechwarrior
2: Mercenaries is

TRATION

ENTER CALL SIGN

AccEpT e

Clocking on for work was never so
exciting in the old days.

just one such title. A product
marketed by the delightful folks at
Activision — oh, and Ben — it's a
game capable of frightening a PC
hard drive from one hundred paces.
Visually wonderful and reliant on a
mother of a Pentium in order to
run faster than, say, not at all, it
enjoyed extremely favourable
reviews after its PC launch at the
end of last year.
Fighting robots? Isn't that like...:
Of course, as far as the Saturn
version goes, it's unlikely that
potential buyers will be aware of
any of Mechwarrior's predecessors,
leaving Psygnosis newie Krazy Ivan
as the only available benchmark.
Although it's really a little early to
be making any sweeping
statements such as the
one that follows, it's
perfectly plausible that
Mercenaries will be the
better game of the two.
For a start, it offers some
welcome™ new strategic
elements, providing more
than endless blasting.
Secondly, it's a newer title.
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Krazy Ivan, although an enjoyable
game, is getting on a bit now — its
conversion had to be delayed for a
set period of time, due to the
obvious close connections between
Sony and Psygnosis. Finally,
Mercenaries looks astounding on a
PC. Just think how well it'll move
with the Saturn's hardware slaving
away behind the scenes. The
facially-based ingestion facility
oozes oils at the prospect...

What's it all about? Cast as a
pilot of huge fighting machines —
the Mechs of the title — all action
is based during the so-called Third
Millennium of human history. With
all the fuss of colonising loads of
solar systems out of the way, the
human race has apparently decided

" PILOT ASSIGNMENT

it's time for a good ‘ol full-scale
galactic war. The reasoning behind
this? Well, the Emperor died. With
a funeral not sufficient ceremony
to punctuate his passing, the
lengthy battle-fuelled chaos that
follows decimates planets
and indeed, most of the i
Mechs involved in the said .
destruction too. Lamentably, L
codes of honour regulating
combat between Mechs suffer
through this, leading to much |
scavenging and stealing.

Care to write some
bit of self-indulgent
nonsense in here,
writer? Well, at this
point you can well
imagine that, much like

l

i

CONTRACTS

PERSONNEL

i

INVENTORY

I

FINANCES

Being a mercenary is not as care-free as you might imagine —
bills to pay, staff to hire and fire, goods to buy...

PERSONNEL

Issue Five -
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Never mind making dramatic gestures, sonny —
where did you get that nail vamish?

A menacing presence hovers over the forbidding war-torn
landscape. It's Club Hot, the happening spot if you're a ’bot.

WO Total Satsere

the sociologists of

today study and write

bo... sorry, reports on

the breakdown of the

nuclear family, their

counterparts in this

futuristic  scenario,

mutter about the

breakdown of the

nuclear killing lethal

robot death monster

machine. From a safe

distance. In a bunker.

With several changes

of underwear handy.

Can you get on with the

preview now? Okay, okay... you see,

Mechs are pretty damn rock hard,

with huge arrays of weaponry at

their disposal. However, like all
machinery  other
than, strangely, the
milk float, Mechs
do break down and
require repairs and
replacement parts.
With the various
global economies,
old landscapes and
shopping centres
laid low through
misfortunes of war,

nipping down to the local handy
Quick-E-Mart for a replacement
leg, ain't an option for Mech pilots.
Nope, they have to damn well fight
for the right to own a fully working
robot. Ultimately, players could
progress through various missions
and end up with a veritable
Frankenstein's Monster of a Mech,
but who's likely to worry about a
hundred foot tall robot not being
aesthetically pleasing? A passing
Clothes Show reporter would
probably forget all about the
potential of sarcastic comments
and get on with the far more
important business of legging it...
So you play the pilot and not
the robot? Yes. As a graduate of the
Tri-M Mercenary Academy, there
are plenty of money-earning
opportunities in the barren lands
of well-hidden plenty provided by
Activision's coders. Starting as a
novice, players can begin with a
series of simplistic missions, so
designed to maximise familiarity
with game controls and generally
getting about a bit. Completing
objectives can lead to hefty cash

- it —



It takes all sorts.

Bombardier

o

payments. These can be
re-invested in the form
of upgrades for your
Mech, technical people and your
very own mini-army of lethal
robots. These, obviously, can
further facilitate the earning of
increasingly large numbers of
lovely C-Bills, as the currency of
the time is known. While you
obviously start off with a 'bot like
a £1.99 kit model Zoid, you
eventually get to control the real
life equivalent of a £30, top of the
range Transformer. Whether it's
Optimous Prime or Megatron you
represent in your mind's eye, you'll
soon be regretting you couldn't be
a bit more like the ultra-cool
Grimlock... but that's another story.
Any cool technology other than
weapons? Obviously, you'll want to

Cicada

know what's going on around you
while pummelling an opposing
Mech into submission with
extreme laser death. Activision,
ever responsive to the needs of the
gamer before they notice a craving
themselves — the tenner's in the
post? — have so  thoughtfully

provided you
with a very
cool and highly
fearsome wee
collection of
heads-up displays and radars to
glance at. Hopefully, these will
make all manner of satisfying 'ping’
noises once the final code is
completed. Checking out damage
reports, targeting information and
navigational assistance, are but
three of the many tricks a clued-up
Mech pilot can perform.
Mechwarrior: 2 Mercenaries
could be a game to enthral Saturn
owners everywhere. However, it's
important Activision don't feel
obliged to make it more of a 'console’
game, cutting too much of the
strategic overtones that give its PC
version an edge. With luck we'll have
a full review next issue — an on-sale
date will probably fall in March... ®

Skinny Mech can run faster
but Fat Mech is harder —
who will win?

Fact Shecet
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championship tean.
The pro scouts had

Pub pinball purists step aside —

there’s a real console sim on the
loose and it’s a beauty!

A pinball junkie has to travel to
where the action is.

here have been a
fair ~ number of
attempted pinball
conversions over the

years, but very few have been of a
quality high enough to avoid the
almost inevitable 'balls' analogies.
This is very sad, but a symptom of a
sorry illness — computer magazine
writers really are the Ebola virus of
the publishing world,

turning all healthy

fanguages into liquid

crap. But | digress.

Pinball's all about

small metal spheres,

4 things with flashing

{ lights and more things

with flashing lights

that go ‘ping' or

‘dong" when you hit

107,314,

Pub pinball snobs may scoff all they like — you'd never get this close
to the action on the real thing, Unless you stuck your face on the glass.

EE Total Satsern
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them... not to mention congealed
lager and cigarette ash embedded
in the table's glass top. It's about
putting a quid into a machine and
confidently slurring at a few
friends that you'll 'take them all
on'... and how you once got ten
million trillion points one night.
Y'know, that night when you all
went to a different pub? Ahem. It's
a game that surely everyone has
played at some point — often badly
— where unfeasibly high scores can
be accrued, through sheer luck
alone. Ultimately, skill and practice

lead to the satisfaction of a
deserved high score... but then
sometimes they don't. Some would
have you believe that pinball is
totally unconvertable, that its
metaphorical spirit is neutered by
the limitations of the console, the
TV and the environment which
they traditionally reside in. But
then, in the true spirit of a world
where Gillian Anderson can be
voted 'Sexiest Woman Alive', over a
million Americans claim to have
been involved in some form of
alien encounter and a small

4§‘




number of individuals could even
consider buying a Mega CD, isn't it
plausible that a company could
actually produce a decent version
of the game for the Saturn?
Pinball Graffiti is JVC's first
foray into an oft-maligned genre,
an ambitious attempt to use a
console’s capabilities to improve
upon a basic theme. What it lacks
in real-life atmosphere — smoke,
crowd noise and a mate gobbing in
your drink while you're not looking
— it makes up for in terms of stacks
of innovative goodies. Consider |
yourself used to the 32-bit
prerequisite that is the ‘alternative
view'? Pinball Graffiti is eye candy,
a sheer symphony of of impressive
visuals and camera angles... and we
defy anyone not to be even just a
little bit impressed. From the basic

top-down to a 'ball camera’ that
takes you on a roller-coaster ride
around the table as you play,
there's no doubting that there's a
viewpoint to suit everyone in
Graffiti's repartee.
Table-tastic?
Pinball Graffiti offers three tables
in all, each with its own distinctive
layout and features. For the
beginner there's Card Master, the
easiest of the trio. It's a table that
newcomers will polish their skills
on, veterans clean up on.
Basketball Legend is a table based
on the life of your character in
‘Story' mode... but more on that
later. Finally, there's Circus Fantasia,
a table with four flippers and an
initially bewildering layout. All
three can either be accessed from
the main menu, or played as or
when required in Story mode.
Unusually enough, all three are
polygon-based, spurning the
traditional pre-drawn or sprite

orientated approach. This is how
Graffiti's programmers managed to
give the player such an incredibly
flexible array of views. Those
expecting JVC's offering to look
inferior as a result of this are in for
a shock, as it's undeniably the best
looking pinball game I've seen —
arguably better than Empire's Pro
Pinball on the PlayStation. Finding
the view best suited for your
playing style is half the fun; often,
it's even possible to need two
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Yes, you lost but at least
there’s no one to laugh at you.




sport? I'd stick to kickboxing in future...
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Who would have thought that pinball could be such a dangerous

{

perspectives to switch OU

A ST

between in order to
perform at your best on
a table. For example, |
found the Card Master
most playable with a
scrolling 2D perspective,
but this is virtually
useless once you've
activated the multi-ball.
Fortunately, a quick pause
and a press of the 'B' button leads
to a change of view. Incidentally,
while performing that action you
can check out your current bonus
score and other such parameters.
Pinball Graffiti is simple to control,
configure and play. Its three tables
and its superb visuals alone would
make it suitable for a most hearty
recommendation, but wait, there's
more to come...

Graffitis Story mode is perhaps
the strangest extra to be found on
a pinball game ever. Your character
(who, naturally, can be named after
yourself) is a former basketball star,
who sustained leg injuries while
saving a child from a car accident

[sic]. His legs healed [sic], but he
was unable to play basketball [sic]
as he once could [sic] and chose
pinball stardom instead [sic]... an
so on. Even though the writer
responsible for that 'story’ should
be put on trial for crimes against
creative literature and, indeed,
humanity, you'll be pleased to note
that it interferes very little with
this game mode. Starting in Los
Angeles, players begin as Grade E
pinball players — the lowest of the
low in the rankings. With the
obvious assistance of 10,000
dollars, the objective is to become
a Grade A player (amongst other
things) by eagerly competing in
numerous tournaments all
across America. Each
competition has its own
specific individual grading,
limiting access to those
suitable to compete — so,
for example, a Grade E
player can't enter the
Grade B tournament that
takes place in Los Angeles
every month.

Before entering such
competitions, you can nip
down to a local bar. This

option is available in every
city you visit, allowing you to
practice on one of the three tables
available in Graffiti. A bystander
steps up to provide a competitive
edge, while the option to either
shoot first or choose the table, can
often be decisive in these friendly
bouts. Winning here can help you
gather extra information on
tournaments or table features. You
can also often acquire relevant
knowledge in a number of other
ways. For example, finding Eric
allows you to buy videos with
technique information and lists of
tournaments relevant to you, while




visiting the local shop can provide
you with a copy of a pinball
oriented magazine, packed full of
hints and tips. Wheee. You can
travel between cities either by
plane (at a cool $200 per ticket) or
by car. Buying an automobile is
ultimately the best investment,
although it takes you longer to
arrive at a destination and, as an
additional side effect, it drains a
fair amount of your energy. You
see, it transpires that being a
pinball star wanabee is a tiring
business. Go too long without
resting and you could end up with
huge hospital bills. However, a
cheap stop at a motel is a good
way of avoiding that...

There's a lot more to the Story
mode than I've mentioned above,
but most of its content is mildly
diverting nonsense. Playing in
tournaments and rising through
the ranks does add a lot to
Graffit's  one-player  appeal.
However, those with a hankering
for multi-player games won't be
disappointed, either.

JVC's ball-bashing extravaganza
allows four-player competitions,
with pad-passing facilitating the

,

{

_EXTRA BALL
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Get big money bonuses for
smashing the light bulbs.

arrangement. This is yet another
feather in Graffiti's cap — after all,
to omit such an option would be
almost criminal.

Final scores

| suppose there should be a
conclusion around this point.
Pinball Graffiti is the best pinball
game on the Saturn. It's attractive,
has a huge array of background
songs — from elevator music to
heavy metal, | kid you not — and,
most importantly, it plays well.
Sure, there's a lot of criticism that
could be levelled at it. Some of its
views are pretty useless or
indistinct, it occasionally flashes
messages over the action and its
story mode can be a little too slow
moving, as there's no way for you
to quickly skip time between
tournaments. Such gripes as those
aforementioned and

others besides are

though, ultimately

superficial, as they

very rarely affect

Graffitis gameplay

in any significant

way. Perhaps the

only true moan

could be that its

tables are perhaps a

little sparse, unlike

the usual packed

monstrosities that clutter pubs and
arcades these days. But hey!
Instead of regarding that as a
problem, label it ‘inimitable charm’
— perhaps throwing ‘retro’ in, if
necessary — and what do you
know, it's a virtue!

Pinball Graffiti? Well, it's a fine
game. Play it on our coverdisc first
to see for yourself and then get
thou's arse down software shop
with wad. As long as you can keep
the Story mode plot from preying
on your mind, you'll have made a
very worthy purchase indeed...

GEORGE JAMES

Publisher:

Players: Up to four
Price: £TBC
Released: March
Game type: Pinball
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Dont think jurassic Park, think side-step round
the corner and shoot the Raptor from behind.

-

Knee-capping is a particularly
effective technique.

The Weapons...
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The weakest weapen in your
arsenal. Using it is rather like
putting John Lucic in goal
instead of David Seaman but, as
Arsene Wenger discovered
recently, sometimes you have
little choice in the-matter. The
good news is that the 3omm
comes With infinite ammo...

TR Total Satzsr
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With a _savage line in auto-firing,
death-dealing ballistic hell, this
“little baby is versatile number,
handy for use against anything.
As it has such a rapid fire rate,
it does tend to overheat, but it's
probably only second to the
Laser (collected later) for
shooting down airborne targets.

Yy, oh my...
hasn't the
computer

industry

advanced since the days of

the Mega Drive and SNES?

Back then, Krazy Ivan would

have been a character-led

platform game. And these days?

Well, it's an adventurous shoot-
‘'em-up with a first person
perspective and a good
line in explosions that fill
the screen. It's packed
with FMV, loaded with
weaponry and advocates,
nay indeed encourages,
actions such as jumping
over a hill and shooting a
rival robot in the head

with a rocket launcher.

Missiles

S

As the game progresses you get

to improve the standard of you
missiles, but even the earlier
models are supreme when it

comes to decking robots. Wasted
if used against smaller opposition,

these come into their own when
you're looking for a quick kill.
Although you only begin each
mission with ten, more can be
collected as you go.

It's also rather easy. Krazy Ivan
made its debut on the PlayStation
— much like most Saturn software
released these days — where it
received favourable press. Reviewers
found shooting invading alien
technology an enjoyable pastime,
rewarding high review scores to
reflect that. However, it soon
became apparent that, although
Krazy Ivan's content is considered,
action-packed and polished, there's
not a great deal of it.

Play begins with a choice of five
battle zones, only one of which can
be selected from the outset. Having
chosen this, players soon find
themselves attacked by all manner
of adversaries, based both in the air
and on ground. Destroying these is

Well, it doesn't seem all that
special to us, but it drains
energy from your enemies —
that, after all, is the important
thing. Sadly, an aesthetic
checklist highlights its flaws.
For example, does it cause
huge explosions? No. Does it
look flashy? Well, no again.
See what we mean?




an action facilitated by various
high-powered guns and, once
players have put them to good use,
human prisoners and pick-ups can
be gathered from alien wreckage.
However, such confrontations are
meaningless — Krazy lIvan is all
about finding robots in order to
break their heads. Or, indeed, any
other body parts that cross your
line of fire...

The bot bit...
These battles are Krazy Ivan's
backbone, the vertebrae of
Psygnosis' shoot-'em-up. Various
pointers lead you to clearings, the
location of your objectives — the
alien 'bots. The heads-up display
provides a piece of FMV where a
Russian lady flirts outrageously
while providing information on
the next opponent... and then the
battle begins. Early adversaries can
be beaten by simply dodging their

fire while players can reply in kind,
but later fights are complicated by
flying enemies and increased
firepower. The problem with these
confrontations — or rather, the
lack of it — is that your ability to
side-step means that an average
gamesplayer could get through
most battles with ease, receiving
little damage in the process. Later
levels attempt to remedy this by
allowing smaller aliens to attack
while you're fighting an opponent,
but this can also be seen
as assistance. You see,
once shot down, these
fairly weak mechanoids
yield goodies such as
extra energy or
firepower, thus

improving your chances with

big guy, as it were. Some

fights are easier than others,

but | breezed through my

first fifteen contests the first

time | played. | don't see this

flaw as a programming problem —
Krazy Ivan is, as I've mentioned, a
very accomplished piece of coding
— but a problem with Ivan's basic
game design. It's perfectly
plausible that Activision's
forthcoming Mechwarrior, being a
similar kind of idea, could suffer
from the same problem.

Still, Krazy Ivan is very good
while it lasts. Players could well get
sick and tired of its reams of FMV —
in which the eponymous star
appears to be an attempt at
creating a Russian Sledgehammer
— but at least they don't interfere
with the action. If there were to be
no way to part-exchange Saturn
software, Krazy Ivan would score
notably lower than it does. After
all, £44.95 is a lot of money to
spend on a game that you could
well complete during your first
week of ownership. Give it a try
after earmarking the title you'll be
trading it for in a few weeks time...

Publisher: Psygnosis
Players: One
Price: £44.99
Released: February '97

Game type: Shoot-'em-up
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That's carapace as in shell, as in crab as in not very frightening. The JENNY CARR

mechanical version can't even give you a nip on the toes. 2 e
s P Score Sheet
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Yes, my comering skills are superb but mere mortals such as
yourself may require a little more practice.

Psygnosis’
new release is
not going to
steal the
crown from
Sega Rally
but if you’re
looking for an
Fi-style game
with a little
more depth
and variation
of gameplay,
Andrettrs the
one for you.

2l Total Satssss

ndretti Racing was
reviewed in  our
sister magazine ToTAL
PLAYSTATION in October
of last year. Sadly, as a serious race
game, it was rather overshadowed
by the launch of Psygnosis' F1. For
all Andretti's depth and its option
to play either Indy Car or Stock Car
racing, it didn't have the obvious
visual appeal of its rival. It also
suffered because it's not an
'instant’ game — EA's offering is a
little more thoughtful and strategic
— its control method needs a little
practice to get to grips with.
However, this Saturn conversion
has no real rival. You can't compare
it to Sega Rally — both in terms of
gameplay and, to be honest,
quality — but as F1-style racing
goes, it's peerless on the Saturn.
The option to race Indy cars is
perhaps the lesser section of
Andretti but it's still eminently
playable. Played in Career mode, it

comes into its own. Final positions
of races contribute towards your
final — with fuck, winning —
position at the end of the season.
How the races play rather depends
on your choice of 'damage’ option.
On Easy Mode, players can survive
crashes with no real damage. The
only side effect of a crash, as such,
is that you're bound to slip

back a few places.
However, playing with

damage 'on' results in fraught
races, full of action and endless,
endless swearing at rival cars that
move too close. This mode provides
ultra-realism on both sections of
Andretti, but it'd be a wise move to
learn the layout of a few tracks
before choosing it. A crash means
there are tires everywhere and the
emergency services calling for a
bucket and spade, as they're more
appropriate than an ambulance.

GAIDER ' PARK THUNDERDOME

MELEOURNE AUSTRALLA

EisY LAF

Tiesl ILAFLD

» PIT LANE

START / FINISH T




CHANGE TIRES
FUEL
FRONT AIR DAM: ©.00
REAR SPOILER: 0.00

Andrett’s easy to use customisable
options allow cars to be ‘tweaked’

What makes Andretti Racing
such a potentially good buy, is it's
stock car racing. Closer to Touring
Car racing than, say, Destruction
Derby, it's somehow far more
enjoyable than its rival Indy option.
The front end remains the same,
with all the usual Season, Single
Race and general game options.
However, the control of your car

does differ. Downforce and gear
ratios can still be tweaked — with a
minimum of fuss — so tailoring
your car to suit your personal
driving needs is possible. Skidding
through corners, caroming off a
barrier, spinning and ending up
charging 'chicken' style towards
your rival competitors, is a style of
driving newcomers which will find

—extra smoke, anyone?

Even though you're going in entirely the wrong direction, one
simple button push will reslime your car (ha ha).

they're suited to, but with a little
practice Andretti's racing style can
be mastered.

There's a feeling of 'weight' to
Andretti that few driving games
possess. Playable on one level as a
quick race kind of game, its season
mode — with its pit-stop strategies
and car maintenance, is the sort of
option that extends a game's play
life by months. it's not a complex
game, but there are depths there if
you require them.

While its initial, try-in-the-
shop appeal may be somewhat
lacking, Andretti is the sort of
game you'll still be playing when
EA decide to do an inevitable
update...

7
GEORGE JAMES

MIIULELY
RAGING .

Publisher:
Players:
Price:

Released: February

Game type: Racing
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Would sir
want one
big alien or
four small
ones?

etween the end of
the eighties and the
beginning  of the
nineties, arcades were
awash with various shoot-'em-ups.
Invariably, they found their way
onto computers and consoles. Most
of these conversions were banal;
stripped of the aesthetic appeal
afforded by a fancy chip board,
they lacked all but short-term
appeal. Of course, there were a few
exceptions. Flying Shark — I'm sure
that was an old Tatio machine, but
| could well be wrong — survived

i

Well, what can | say — the backgrounds are ever so good and
the front end of your fighting craft’s a peach.

Zly Kanbanll Senfvan-un
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At least it looks very pretty every time
you die...

the transition simply because it
was a well-designed, compulsive
shoot-‘em-up, as far as C64 and
Spectrum games went. Strangely,
the Amiga lacked an equivalent, at
least in terms of arcade conversions.
What it did have was Team 17's
debut game, the well-regarded
Project X. A simplistic horizontally
scrolling shoot-'em-up with, for
that time, excellent visuals and
sound, Project X was an ultra-slick
16-bit title that enjoyed a not
inconsiderable amount of success.
But it annoyed one hell of a lot of
players, simply because it was so
difficult. Taking the basic Nemesis
(remember that?) theme of
gathering special weaponry as you
progress, play was hampered by the
fact that dying at some points.
made destroying attacking craft
virtually impossible before they
sped  off Without
destroying the enemy craft, you
just couldn't collect upgrade
weaponry... and so on. Of
course, a number of
computer journalists and
other such arses poured
scorn on those who
complained about its
difficulty level, questioning
their ability with games in
general as they did so.
Indeed, it's perfectly
plausible that some of

screen.

those complaining lacked joystick
dexterity. The point is, you could
play Project X and do well, but you
had to concentrate and often
worked yourself up into a right old
temper in doing so. A momentary
lapse, then... boom, weapons lost.
When a game's like that it can
cease to be recreation, becoming
too much like hard work for its
own good. | didn't like Project X
overmuch, for that very reason.
Sure, | admired it, understanding
its appeal to many while not
actually appreciating it myself. But
it always seemed so two
dimensional to me, the attacking
sprites like cardboard cut-outs
gliding over pretty backdrops.
Same old...
Would you believe that X2 is so
similar to its predecessor that all of
the aforementioned natter s
totally relevant and, sadly,

applicable? With the time it has
taken to develop, | really thought
that it would offer considerably
more that just a bit of horizontal




movement and wave after wave of
attack craft... and it does. Hold
onto your hats, folks, because X2
features horizontal movemeént with
wave after wave of attack craft
and, get this, vertical movement
with wave after wave of attack
craft. I've no problem with the
retro ideal and genuinely believe
that there's a market for a damn

o n 3

Chin up! Two down, only forty
thousand to go.

fine shoot-'em-up on the 32-bit
consoles. Sadly, X2 isn't it. Like
Project X, its sprites seem weirdly
separate from the backgrounds
they float across, but that's a
criticism that can be levelled
almost all 2D games, should you
look hard enough. No, the real
problem is its level of difficulty. |
can play it, | can get through a
number of levels, but it's such a
bloody effort doing so. If
anything, the emphasis on
gathering up weapon
upgrades has increased, to

the point that dying at
certain points is a sure-fire

recipe for a game over
message. It may be that

my  personal laziness

affects even my playing of

games, but | just can't
identify with the kind of

work ethic that X2
undoubtedly requires.

At the time of writing, X2's
identical PlayStation version has
been reviewed by that machine's
assorted specialist press, to an
average reception. As far as | know,
the highest mark received so far is
84% from the every easy-to-please
bunch on our sister mag, TorAL
PrayStation.  Other titles have
favoured a mark towards the low
70s. This is an area | feel X2 belongs
in. Wonderfully presented and
replete with stylish touches, it's the
sort of game that doubtlessly gets
completed before breakfast by
those tough Yorkshiremen (and
Scandinavians, come to think of it)
from Team 17 in Leeds. For us mere
mortals, though, it's just an oft-
wearying progression through
endless pre-defined attack waves.
Or should | say close, but no
banana/classic 32-bit update of a
famous 16-bit title?

X3 could be sooo good if they'd
just take heed...

GEORGE JAMES

Publisher: Ocean
One/Two
Price: £44.99

Out Now
Shoot-'em-up

GRABHIES K88

Players;

Released:

Game type:
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Obviously only appealing to a small market
in the UK, the S-Video cable is still worth a

mention. For those unfamiliar with Super

Video, it's a different kind of connector that

gives an incredible level of picture clarity on
with hard-
iewers with

suitable displays — so good, in fact, that it's
almost too good, making pixels far more
apparent, thus possibly reducing a game's
visual impact. It's a matter of personal
opinion and often reliant on the display unit
used. Regardless, before you rush out to
your local store to buy one, bear in mind
a mind full of
words.

of the Saturn thus
still one area in
an be regarded
would dispute

e such as Sega
g and control,

that it's highly unlikely that your TV has the
appropriate connector, which will
render such a purchase
useless. If you own a fairly recent
monitor it's likely there's a socket
somewhere that'll do the trick but,
if in doubt, be sure to consult a
manufacturer. Failing that, finding

- e
someone who can find their _

S~-Vidieo Cable

backside with both hands and a flashlight is
a step in the right direction — we at Total
Saturn call up such folks on a regular basis.
They're a Godsend, believe us...

Believe it or not, we use the Blaze S-
Video cables to connect our Saturns to
hoofing huge (and Apple
Macintoshes, in order to take screenshots.

expensive)

You can often tell the difference between
shots we've taken ourselves, between those
sent to us by software houses, as pictures

‘grabbed’ by us using the S-Video cable are

the best ones, with maximum clarity.

Avenger Light Guars

Soapbox time, folks. Consider this. In both the
UK and America right now, there's a huge
amount of controversy surrounding the
‘domestic’ ownership of firearms. Many feel a
total ban is in order, while a few (quite
famously, eh Phillip?) oppose in the UK
because they feel there are grounds for use in
sporting pursuits.

The comedian Bill Hicks once summed it up
from the American perspective quite well,
pbserving that his country of origin had, that

ar, been the location of many

sands of deaths through shootings,

he UK had a number of deaths in

category so small as to be

ically invisible. He didn't

ZE Total Satsasm
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Here's the official TotAL SATURN line. Ignore
tabloid media fervour and general witchhunts.
If you have a firearm, get rid of it — they're no
good for anyone. Buy a Blaze Avenger light
gun. Buy either Virtua Cop 2 or the
forthcoming Die Hard Trilogy. Load game, plug
in Avenger. Finally, have fun.

The Avenger's our favourite light gun,
mainly because it's a fetching blue, but also
because it retails at an attractive £24.99. Thus
we conclude our sermon...




Pro Arcade Joystichks

Joysticks. Used to be that you couldn't move
through a computer store without knocking a
pile of 'em over. These days? It's all those pesky
new-fangled Joy Pads, isn't it? Did you know
that it's possible to, while meaning to say
joypad, actually say Pom Bears by mistake? No,
it's true. Guaranteed to embarrass at any
social occasion, you mark our
words. But you really don't get
many 'sticks these days. Of those
available, we like the Pro Arcade. At
£34.99 it's a fairly big purchase as
console peripherals go, but you do
get a very sturdy unit for your
moolah. The directional controller is
easy to grip and buttons... sheesh,
talk about buttons! Big-fingered
bods who find joypads annoyingly
small and fiddly will be right at
home with one of these numbers.
What's more, the Pro Arcade has
Turbo and Auto Fire as well as the

The birth rate in developed countries has
been on the decline for years. Analysts and
assorted experts have connected this with
the transition from agrarian to urban
populations, the widespread use of

contraception, the deterioration of the
family unit and that little ™ out of
Home Alone. But we

modern society it is.

The current trend of

not having kids is all

down to the widespread availability of
remote controls. Think about it. Remember
as a kid, where you felt the only reason your
parents called the Baby Stork up was
because they needed someone to switch
between Eastenders and The Bill? Well, get
this, you were right. Incredibly, Blaze are
troubling the situation further with their X-

X~-Tender Cable

know the truth... and B{ﬂEN@EE%
a sad indictment of K

oft-useless Slow function — regarded as such
because it attempts to reduce game speeds by
auto-firing the Start button. But still, someone
must use those things. That aside, there's no
denying that joysticks are really very nifty for
beat-'em-ups. Try one and see what you think.
You could well be pleasantly surprised...

Tender cable. Giving a hefty amount of

extra joypad lead, it almost eliminates the

need to rearrange furniture in order to play

Saturn games.

This terrible invention almost entirely

negates the need for Saturn owning parents
to have any further

A :
g children at all.

What's more, the
ones they may
Ay already have will be
left without the
most important childhood psychological
crutch that is the barked command;
‘Change the channel! Quick, we're missing
it!" and ‘Can you move that chair for me?'
Substance abuse and, ultimately, an
inability to form fulfiling relationships will
follow. What's more, for their part in the
destruction of the family as we know it,
Blaze are charging eight quid!

Ussit

Many cross Saturn
owners would like

to have 'words' with
top-ranking Sega
woor T executives for a

el number of reasons.
Above all else on
the 'breeze block
nailed to a cricket
bat' agenda, would be the RF unit scam.
Sega sell the Saturn in the UK with a
SCART cable. SCART cables are fine if
you own a monitor or, failing that, a
decent/modern video, but virtually
useless otherwise. Then there's this to
consider: who are the main body of
Saturn users? Why, 14 to 25-year-olds,
of course. It just so happens that the
majority of these individuals are likely to
own a portable telly, with a knackered
video bought on the cheap or handed
down from parents being a possibility.

Obviously, these are people who need
the RF unit. Sega, in all their benevolent
glory, sell theirs separately for £25. We
dread to think of how many kids opened
up their Saturn on Christmas morning,
only to discover they couldn't use it
until the shops were open again. Thing
is, there probably won't have been that
many, come to think of it. This is just one
of a number of marketing mistakes —
albeit a profitable one, but it's still very
short-term in outlook — that have led to
the Saturn being as far behind the
PlayStation as it is.

Blaze, bless 'em, sell theirs for £15, a
tenner cheaper than Sega's offering.
Even though Blaze are a great company
(and are giving us a great competition in
a few pages time, natch) we still feel
their RF unit could be a bit cheaper. Still,
you could argue that the retail chains
put the squeeze on them for cash in
order to profit from the situation that
exists... so you can't really blame them,
after all, can you?




— Feature

Miwnca,

Maslti Iy er Controlier

Scart |
t like Sega's pad or, like most  possibly available in stores by the time you
Connector on't object to it in general but hate  read this, is the infra-red version of the
oulder buttons, the Hyper Controller is  Hyper Controller. These negate the need for
Ah, the demands of the technologically affordable and more-than-usable awkward cables, thus preventing clutter in
advanced domestic household with no ernative. For a start, it has decent Left  your living room. These will probably be just
awareness of improved products. and Right buttons, but its D-pad is also  a little bit more expensive, although we're
Basically, if you've got loads of SCART worthy of note. Style conscious Saturn  not sure of that just yet.
cables (from, say, a Saturn, your video owners will be
and a telly), it's quite understandable glad that this
that you could get sick and tired of control medium

switching  them is available in
around. With a sleek black or
handy Blaze Multi cool white with
SCART Connector, coloured buttons.
you need fuss with The £14.99 retail
leads no more. cost also buys
£19.99 is a modest you auto and
sum to part with turbo fire, great
in order to end much fiddling around for making Lara
behind the telly, each time you want to Croft breakdance
watch Sky or play with your Saturn. As if you get bored
an additional bonus, it auto-detects whilst  playing
which item is in use, thus removing the Tomb Raider.

need to fiddle with switches. Just over the
near horizon and

S nniversal Memory
Adapitor Cartridgse

One area in which
of this? At this point the Saturn, realising it's Sega have scored

ailing that, a  hopelessly out-gunned, capitulates and plays highly over Sony
ith imports,  the game for you. is their inclusion
Well, maybe it doesn't work quite like of a small amount

that... but creative liberties are there to be of spare internal

taken, even if they are crap. Getting back to memory in the

the point, the CD+ can be picked up for as Saturn. Depending on which types of

little as £19.99. Import games will doubtlessly games you play, this modest storage space

cost considerably more... could be sufficient but if you like saving

high scores and playing save-intensive

games such as Worldwide Soccer, Sega

Rally and Theme Park, you really should

consider buying a memory card. Blaze's

offering is fully ten pounds cheaper than

Sega's, with twice as much storage space

to boot. Believe us when we say that it's

more than you'll ever need. Even if you

were to own cvery Saturn game ever and

save from each one onto the memory

Plays all impart gamas; card, you'd still have an unfeasibly

) S massive amount of storage space left.
& Japanese S : A
@ Buroouiis For an initial outlay of £29.99, you

o sy Snthoul” sy need never worry about finding space for

: save games again. Blaze's cartridge comes
I ] highly recommended.

| S
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It pays whens you plays

Being well-known and respected peripheral
manufacturers is a hard lark for Blaze. Why,
every moment we turn our backs, they're
trying to give their goodies away! To
everyone! For free! Naturally, we wouldn't like
to see them go bankrupt, so we often have to
step in with a smile and a friendly word of
advice before a snarl and a fist becomes
necessary from their bank manager. Take last
week for instance. We caught Blaze's
operations manager trying to book an ad in
Totat SATURN offering a slap up meal and a
joypad for any TotaL SATURN reader who was
feeling peckish. We sat him down and
explained to Dean — that being his name and
bearing in mind that Cynthia might cause
offense — that it wasn't necessary, as TOTAL
SATURN readers already appreciate Blaze's

includes 2 Infra Red Co ors and
et il
T T

affordable range of top-notch peripherals.
Why, giving away any more would be generous
beyond the call of duty. We booked him into a
hotel — him having sold his house for charity
— and pulled another ad from this issue in
which Blaze's managing director was offering
to come round to reader's houses to feed their
cats for them.

Just to keep the peace (and, more
importantly, to get to the point) we agreed to
run a competition with Blaze. One lucky ToTtAL
SATURN reader could win their entire range of
Saturn peripherals, an impressive hoard of
goodies. Five runners up can also choose a
peripheral of their choice from those featured
this issue. To stand a chance of winning, all you
lucky readers have to do is answer the
following questions...

@ = e ‘

e
Ink

ecerver Uni
-

LN

A: B
1: Joyp
2: The
3: Lovejo!

B: Which ¢
be describe
1: A Blaze 8
2: A nine o
written on it?
3: Lovejoy?

C: Infra-red co
1: Transmitting
2: Magic?

3: By the powe

D: lan McSha
following?

1: The Madnes
2: A Country P,
3: Lovejoy?

Answers o
envelope to:
It'd Be A Lo
TotaL Satu
Street, D
before A
service
Try se
to ty
ent

3
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What do you know
about ice-hockey?
What do we know
about ice-hockey?
More than enough
after playing the
latest NHL title...

P Torteauml Safssssn

2

You're bound to fall over

gy HL '97 is the latest
on a massive icy puddle.

in a long line of ice
hockey games from
Electronic Arts. The
series made its debut on the Mega
Drive many moons ago, a 2D sports

A\S

|

oﬂ-jaﬂ’n e

fﬂl‘i OF

sim that impressed critics of the
time. Rather eclipsed over the years
in the UK by its more illustrious
cousin, the ever-lucrative FIFA,
NHL games are solid titles that
provide a more than serviceable
rendition of their subject sport.
With every successive update, a
variety of both radical and minor
changes have been made to their
game architecture. This most
recent version is so crammed with
options, statistics, FMV and flashy

’ W visuals that it's hard to see how
'Iﬂ m 01 49 p

a version next year could
possible improve on anything
other than database accuracy.

1 Sadly, NHL '97 has a problem,

one that it shares with its
predecessors — it's an ice hockey
game. While there's a growing
fan base for the sport in Europe
it's still undeniable that, for

- ] -
g . f\},gi‘?“
;,
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108 450

example, most British individuals
are moderately bewildered by the
game, its virtual OD of stats and
stop-start action. This is a shame
because, as conversions of major
sporting events go, it's a top-notch
example of how to do things right.

For a start, virtually every
option you could hope for (and a
considerable number you wouldn't
have thought of) are available for
tweaking. There are a brace of basic
gameplay modes. For the long-term
player there's a Season option,
while the Exhibition mode caters
for cravings of a single game
variety. Playoffs can be entered, or
you can enter a best of seven
competition. Approached from any
one of these metaphorical angles,
gameplay remains unchanged. The
amount of enjoyment actually
derived from playing NHL '97

depends on how much you like the
sport involved. If you've no real
feelings either way, you could find
NHL a tad too irritating. Players
acting of their own accord, endless
face-offs (taking seconds that feel
like years), incomprehensible stats...
all this and more could add up to
one big waste of money. On the
other hand, maybe it won't.
Madden '97 suffers from the
same problems to a lesser extent,

Nice Intro, Shame
About The Face.

NHL 97 has without doubt one of the best intros we have
seen on the Saturn. It starts off with the camera panning
around a Hockey helmet, with a dragon on the said monster
suddenly comes to life, breathing fire. Then it cuts to an ice
flow where a helmet crashes through, followed by a huge
shark. It ends in a hockey rink surround by all the teams’
logos, then EA go and spoil it totally by sticking a big fat
American geeza up on the screen! What a waste, just look at
him in the game and you'll see what we mean!

but has a bigger following over
here. Both hockey and American
Football are huge, stat-afflicted
monstrosities from the USA. Both
have been converted wonderfully
by EA. Having not really played
Madden, | can't comment on its
quality, but NHL — despite flaws —
is a credit to its publisher. | hope |
never have to play it ever again....

A bit of frantic bullying-off there. Or was it called Indian dribbling? |
knew | shouldnt have bunked off all those PE lessons...

SSATURN

Score Sheet

7

Publisher: EA
Players: Multiple
Price: £44.99
Out Now
Game type: Sport

GRAPHICS @D

Released:

SOQUND

GAMEPLAY &8 7
OVERALL %
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Let It Take It’s Cowrse?

TR ¥

The game contains two separate eighteen hole courses,
Sawgrass and the Links at Spanish Bay — with the former
being the easiest of the two, —yet both are attractive to the
eye. So lay out your rug, get out your Jam sandwiches, sit

back and enjoy the view!

amateur B

L]
to gy 322 puds 15 71 below  Je rough

amateur 8
to pin: 565 yds

19 't below

When you’re making a golf sim, there
must be plenty of pointers to consider
— graphics, gameplay, courses... Of
course, the biggest test is how this
mix turns out when it comes down to
fundamentals — the gameplay.

his month has seen
much of ToTAL SATURN
dominated by reviews
of Electronic Arts'
various sport sims, the ever-lucrative
updates that have put EA where
they are today. Each yearly release
has, many believe, improved upon
its respective predecessor. We at
TotAL SATURN beg to differ on this
point, at least where the PGA

tie: tew

amateur B

Ff Total Satsarn
Issue Five

games are concerned. The original
version of PGA on the Mega Drive
and Amiga 1200, is the definitive
golf game in our book; reflecting
the sport as well as it could be,
within the confines of the home.
PGA '97 just doesn't have its charm
or playability. What it does have
are some of the best visuals ever
seen on the Saturn....

From lakes to hills, scrub to lush
green fairways, PGA '97 treats
players to near photo-realistic
courses. Similarly, the actual on-
screen  golfers are digitised
characters, swinging clubs with a



ok
mulligan
replay

ateur B
whot dist 195 yds shol Y Talwey

high degree of real-life accuracy.
They can be made to perform such
an action with ease, too. Pressing
'C' begins your shot and fills the
power meter with grey at a rapid
rate. This can be stopped by
another tap of C whenever vyou
feel sufficient power has been
allocated for your shot. The
emptying of the bar is a little faster
and needs to be stopped on the
yellow bar. Your shot is then taken.

Finishing to the left or the right
of the 'ideal shot' point results in
anything from the ball drifting a
little off course, to a hooked shot
caroming off trees and ending up
in no man's land.

 amateur B (+4
to cup: 1§ in

No sexism here — the women’s outfits
are every bit as disgustingly dull.

amateur B
shat dist: 101 yds

For all its visual
accomplishment,
PGA '97 does in fact
have one nearly
undesirable graphical
problem — the actual
movement of the ball. It
jerks along as if Dr
Frankenstein gave up the
idea of making a human
monster and decided to do
a few tricks with a bag of
golf accessories instead.

to sup- § 11

Obviously, it doesn't effect the
outcome of shots, but it's a step
away from the ultra-realism that
PGA '97 so obviously hankers for.
PGA relies on its graphics too
much. Sure, it's not lacking in play
options, but stripped bare of its

amateur B (e

amateur B (+4
to pin: 351 yds

Moody green men and strips of yellowish looking grass, do not a
first class Saturn golf simulator make!

eur B (+a3
13 1t above lie sand

2 yus

7 1t below  le tee

visuals and given a head-to-head
with its ancient predecessor, there
could only be one winner — and by
a 'fairway' at that, heh heh. Most
importantly, it's damn slow. PGA
crawls along at a snail's pace
because it's constantly loading
prettyd & DICIHIES oy
smooth  animation.
Actua Golfis far faster
and, when it comes
down to brass tacks,
more playable. It may
not look as good in a
screenshot, but PGA's
programmers  could
learn quite a few tricks
from Gremlin's Actua...

JENNY CARR

Score Sheet

[/ PGATOUR.97

o
FRESSSTARTBUTION
©1996 ELECTROMIC ARTS e
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Publisher: EA
Players: Multiple

Price: £44.99
Released: Out Now
Golf Sim
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This truly
classy sport
sim is let
down by only
one small
factor — its
choice of
subject matter
is hardly top
in the UK...

There’s nothing like a nice
spot of line-dancing between
touch downs.

&
.
V. 3

g Lealalal

f there's one thing sure
to annoy your average
reviewer, it's a game as
complex, involved and
confusing as Madden '97 turning
up the day before

your deadline. |

have only a very

basic knowledge of
American Football.

This makes me the

Whats your» angle...

Isometric

Hard to see whats happening
when using the long plays.

O Total Satzaxz

- Issue Five

Just like it was in the SNES
days, oh we're welling up here!

most qualified person to write this
review, apparently.
Madden '97 is, without a doubt,
a superb representation of
America's favourite game. FIFA
may have a hard time even
scratching the surface of Soccer, it
being so complex, but Madden has
got subject sussed. There's little
point going into detail about game
rules and tactics, simply because
I'd need around fifty pages
instead of the one I've been
allocated for this review; suffice
to say, there's a lot to it. People
who don't understand or have
never even watched the sport

Sideline

<. TEAM SELECT
&

ks

b ’ o
[T 4 o

e ' 2> ]

Fans of the game can select their
very favourite teams.

could still certainly play and enjoy
Madden, though. Whether
defending or attacking, players
have to choose tactics for the
following 'down’. Once the ball's in
play, arcade skills are called for.
That, basically, is it. If you feel

iy

Totally unusable, takes in far too
little of the action!

The best by far, so don’t mess
about with the views, alright!




intimidated by the idea of wading
through the many, many different
choices of plays, worry not. As well
as being named, these options also
have a diagram beneath them.
Granted, a fair amount of them are
still fairly incomprehensible unless
you know about the sport, but it's
easy to find a few that work for
you. After a while, you could even
begin actually having a clue what's
going on...

Madden '97 isn't a game for all.
While probably the best sports sim
on the market, it's still a game
with limited appeal here in the UK.
If you don't like American Football,

T emans
CAPTAIN CALL IT
IN TNE AIR

TR )
/;,.."'—

NEADS

“Growl. Baaa. Growl. Baaa.”
— actual in-game sounds.

you won't like this. If you're fond
of non-stop action, again, this
probably isn't a purchase to
consider. Everyone else should give
it a quick look at least. It's nice to
look at, easy to play but difficult
to master and, like all EA Sports
games, as slick as the result of an
oil tanker crash.
If only EA could do FIFA as
well...
JENNY CARR

PHJLUPS RUN‘J FOR A OAIN

O¢6

0s.

““THE EXTRA POINT 13 0OOD!

Lots of large padded men go
for a run on the letter ‘N’.

:SATURN

Score Sheet

Publisher: EA
Players: Multiple
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The definitive wnofficial SEGR SRATURN wagayine

SATURN

lmpﬂcf Hacmg

Complete review &
solution — inside!

Black Dawn « WWS '97 * Street Fighter Aipha 2 « Grid Run « Pinbali Graffiti

Missed an issue of TorAL SATURN? Boy, what a
nincompoop you are! What a silly sausage,
troublesome tyke and mis-fortunate young

minx you are... but fear not, your lamentable

predicament can be resolved with a minimum
of fuss. Simply give us your cash we’ll send
you the ToraL Saturn of your choice...

Back lssnes Order Form

Please send me issue 1( ) 2( ) 3( ) 4( ) of ToraL SaTurn at £5.95 each.

NamE
Addrees
Posteoder. .. ol sl : BRCORane o o e e s e
I enclose:d Cheque/P@ fore. .« 0 .
Signature: ool e e

Please make cheques payable to Rapide Phblishihg.
Please charge my credit card e
' ® &  HEHEEEEEEEEEEEEEEE

ExpiryDate . .00 0 Signature .. ... L e . bate = 5 30 see oo sty

Send your payment and completed form to:
ToTAL SATURN Subs, Rapide Publishing, 14A Union Street, Newton Abbot, Devon TQ12 2JS. ko

Strest ‘
Fhter Atona 2 * Gid Ryp Pinbafy GI'I'W

__..,M.V.I == ’i,' fotal Satserrn A S T e
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When you subscribe tc

You could make the no-doubt huge walk ) 4
to your local software stockist to collect |
every issue of ToTAL SATURN... or you could \Eifw. . |
simply complete the supplied form, send it with appropriate paymeft
best Saturn monthly delivered to your home at a considerable discount
the wiser? ‘But that means | have to pay forty-five quid right now!

ut then, think about the  endearing ‘plop’ — and, what's
more than fifteen quid more, you ensure that that lazy
> you'll be saving in the bugger you call a postman
Iong run. Think about the savings  actually does some work for a
in shoe leather. Consider the joy change! Just get out your
of having TotAL SATURN drop  cheque book and subscribe. You
through your letter box with an know it makes sense...

0« St B 1470

Subscription Order Form

| would like to subscribe to ToTAL SATURN magazine and receive the next twelve issues for
£45 including delivery anywhere in the UK £70 elsewhere in Europe
Please make cheques payable to Rapide Publishing.

Please charge my credit card

e @ co o ANEEEEEEEEEEEEEER

C""'Mo(e ngw,w &
aton - ingiet

ExpiuyDater oo o Sighatlire coovieiae ol G Date o v d

Send your payment and completed form to:
TotAL SATURN Subs, Rapide Publishing, 14A Union Street, Newton Abbot, Devon TQ12 2JS.

Wddressy s o L Ll G s T Gl e e i h
Postepder o an o o n a0 Telephoneses  oon L gl L g e

IencloseaCheque/POfor.‘.........................................‘.‘.’......’.‘.‘._.1 "f

Signede i e Lo

Please start my subscription from issue number: .............. B G




Fact Shecet

- 4O Total Saturn

g-'Tunnel-racing, fast-pacing, god-damn awe-inspiring action
_is what makes Tunnel B1 so eminently worthy of a
special feature in our mag!
Life can be pretty trying when you’re whizzing around a
massive maze of passages ¢ 1d being pursued by
ruthless enemies... So, we've slapped together a selection
of maps and tips down to help you become a super
‘number one all-time tube-racing champ.
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Switches

E enan.
Usually higl
normal c

that bit mo

the core for more than a couple of seconds it goes critical, so -

You?‘«standard weapon to start off with, and pretty naff it is too. They Ca”.t;;\ ‘

u'p‘ﬁvaded to triple power but are still not powerful enough to see off most of t .
more powerful enemies.

- .
Flares

Once you have the flare installed, it can be used to distract enemy fire, ijving 70U

valuable extra seconds to pick off your targets. Learn to use them well ¢

Rockets i

strategic p05|t|on

Laser 3
o .

Packs a lot more punch thanthoseRuiEsy TRCHITE sy Also allows ck on

to aerial targets, which nKCSHEHIRESSEItRIFII OO ONOHE AT mou
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-ups
up’ (as
I upgrades
the rocket
more heavily

nd at the end of
t the next fork, go
mber to take out all
| the ammo you can get.

o ["YELLOW)
ft. This is the last MACHINE I_;UH

UFGHADE -

Is that a giant rooster | see
before me?

Long hold-ups on
the B1 motorway

ELLOW) e

HHIHHEGUH(:V

(RED]) (RED)
HELICOPTER EXIT
LEATING X

[fELLI_J //J
FLA)
I[FT/‘LL

Numbered explosions, now
: why hasn'’t that been used
more often?

[GREEN) l
ROCKETS

e

START

(GREEN)
RADIATION
BOX%

Z: Enncdduastry =

This is the first level in which you'll come across radioactive crates, which can either be your
friend — or very nasty if your reactions aren't up to scratch
The first can be found if you go left at the first fork and then left again. Look for the big
yellow and black crate, marked with radiation symbols. Blasting it reveals a core, with a
rapidly decreasing number countdown just above it. Grab it before the countdown reaches
Lzer0 to get an armour boost but don't let it go critical!
‘ up and turn to the left to grab some extra rockets, then go back up the main
a section of three branch corridors shaped a bltg(e a heart and down at the
gne, you can find the flare installer. Grab it and head for the exit, taking
e it, to bag yomm!f the mine install. When the helicopter shows up,
‘ in the air, so just keep dodging

.

If you must live in a tunnel, it'’s best to make it an
air-conditioned one.

- PE Total Sateer

- Issue Five
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(RECT
EXIT

~

(VELLOW
ROCE ET'—J».

Now things are starting to warm up! There are some circular sections of
passage, which should be explored all the way around to activate several
hidden gate controllers.

Probably the biggest pain, is that there are several-helicopters zipping
about and they can really take you by surprise. Keep moving, especially if
you happen to be low on energy, ‘cos one could pop up at any moment
and zap you. Work your way around carefully and note the positions of

the many radioactive crates - ghaa eed to make use of
them before the end of ome are stuck in the
middle of passages flan and try not

Good
penguin
impression X
mate.

{RELD
TIME GOA [/

If you haven't perfected controlling the craft at high speed by e 1A%
now, you'd better go back and spend a little time practicing. The

(YELLOW)

objective here is simply to make it to the exit — in one piece and W BrosTER

| ; )
- = : f / 11 STHRT
must be reached within the limit. Every time you pass a [ o) R

HED
g TIME 1.uu\H
START

TIMEF;

|

within the time limit. There are six sections in all, each of which 1 '
checkpoint it triggers the timer for the next section, so there's ’
no time for hanging about — you must ||

adopt a no holds barred, straight

Total Satsarvn g3



as soon as you
't the tunnel, so you
n either head straight
to the checkpoint :
“(fairly easy) or go for Explosions'rus
the extras found down my friend!
in the short .

right fork in
the corridor. It
- is worth doing
‘enough to make the checkpoint

¥

xt checkpoint. The final section is nice
that there's no timer counting down. In the
, just beyond the second checkpoint, is the
ocket launcher and up the next
aser install can be found. The generator, the final
tive, is up the last right hand fork before the exit.
estroyed before the level can be completed.

—

G: Teammnel = Mind yr back on

your exit dash.

long section
to the exit

‘missile install and
er upgrades, to
) you along the way.
When trying to make the final run, keep firing off flares to
tract the bad guys — that way you can concentrate on
ding the many mines which litter your path. Time's pretty

hyou can’t afford too many slip-ups. Hit that accelerator . :
4 iers : | Take out the generator with

— ‘ your bleedin’ huge missile.

.. How pretty, 1]
gr‘ seems a shame

ﬁ to blow it really...

pF;EE‘\'ﬁ'

BLUE
GENERATOR




The map for this one looks fairly straight and simple but it's timed, plus
there are loads of little off-shoot paths stacked full of goodies. Basically,

":.

it's up to you to decide how many risks you're prepared to to take. The more * o

goodies you can bag, the better but at the end of the day, apatt from S SuecE

destroying the two generators situated at the end of the fourthrand fifth ab

left hand junctions, there aren't any compulsory mission objectives. - - ; 43,\_' o
Fly about at whim, whe€rever your W\

However it's worth playing the level a few times anyway, getting to know

fancy takes you... f

the quickest route, so you can collect as many bonuses as possible. It all
counts later on...

Blow the core, then £
leg it, quick-sharp!

Go straight ahead from the ‘
end of what appears to bt
come across an upgrade
Now, turn back and take
your right. Keep bearing
generator, then go back to the
double junction. Take a left at the end and keep going
straight on, until the path breaks into two. There are
three blue generators which need to be destroyed, the
first being up the next left and the other two to the
right. Be careful though, as this section is timed so
there's really no time to admire the scenery. |
Next head back to the central junction and turn
right, into a long final run home, where you should use
a boost to escape if necessary.
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Another vital life n
goes down the { H
toilet. Ah, well... H

e
P;«g. B n TG S
; == You get all sorts of
O funny types
: : hanging around in
the ready, ‘cos the bad guys come thick and fast and they ain't messin' the sewers.

d. Homing missiles are the ordnance of the day, so keep the flares flying or

past! Pick your way up the corridor, taking as little damage as possible (some
able) until you trigger the timer — that's when things start to get really hairy.
accelerator to the floor

) and peg it straight

ne of the objectives).
‘Use smart bombs on the enemy
‘walker, blasting and collecting the
ioactive crates whenever you
n, and exit the level when the evil
“bites the dust.
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om the start, head all the way around the main tunnel until you
ach the Cyan generator which will de-activate all the enemy's
defenses. Then head back and blast the blue generator near the stargg
taking time to collect the freeby as well — found lurking down II’IE%ICI'%"‘H'J

. (1d 1 o 5 s
dark alley to the top right. Bag the double laser upgrade, thenthead GEI’-JEHF'.T!V £y Py UIEEEF"FQ%
towards the exit, where you'll come across a tough red heglicopter. P A O &
r ] [:""/.
i P 3 )F

We aken it with smart bombs, then blast it into submission with
whatever other firepower you can muster, before heading back
towards the start and collecting the smart bomb and rocket bonuses.

You can now leave this level safe in the knowledge that you're
kitted out as well as you possibly could be to face the final challen

,
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{IRED) :
{ Bl

e LE
J JGEMERATOR

l}‘ 3 ]
/{:} IRED]
J r/HELICOPTER
Lt
SYNEW TARGET SET

(RED)
EXIT

[FED)
© mean you HELICOPTER:
moving to s
and rockets to ;
baddies and be sure to pic
the smart bombs they drop
when killed, as you'll need
them later on. Use rockets on the switches, to open the gate and
cancel the timer. Then it's a case of inching your way ever onward,
taking out the enemy hardware as you come across it and collecting
as many of the goodies they drop as possible. When the helicopter
finally turns and makes its attack, dodge its missiles and keep using
your smart bombs (you should have been stockpiling them for this
moment) until it finally gives up the struggle. Your mission has
finally reached a successful conclusion. Can't say fairer than that!

[BED)
EXIT

I'F:i::D}
DOOR SWITCH
TIMEHOAL

START TIMERS

Look at that — S

hardly a
scratch on it!
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The PC is a rich
source for top

quality
adventures ‘ '

and Jack is
Back is the

follow-up to one of the best known and loved of all. This atmospheric
pre-Resident Evil schlock-horror is guaranteed to have you swearing
with frustration and reeling with horror — almost! But fear no more, for
TotAL SATURN have a full solution lined up for you...

SECTION ONE

ill the bad guy then

pick up the flask

(restores health), the

clip and the Gun. Go to

the marble bench and reload the gun

Just because it's an old gun, : using the spare clip. Kill the two
it doesnt mean that it's poor baddies, then push the marble statue

quality, you know. Mind you, i P out of the way, to enter the maze.
shooting bullets at a stone

statue isn’t going to make : T A g TP TR
much impact, is it? , - L%,wg-%géﬁ r
TUARSES

Fact Sheet

= &) TPER 4
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........ snee seenss s, 2 b > o
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| AR . y - o
vene . Vi S 3¢ ~ e
4 n : .
seee . 4 Thompson
wees .

-------------------- sessenesaiaenas M Lea 3 Toke 2% Jump on the ace to get it bad in the face!
Fact Sheet
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There are several baddies roaming
around the maze, so have the gun
ready. The first one, encountered to
the left will leave a photo when
killed. The items that should be
found in the maze include a rope,
some Thompson ammunition and a
grappling hook. At the top left of the
maze are four playing cards. Stand
on the ace of diamonds and drop
into the underground tunnels.

Head-butt the baddie to save
ammo, then push the chest into the
wall and a metallic jack of diamonds
is revealed. Kill the ghost by punching
it, then take the sword. Go to the
altar which appeared when you
pushed the chest, put the jack on the
altar then go to the other end of the
tunnel and climb the ladder. You will
re-appear where you found the rope.

Make your way to One-Eyed Jack's
Statue at the bottom right of the
maze. Use the sword to get past the

thrashing foliage. Kill the baddie
hiding round the corner with the gun
and pick up the paper he drops.

When you reach the statue, you
must first connect the rope to the
grappling hook. Use the hook and
rope on the statue and a secret door
will open, so go through it. After the
fall everything you were carrying is
lost. On the plank is a nickel, a crank
and a paper bag.

Striker, the dead guy at the end of
the path has a page of a note-book:
take this and the pipe-cleaner. Now
use the page from the newspaper on
the door, then use the pipe cleaner to
get the key. Now you can use this to

¥
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open the door and go through into
the room. Use the paper bag then
push the lever, just as the guard walks
past the hole in the wall.

Take the riot gun, flask and
manuscript, then use the crank on
the clock to reveal a secret passage.
Enter the passage, taking the book
and the cartridges on your way to the
service elevator.

Dead pipe-smokers do turn up in the strangest places. Rifle through
fat boy’s pockets to get some very useful items.

Use the rope and hook to
open the secret door

Total Satuarn
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Going through lots of doorways is always a good tactic. Nice bit of
perspective by the way.

Tear up that pact of
immortality! Go, on — who
wants to live forever?

SECTION TWO

Tear up the pact of immortality to
kill the guard then pick up the hook
that is left behind. Open the door
opposite the elevator and go into
the laundry. Take the battledore
and then go through the door into
the Shooting Gallery.

Rather than just attacking the
two guys head on, wait for the one
on the far side to start to reload,
then blow away his partner with
the riot gun and kill the second
with the battledore. Now pick up
the cartridges in the corner and

Higher, higher!

To be a winner,

sharp shooting
is needed to

switch all the
cards to the ace
of diamonds

S Total Satzarn
Issue Five

Four of a kind

shoot the targets on the wall so
that they all show the ace of
diamonds. Kill the guard who
comes out of the secret door, then
follow the passage along.

Find the flask, bottle of whisky,
two manuscripts and two tokens —
you can drink the contents of the
flask but don't drink the whisky —
then go to the end of the room,
take the book and read it. Go over
to the one-arm bandit standing in
the corner and put the nickel into it
to pick up two tokens, before
leaving the room.

Put the bottle of whisky in front
of the drunk bloke and he will pick
it up and drink it. When he dies you
can pick up the sack which contains
a Santa Claus outfit. Put it on, then
exit by the nearest door and go up
via the stairs in the Laundry.

At the top of the stairs, turn
right towards the kitchen keeping
as far away from the statue as
possible. When the little guy walks
between you and the statue, step
towards it and the trident will
skewer him. Now take the crown
from the statue.

Go into the kitchen and pick up
the frying pan from the table then
take the plate of fried eggs. The
cook then attacks you with a blow
dart. Use the frying pan to first
block the darts, then to knock out

the cook. Take the poison from the
corner of the room and use it with
the bottle of wine. Leave the
kitchen the way you came in.

Outside the kitchen is a double
door with a serving hatch. Put the
bottle of wine on it. After dealing
with the attackers enter the
guardroom. Place the two tokens
you obtained into the organ
opposite and pick up the doubloon
that's lying on the floor, then leave
through the door at the far end of
the room.

Get the Thompson, cartridge
and the bullet proof vest and return
to the hallway. Now go up the stairs
with the red carpet.

Kill the baddie at the top of the
stairs with the Thompson and enter
the door opposite. Go into the room
on other side of the hall — the
Billiards Room

As soon as you enter the room
grab the Deringer from the billiard
table, then shoot the guy in the
room with it (because the Thompson
doesn't work). Now pick up the
sword stick that he leaves behind. A
book and a piece of parchment can
be found in the bookcases at the
back of the room. Now exit the
room via the entrance door turn
left and enter the Bedroom.

Once inside the bedroom take
out the sword stick and defeat the




After you've killed the arms, use the crown to enter the door then go
and take the amulet to take a trip... to the loft that is!

two arms, waving sharp sticks of
their own in the corner. This will
then give you access to the
parchment which should be taken.
Now use this piece of parchment
with the one that you found in the
billiards room and read what they

say. Place the crown you found on
the trident statue on to the figure
of a head that's standing on one of
the cupboards. Enter the door near
the head, pick up the amulet from
the floor and you will then be
transported up to the loft.

Pick up the parchment and the
flask that's lying on the floor and
then exit via the door.

On entering the hallway, run to
the left and find the Thompson in
the chest. Quickly kill the two guys
who enter and collect the grenade,
flask and key which they leave
behind. Now enter the Attic junk
Room opposite the door vyou
entered by.

Go over to the Jack-in-the-Box,
insert the gold doubloon and in
return you'll receive his pompon.
Next return to the Hallway and
enter the closed door to your right.

Run over close to the exit,
which leads to the garden on the
right and throw the pompon
through it. The murderous clown
character will then follow it and
will be killed by the snakes. Whilst
the clown is being killed, enter the
garden and throw the grenade
down the chimney. Then jump
down the chimney yourself.

Kill the remaining guys who
survived the blast and then go over
to the Christmas tree. Take the
billiard ball and then return to the
billiards room upstairs. Put the
billiard ball into the Chinese
Billiards machine and go over to
the revealed secret door. Use the
key found in the attic to unlock the
door and then enter it.

After Jack has his recital, use
the hook on the locked door, then
pursue him back towards the
kitchen. Alas! Before you get there
you'll be captured by the witch and
your character will be changed to
the little girl...

Now that you have become
Grace, fighting is no longer an
option, so new strategies have to
be adopted and being sneaky is
the name of the game. You will
now start next to the marble
bench, so from here go towards the

blue car next to the
mansion. Go to the
boot of the car and
open it. Grace will
then climb inside and
discover a billiard
ball. The car will then
take you off, arriving
outside the garden.

Get out of the car
and head into the trees, sneaking
past the gangsters to pick up the
hook from behind the dancer. Now
go back to the far side of the car by
the same path. When you reach the
flag, search around for a hole at
the base, then put the billiard ball
into the hole.

Lastly, when the statue appears
next to the tree, quickly put the
hook onto the statue and you'll be
taken to a ship...

The Rambo pose is
spoilt somewhat by
the costume.

Collect the bulletproof vest from the dormitory and don't forget to
leave the kiddies their Xmas presents.
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What dead bloke bleeding all over the lino? I didnt have anything
to do with it at all, your honour.

Stick the ball in the Chinese
machine to open the door.
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SECTION THREE

Head for the board by the door and
push it to one side.

Now give the parrot the seeds
taken from the table in the guard
room, then take the sandwich and
pepper pot from the table.

When you hear the footsteps,
run back into the room with the
parrot and stand next to the table.
Once the guard has walked past,
run back out into the hall, turn
right and climb up the ladder
ahead first, then up the next
ladder. This will take you up onto
the ship's deck.

On deck, immediately run down
the screen, staying as far away
from the pirates as possible. Then
grab the tinder-box from next to
the barrel and climb down the
nearest hole.

Run over to the red chest and
Grace will take out a small cannon.
Next take the glass vase off of the

Clowning arowund

Use the pompon to kill the clown, then get down the chimney —
after the grenades of course, stoopid!

shelf and put the small cannon a
few feet away from the front of
the door. Now use the pepper pot
in the front of the cannon, go
behind it and throw the glass vase
at the door. As soon as the captain
begins to walk into the room, use
the tinder-box on the cannon.
Remember to activate the cannon
only when he walks through the
door, not before. Once the captain
has sneezed himself to pieces, go
over to the far side of the bed and
pick up the captain's staff, then
leave by the door and run into the
room opposite.

Once inside the galley, take the
chicken foot from the table then
go up via the dumb-waiter (the
grey door in the wall). Next ring the
bell and when the dumb-waiter
opens climb inside and take the
key. The dumb-waiter will then
take you further upstairs to the
house kitchen.

Run over to the grey cupboard
on the left and use the key to open
it. Take the ice-box and the
molasses from the cupboard, then
head towards the door furthest
away. Just before exiting the room,
place the ice box on the floor in
front of the open doorway, then
walk through the doorway to
attract the guard's attention. Once
he has seen you, run back into the
kitchen and past the ice-box; the
pursuer will then slip on the ice
and get knocked out. You can then
proceed through the hallway and

go back up the stairs which will
lead you to the first floor.

Once you've reached the top of
the stairs, run to the right and
when the guard notices you, put
the molasses on the floor, then
head towards the Billiards room
located behind you.

Take the token lying at the end
of the billiard table then enter the
secret room at the end. Insert the
captain's staff into the desk to
obtain the key to Mr. Carnby's
shackles and also a book. Now exit
the billiard room and go left to the
Witch's bedroom.

On entering the Witch's room,
run straight over to the chamber of
sorcery and place the captain's
staff on the voodoo square. Grace
will then be transported to the
room next to the kitchen. Enter the
kitchen, let the guard slip on the
ice, then ring the bell next to the
dumb-waiter. Grace will then climb
in and (unfortunately) will be
captured by the two cooks. Don't
worry, this is supposed to happen
you know...

Now you're back in control of
Mr Carnby, so first keep pressing
right until he picks up the key. Use
the key on the shackles and then
kill the pirate that's holding Grace.
Pick up his Sword once he is dead,
then exit through the door.

Kill the pirate using the Sword,
then pick up the Thompson and the
flask that he leaves behind. Now
exit into the Hallway, take a left




and kill the pirate who leaves a
short fuse and a pirate pistol.
(Remember from now on to only
use your sword, as the ammo is
required for the later battles.) Next
you must enter the liquor store.

As soon as you enter the Liquor
store, quickly kill the pirate. Pick up
the chain-mail, pistol, flask and
lead bullets, then take the other
chain mail shirt, which is accessed
by pushing the barrel further into
the corner. Put on the chain-mail
and return to the Hallway, turn
right and then enter the Ship’s
Hold at the end of the Hallway.

Once inside, turn right and kill
the pirate with the pistols. Don't
worry about being hit as your
chain-mail will protect you. Take
the bullets and the flask, then leave
and head towards the Foundry at
the other end of the hallway, on
the left. Beware of the pirate
hiding around the corner.

The best way to defeat the
Blacksmith and his apprentice is to
step back out of the door and take
them one by one. Take the poker
from the furnace and also take the
key, as well as the pliers found on
the table in the corner. Exit and go
to the Powder Magazine that lies
opposite, using the key you just
found to open the door.

The pirate in this room requires
some major sword work, so be
careful. When he's dead, take the
Gun Powder Keg and the book. Exit
the room and climb up the la<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>