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Get set for one of the fastest blasters
ever to hit your Nintendo! So you've
never heard of the super-smart Another blast
Defender clone called Dropzone? from the past
Shame on you! Make up for this stag- makes a refurn
JANUARY gering lack of games knowledge by visit. Yes, sirree,
feasting your eyes on yet another Q*Bert is back -
ISSUE 4 Exclusive NMS Review, and just and so are his
remember we told you about it first! mortal enemies.

CHUCK DROPZONE - 20 CRASH DUMMIES

ROCK - 28 - 24
THE BLUES DEFENDERS OF

ALIEN 3 - 82
YNATRON CITY -
BROTHERS - 34 :6 i ~ LEMMINGS - 92

DESERT STRIKE - ¥ e

. ?#Aﬂﬂfj ! |
N %7
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F-15 - 94
TENNIS - 42 -___h_; NOT EXCLUSIVE:
PUSH OVER - 86 -' = TITUS THE FOX - 98

(You can’t have every-
Q+BERT 3 - 102 LEMMINGS - 90 thing!)
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In your Game Boy, no one can hear you scream.

Read our exclusive review for more info.

THE LOST VIKINGS - 108
TRODDLERS - 110
ELIMINATOR BOAT DUEL -
m

BATMAN RETURNS - 112
DARKWING DUCK - 114
SUPER VOLLEYBALL - 116

TIPS

ZELDA Il - 62
SIM CITY - 68 [f
SUPER MARIO |
LAND 2 <
-70

NEWS - 10

More news than you can shake a
very long stick at... Including.the
likes of Superman, Bomberman,
James Pond and a rather tasty lit-
tle compo. Yum!

HIGH SCORES - 51

In our greatly-expanded high-
score zone, we invite you
wannabe hot-shots to brag about
your top scores. The NMS crew
have added their achievements,
so get playing and send us the
results of all those late nights and
hard work..

Q&A - 52

‘Golly, my mate told me that F-
Zero, Mario Kart and Street
Fighter 43 are all coming out for
my NES, when will‘this be?’ Ah
yes, sad misguided souls and
hopeful games players flock to
Jaz, the NMS oracle of console
info.

MAIL BAG - 56

Smirk and grin a little at all the
hopeless cases who had the
temerity to commit their sad
views to paper. Then hold your
sides in preparation for our witty
replies...

TIPS - 61

Stuck in Zelda Ill, Sim City and
Super Mario Land |12 Then fret no
further, as NMS reveals the inner-
most secrets of these top games.
Oh, if you're waiting for the sec-
ond part of The Empire Strikes
Back guide, sorry but it has been
delayed until next month - nor-
mal service will be resumed as
soon as possible.

GAME STYLES - 106

Sterling Merrett gets to grips with
a clutch of driving games this
month. Taking a large cross-sec-
tion of games from the Super
NES, NES and Game Boy, here’s
his ratings as to what's what.

INDEX - 120

Virtually every game ever
released for a Nintendo system is
listed here. Fester's Quest, Rad
Racer, A Boy And His Blob... they
are all here, listed and roted just
for you.

NEXT MONTH - 132

Want to know what's in next
month’s stunning issue of NIN-
TENDO MAGAZINE SYSTEM?
That's funny, so do we. Read the
Final Words right here...
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EDITOR

Welcome to another incredible issue of Nintendo Magazine System. This is the fourth issue of the
magazine breaking records left, right and centre and my first as Editor of the hottest little item in
the world!

Every day the overloaded NMS Mailbag gets bigger as more and more people join the
Nintendo phenomenon, demanding more from Nintendo and more from NMS. The magozine
you're holding in your hands represents the tip of the iceberg as far as NMS is concerned. We've
all got BIG plans for the biggest games magazine on the shelf, but we want to know what YOU
think could be improved.

So write to us explaining exactly what you love and hate about the magozine, parts you think
could be improved, in fact anything you like. Quite simply, we listen to you before anyone, which
Is why the mag has such o huge interaction section across the centre, so keep us in touch with
YOUT VIews.

We're all here because Nintendo Magazine System is a fabulous concept - an officially licenced
product written by independent journalists. Already that philosophy has made NMS the Number
One games magazine, and you can help keep it that wayl Anyway, I've run out of space so

ENJOYI
TIM BOONE
THE NEW NHS

You may have noticed some changes in
the Tips section. Well, boring Tips are out -
and the NHS - Nintendo Help System is in!
We realised you wanted more help with
really infuriating games, and the NHS is
there to give primary care, before your lit-
tle problems cause you injury. Of course,
it's free to everyone regardless of class or
status. Hopefully, it will inject something
new into your ailing game playing. Like the
whole of NMS it's meant to be an interac-
tive system, so feel free to send in every
scrap of useful information, and any ideas
for an in-depth guide. After all, it's your
- NHS, look after it.

SEE YOU - CD!

This month we've surpassed our own
already extraordinarily high standards
with the cover-mounted gift. The
Streetfighter Il CD has to be the ultimate
gift on the front of NMS (so far). All the
tracks from the Arcade version AND all
the speech AND call the effects are
crammed onto this disc in fabulous digi-
tal sound. Needless to say, the Shamen
have been relegated to the record pile
for the forseeable future. We think it's
rather jammy, and if you don’t, then I'd
see a doctor. It's another example of
our impeccable taste, and yet another
fab gift exclusive to NMS. Enjoy it.

CATALOGUE
CORNER

Mario-licenced products are nothing new, but
here we see Steve and Andy modelling the ulti-
mate in designer wear - Mario Pants. Available
in packs of three, these stunning items of lin-
gerie are guaranteed to wow your friends ot

parties. In addition, their versatility also allows
them to double up as headgear, as demonstrat-
ed here by the delectable Steve. So, if you're
stuck for a present for your Dad or Uncle, look
no further. Steve's even sprouted Mario-style
mushrooms after he had worn them...




TIM “DINLO" Epolll
Mﬂus young Timothy was a real slacker at
«_school. ‘My pet hate as a child was when my so-
called mates wouldn't let me copy their maths or
physics homework - especially since | graciously
offered to get a couple wrong so that they weren't
exactly the same.’ Tim is now often found looking
over Andy and Steve’s shoulders before running |
off and finishing their articles before them - ml’h
the obligatory mistakes, of course. ,H \ R
CURRENT FAVE GAMES:STREEFFIGHIER I 1

DROPZONE, ZELDA III. \
mum'r L ETY
as ﬂ d‘llld was my smiur Tracy,’
ng she could do to annoy

w!ﬂi nuf o hﬁr way to do. Whether it was
ihﬁ last bit of my Doctor Who jigsaw or

ng me prlr.ls and brussel sprouts - you \
nh?&'d do it. However, one day.the worm
A clearly remember chuwlcr}gﬂup all her \
.rizm:l muke -up and gobbing it of the window! Ha

ﬂ-i t taught her....
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Y “SOOTY AND MIP}' MCVITTIE

\true northerner, Andy’s childhood dislike was
to clean the chimneys at t'mill. ‘He were

, " 'wailed the sfill-grimy Andy. ‘'We used to
have 16 climb up the inside of these huge, 500t
- ridden chlmneys and if we tried to LK dow "—f":?"-.',:-'-.

he'd stick pins in me feet.” Ah, wl-p;g ‘
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cabbage, or wear-
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type Andy is..
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| T&) = A EUN ENT FAVE GAMES:ALIEN 3 Y'S
| 2®.% W8 DREAM LAND, CRASH.DY “{B
ANGUS “BIG
Like {many of us, usndfn e Ihe customary
Suriday dffernoon\visits 1o his Gran’s house, ‘All
shié used to do was say “My, how you've grown’
“whilst | wondered where that horrible smell was

coming from and why everything ifithe house hﬂd
a slight yellow tinge to it,'she said.

EHIES :SUPER A

CURRENT FAVE &)
w

i) o) (o |
:I 'h..‘l“"t,rr": I{!

O KART,
CHUCK ROCK, STR

! ' FAVESg

| dislilte as a youn
“he says. You kno

~ Flicking back his lengthy fgif

PAUL “FLANNEL"” DAVIES

“You know when you're a kid and you've got a
bit of dirt on your face, well | uséd to hate it
when my Mum used to clean'it with a bif of fis-
sue she had licked. What's \worse, she always
used to_deit in public.or in front of my mates.’

KIRB‘\”S DREAM
ND SUFER MARIO KART SUPER MARIO

GARY “PUSSY” HARROD
Gary's was quite gicontentec
thing which neagly bre

Hurrnd s rock-hard “'f’

Y i'-‘.I!- Ayiti
allowed a third Frﬁ'"'ﬁ ‘?

Gary's later-life p X !f*.'-:r'" '.'
i
CURRENT FAVE GAMES: VIEWPOINT

ING GAMESMASTER LIVE, WORKING, L MID-
NIGHT.

e splte{ul people,’
ihe ones he means: those
irritating kids you really want to smack
because all they do is annoy, yet they're bigger

than you and have loads of equally hard mates.
What's more.susprising is that, bearing in mind
Fraser's choice of hate, that he came to work

with the vicious, barbed NMS crew who have

been kaown to reduce people fo tears with their g
menacing ways. '

-
TOM “HIPPY™ COX

’[l‘-ihl 4

chlldhncmd hufa with disda n: aircuts.

Resembling Col f
we think thal mﬂ

: snder that mop - and given him
ippenny short back and sides. Honestly, you
ell the boys from the girls these days...

DAVE “LARRY” KELSALL

Operatic Dave used to hate his school concerts.
‘Olivier’ Kelsall says that ‘they always used to
give me the worst parts - whatever made me
look the dumbest.” Dave's past roles include a
ragamuffin in Oliver Twist, the rear end of Lady
Godiva’s horse, and as Timothy Claypole in his
school’'s production of Rentaghost.

CURRENT FAVE GAMES:SUPER PANG, SUPER
STAR WARS, ZELDA Ill, VIEWPOINT.
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® NEW GCGAME
® MOVIE & TV

@
® REPORT

® HARDWARE
® ANIMATION
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UP, UPAND
AWAAAAAY...

h the ‘Man Of
Steel’ has just copped it
at the hands of
Doomsday in what could
be the last Superman
adventure ever, Sunsoft
are set to revive the
tights-wearing hero for a
Super NES shoot ‘em up
extravaganza! The game
involves negotiating a
series of scrolling levels
in search of such baddies
as Braniac, Metalio and
The Prankster. However,
the baddies aren’t likely
to give up easily and
fight back with anything
handy - including the
dreaded Kryptonite.
Superman has already
been previewed on the
Megadrive, but the Super
NES version isn’t likely to
., appear until late next
ear, Rest assured NMS
will have more goodies
on this one as soon as
A Top underpant wearing malarkey coming soonl we can.

N/ ET: 1] BY- SUNSOFT SNES
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Ol, FATSO!

So far beat ‘em ups have covered virtually every
martial art going. Karate, Judo, even Aikido have
made it to one format or another. And now the
only martial art not covered, Sumo Wrestling, has
been incorporated into a scrolling beat ‘em up.
Sumo Warrior is o massive Game Boy scrap set in
feudal Japan, with the player controlling a lardy
Sumo wrestler as he fights to the end of each
screen. There's no publisher as of yet, but we hope
to review the game real soon.
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Acclaim’s Game Boy version of

puzzle aspect of the Super NES

Krusty’'s Super Fun House is looking
very nice indeed. Retaining every

game, Krusty is a variant on the
Lemmings idea, but in reverse, with
the wicked clown out to rid his fun-

CLOWNING AROUND

house of the rodents running

loose inside. Bart, Homer and

assorted cronies have kindly

offered their assistance.

Krusty's looks to be one of the

ENTER THE

Just unveiled in Japan is a stun-
ning-looking 3D blast from
Nintendo. Using the Super NES’
Mode 7 3D system to the best
effect yet, the game - which we
believe will be titled Sun-Fox - is
a massive shoot ‘em up taking
place both in space and within a
cluttered cityscape. Featuring
large polygon-based spacecraft,
the game is a simple blaster
which sets the player against a

3D ZONE

massive alien fleet. The ship is
equipped with powerful lasers
and missiles and the player
embarks on a series of missions
which basically involve blasting
nine barrels out of the enemy
until your shields are depleted
and you die! Sun-Fox looks set to
be one of the best Super NES
games ever, so keep an eye per-
manently glued to these pages
for more news soon.

" |l-‘ ‘-; -.H- R ER )
® NEW GAME | .. /| |
'_|H i -|I r I

A Mode 7 action ahoy!

A Excessive sprite rotation.

' FAN-
CASH-TIC

better Game Boy puzzlers, so
expect a review next issue.

MATE

With Red Nose Day 4 prepar-
ing for another bout of mad-
ness and fund-raising next
year, Ocean are supporting
the charity with their forthcom-
ing Super NES release,
Sleepwalker. The player

guides a dog of all things
across a series of danger-filled
levels in an attempt to stop the
eponymous sleepwalker from
stumbling into them. The clos-
est thing Sleepwalker is com-
parable to is Lemmings, but
the puzzles are a little more
varied, and the graphics much
larger and detailed - and main
Comic Relief frontman Lenny

CH-ARIDY
GAMING,

A Sleepwalking
dog-related tomfoolery for all
you conscious gamesters.

Henry is providing the sound
effects and speech for the
game. In addition to such
puzzle-based japes, Ocean
plan to donate a fiver for ever
game sold and hope to raise
over £500,000 in doing so.
Sleepwalker is set for a late
‘93 release.
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Word reaches us that
Renegode and developers
Groftgold are set to embark
on a Super NES conversion of
their Amiga hit, Fire And Ice.
Starring Cool Coyote as the
hero, Fire And Ice is a multi-
stage platform game which
sees our Coyote scuttling
across a series of stages and
collecting key fragments in an
attempt to reach the exit. The
scenario tells how a series of

aliens have invaded the Cool
one’'s home world and have
turned the populace into
bumbling morons. Coyote
realises something should be
done and, armed with ice
bombs which are used to
freeze oncoming meanies in
their tracks, he begins his epic
quest. The Amigo game was
packed with nice touches and
Graftgold are hoping to make
the most of the Super NES’

enhanced features to create @
better game. For instance, in the
hot desert areas Coyote's frozen
foes thaw out quicker. Work has
yet to begin on the conversion,
but as soon as there's something
to see you'll find it here.

"N/ /-A BY CGRAFTGCGOLD
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What are they? They're the

Humans, that's what - and chance fo guide them through add to the game’s complexity. In  sprites have obviously gone,
they're heading for your Game  history. Thus, in a series of levels,  jts Amiga form, Humans won Humans looks to be an inter-
Boy. Humans gives the player the Humans stumble across fire, much acclaim for its gentle esting Game Boy puzzler.
control over a parly of freshly-  the wheel, spears, and food - learning curve and large, colour-  Mirage are the company
evolved, er, Humans and the and these elements are then ful sprites. From what we have behind the game, but a dis-
combined in future screens to seen, although the colourful tributor has yet to be signed.

® NEW GAME '.,3
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l James has lost his famous
I U R N expanding midriff, for Splash
ko Gordon he has acquired o

special pair of anti-gravity
boots which allow him to walk
along any surface - including
ceilings! Expect a preview os
soon as a distributor picks up
the licence from Millenium.

® NEW CAME BY: MILLENIUM SNES PLATFORM
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RETURN OF THE
MONSTER

l.lrr % Illi i"?""' 11]“”1

i © CAME W* r ELITE

ih ”I] iy hl‘l.li"-'llll:.‘...l “1-:1fli|""'"1'illu Jr]- .iHllj"

In addition to the forthcoming parody of those old Buster the moon for cheese. Pond leaps
Robocod, James Pond’s third Crabbe episodic adventures. Set into his spaceship and flies to the
adventure is also Super NES- on the moon, the scenario tells moon to defeat him - but not

bound. James Pond llI: Splash of Pond’s arch-enemy, Dr Maybe, until he has traversed a series of
Gordon is set in space and is 0 and his dastardly plan to mine plotform-filled screens! Although

Elite’s playable platformer, Dr Franken, is soon to be blessed
with a sequel. Such was the success of Franken's first adven-
ture, that work is already three months underway. Elite are
remaining tight-lipped as to what form the sequel will take, but
it's our guess that they’ll stick to the successful platform system
they know. Expect a preview soon.

PLANE
TO SEE

With F15 Strike Eagle lining up speed and armaments. F117A
tor release, Microprose’s next also boasts a greater range of
NES sim is F117A. Once again, things to do, and in addition to
the game takes the player the expected dogfights, other,
through a series of missions and more specialised missions, await
bombing runs, and awards the player. There's no release
medals to successful pilots, but date as of yet, but expect o

the F117A is a more powerful review within the nex! few

plane than the dated F15 and is months.

better equipped both in terms of

" 7"} BY: MICROPROSE
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The Simpsons on video, the hilarious
“The Simpsons Christmas Special” and spine-
chilling “Treehouse Of Horror” are now available

to buy from all good video stockists. Awesome
news dudes!
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INDY-SENT

Zooming on to the Super NES real soon in a con-
version of Leland’s Indy Heat coin-op. The coin-op
manutacturers are handling the project themselves,
and are hoping to produce an identical conversion,
Indy heat is the sequel to Super Off-Road Racer
and once again uses the familiar forced perspective
view to cover the action. Controlling one of four
Formula One racers, the player and a mate then
whiz around a series of tortuous tracks with the sin-
gle intention of passing the finishing line first. Qil
slicks and other such hazards line the track,
although extra nitros and car-enhancing facilities
also appear to ease your task. Initial versions of the
game have proved a little tricky to control, but
hopefully any such faults should be ironed out
betore the game is released sometime in March.

N~/ 8 BY LEVLAND
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PAIN IN THE GRASS

X1/ BY STORM SNES

With the cheesy film now out on video,
Storm’s Super NES version of The
Lawnmower Man is now set for a Spring
‘93 release - and NMS has been given o
sneak peek of the game. Although the
game has only been under development
for a mere four months, the version we
saw showed Jobe (the film’'s retarded
anti-hero) running across a scrolling sub-
urban area, firing at a series of
assailants. Quite how this fits in with the
game’s overall theme we're not sure, but
we did say that it was a very early ver-
sion. In addition to Jobe's first movie
adventure, Storm have also secured the
rights to produce a game based on the
torthcoming sequel - the stunningly-titied
Lawnmower Man Il. Storm currently hold
a copy of the film’s script, and the pro-
ducers are apparently asking the game
developers how they feel they could tie
the game in with the proposed action
scenes. We'll bring you more news in the
next few issues.

LUKE AGAIN

The story continues as UBI
Soft unveil the Game Boy
version of Lucasfilm’s The
Empire Strikes Back.
Identical in terms of content
and layout to the NES ver-
sion, the game once again
follows the rebels’ attempts
to thwart the evil Darth
Vader, with Luke popping
down to Dagobar to chew
the fat with Yoda along the
way. Despite losing a little in
the transition to mono-

chrome, The Empire Strikes -
Back looks to be a promising
sequel to Game Boy Star
Wars, and we hope to bring
a ftull review next issue.
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BLAST

FROM THE
PAST

NINTENDO16

If you're big and clever like the NMS
boys, Uridium is a name you'll know
well. It'll also come as big news to
learn that Uridium Il is set for Super
NES release! For the uninitiated,
Uridium was a stunning horizontally-
scrolling blaster which involved
whizzing along the surface of ten
‘Dreadnoughts’ (massive space sta-
tions), blasting chunks out of them as
you went. For the sequel, developers
Graftgold are keeping with the basic

® NEW CAME BY CRAFTCOLD SNES SHOOT'EM UP

BY UBI SOFT GAME BOY

theme whilst expanding it in every con-
ceivable direction. For instance, the
ships now scroll in eight directions
l:llluwing the player to pan across the
massive decks, and a larger sub-game
has been added between decks to
replace the original’s “fruit machine’
links. As with Graftgold’s forthcoming
Fire And Ice, Super NES Uridium Il has
yet to reach the programming stage,
but stay tuned for more details.




N /- UNIVERSAL SOLDIER

UNIVERSAL
SOLDIER
COMPO

With Accolade’s Universal Soldier licence set to appear on the WHAT BOXING FILM DID DOLPH LUMDGRENM PREVIOUSLY STAR

super NES next menth, Guild Home Video are offering five copies  IN2

of the film to celebrote the gome's release. It's availoble to rent

from the 30th December, but you could win a copy of your very Send your answer on o postcard or sealed envelope to:

own thanks to Guild and NMS. Yes indeed, as you watch the

action-packed scenes unfold before your very eyes, you could alse  MUSCLES FROM BRUSSELS INVOLVED IN A TUSSLE, NINTENDO

entertain yourself by trying to match key scenes to those within MAGALZINE SYSTEM, EMAP IMAGES, PRIORY COURT, 30-32 FAR-

the game - fun for hours, eh? All you have to do 1o win one of RINGDON LANE, LONDON

these excellent videos is answer the following question: EC1 3AU. All the usual NMS competition rules apply and closing
dote is January 21

17 NINTENDO
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BOOM AND DOOM

to four players may join in.
There's no details of a UK
distributor as of yet, but we
hope to review the game in
the following issue.

a souped-up version of the
handheld game, with |larger
foes, a wider variety of bombs.
The basic idea of running
around a moze-like area. whilst

dropping bombs to kill the nas-
ties remains, but these new
twists are set to add a new
dimension to the olready addic-
tive action - especially since up

Having made his debut on the
Game Boy ages ago,
Bomberman is now heading
for a Super NES near you.
Bomberman ‘93, for it is he, is
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Coming soon from Microprose
is the game all you Super NES-
owning train-spotters have

| been waiting for - Railroad
Tycoon. Set in the 1800s,

d when Railroads were a boom-

| ing empire and you could get

| into London from, say,
Croydon in less than a day

! (unlike today's system),

! Railrood Tycoon casts the play-

i er as a would-be Bob Reid as

i they struggle to build the

! biggest and most efficient rail

| network whilst a series of com-
puter-controlled opponents do
likewise. As your network
grows, money rolls in from the

happy commuters using the ser-
vice, allowing the player to
expand their routes and repair
any domage. However, numer-
ous problems and technical
hitches threaten to throw a span-
ner in the works, and problems
such as these need solving or
your empire could collapse.
Railroad Tycoon won all sorts of
acclaim in its PC format, and the
super NES game is expected to
be almost identical. Expect @
review very soon.

N/ &1/ 8 BY: MICROPROSE SNES

'}“3 00\

CAN YOU
KICK IT? :

Word reaches the NMS News hotline that developers
Grattgold are planning to release a Super NES Footy game.
With Sensible Soccer set to appear sometime next year, the
Super NES football scene is really hotting up. The word from
Graftgold is that they want to try ‘something different’.
Quite what this means remains to be seen as the game is
still on the drawing board. More news the second it drops

O NEW GAME W: 3 A7 a7+ J¥ - B[ MT-T]-45
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FISH FEST AHOY!

Cammg this way, late next
year, is a conversion of the
excellent Megadrive plot-
tormer, Robocod. Ocean have
commissioned the original
development team at
Millenium to convert the game,
and the word to NMS is that
they’re planning to add a few
new ideas to the original con-
cept. Robocod stars a fishy
secret agent called James
Pond, whose evil nemesis
Doctor Maybe has kidnapped
Father Christmas. To ensure
that Santa returns in time to
deliver his pressies, James
enters Maybe's toy factory to

NINTENDO

effect a daring rescue plan. o R ST 4 l e
Naturally, Maybe has left all / i, el
manner of deadly toys in his

wake (someone call Lynne

Fowldes-Woods - these are

potential death-traps!), and

these should be avoided or

killed. In addition, James also

has an incredible expanding

midriff which helps him reach the

higher parts of the scrolling

screens. Expect a full preview in

the next few months.

O NEW CAME W:i A [T 1 BIY vid]:{]




GRAVITY RAYS,

PPOWN TO YOUR EAST ENERGY BAR.

by g




NINTENDO

A5
il -

RELEASE
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CONTROL
JOYPAD

GAME DIFFICULTY

MEDIUM
CONTINUES
0

SKILL LEVELS
!

RESPONSIVENESS

LIGHTNING

1ST DAY SCORE
172,300

ORIGIN
Influenced by the dassic

Willioms shoot ‘em up coin-ops
Defender and Stargate, this first

appeared on the C 64 and

gained classic status as one of
the greatest blasters of all time.

RICE:£24.99
3¥:MINDS CAPE
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i\ Il was well as the team of scientists began their first
L=_exploration of lo, one of Jupiter's 16 moons. Volcanoes
erupting in the distance, the group moved slowly across
the surface of the moon, carefully picking their way
through the lava floes, their large protective suvits shield-
ing them from the heat und radiation.

Back at the control room, the Mission Controller gazed
lazily into the green rudar monitor showing each mem-
ber’'s position. He quickly snapped to attention when the
radar alerted him to the presence of several new objects,
moving at high speed towards the team. He double
checked the reading und received a confirmation: some-
thing else was out there, and there were swarms of them.
Suddenly the team leader’s voice crackled over the static:
“hostile aliens incoming...send help immediately.”

An alarm droned into life as the controller pressed the
scramble alert button on his main console, and within a
minute lo’s lone Colony Defender had strapped on his jet-
pack, checked his choin laser cannon and had taken off
towards the hotspot reuady to rescud the scientists and take
on any hostile forces along the way

RESCUE THEM
SCIENTISTS

The crux of the game
involves rescuing the
scientists from the
two-way horizontal-
ly-scrolling “wrap |

around” landscape ]
(that is if you keep
on flying left or
right, you eventually
get back to where

SCANS THE MAN

At the bottom of the
screen is a scanner show-
ing the location of all
aliens and scientists. If o

Planter drops off an
rwn:;:::;;fef:;n;ié Android an aural warn-
begins there are ing sounds. This reveals

: i its precise location on the
eight scientists and
they should be map and scramble there
to destroy it before the

picked up and
placed into the
Dropzone, a safe
bunker buried in the
ground at the
halfway point along
the landscape. When
all the scientists and
the aliens on that
level have been s
destroyed, the play- . — " "
er is moved onto the | i o s
next, tougher land-
scape.

mutation process...

A Shoot your shat, big fello.




EXPERT TACTIX

Advanced players should take note of this tactic: when things are
looking grim for the scientists and you only have a couple left,
pick up one and don’t drop him off. Fly around and destroy all
the aliens, and when they're all dispatched drop off the scientist
in the Dropzone. The reason for this is that you won't lose that
final scientist and have lo explode into the Anti Matter zone.

TRAILER
INVASION

Every fourth wave is o
Trailer Invasion where
big points and big risks
are the order of the day.
Here, the skies of lo are
TRATI.L.ER TMIATITIIM Pﬂtkl&d wlth SPurEs' Eu:h
: Zas. of which is filled with
A Eot photon death, scum (stock crap captions 1992). Trailers hungry for prey.
P What transpires is a fran-
— T s tic dogfight between you
' JCO ) e e — and scores of Trailers -
HOW LONG DOES THIS THIS GO ON? ¢ _ =" especially if you open up
all the Spores before
tackling the Trailers.

Like all arcade games of old, Dropzone never ends - it
simply gets harder and harder. By level 90 things are cer-
tainly at Dropzone Master level, but even so it still gets
tougher by small increments. Basically it’s all about score
here - and experts should be aiming at the millions!
This has no power-ups,
no end-of-level bosses,
no end screen and is
knocking on seven years
old now - but | still
absolutely love it. It's a
back-to-basics blaster
which tests your dexterity
and reflexes like no other
A The deadly Blunderstorm in all its glory. A Baboooom! One life gone.. :ﬁ:_h;?; :::;::::s-
simple, the sounds are adequate and
the gameplay is repetitive, but
Dropzone is incredibly addictive and
thoroughly rewarding. It's got to be one
of the fastest blasters around and you
get a real adrenalin buzz aofter p
it - which is how a game like this sho
be. If you're after a definitive, classic
: NES arcade-style blast this isan
Uh-oh, it's « mutant attack! Scouring the surface for scientists. absolute must. ,
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ENEMIES

K.
The enemies of Dropzone . it‘::: _—
are a strange bunch, and |
each one has its own distinct =55
attack pattern:

The most com- Absolutely lethal. If you spend too long on a

mon alien and o level, these begin to appear. Fast, thin and
general can- - highly accurate, these are the game’s toughest
" non fodder. It customers. Iif they appear, get a move on and
A | don't remember eating spends its get ready with Inviso or a Smart bomb.

time scouting

along the planet surface .

looking for scientists so it o
A HOT'SO'SAFE can drop an Android onto ¢S #

DROPIO“ E him before mutating. -

Watch out for those
Androids! If one gets An innocent- After being dropped All aliens turn into
dropped onto lo’'s sur- looking cloud off by a planter, an this if ever scientist
face it rolls off in search which drifts android rolls along is lost. This bouncing
of a scientist to mutate along, occa- looking for a scien- round alien is very
into a Nemesite. If it Siﬂnﬂ“', tist. “ H lﬂ-l.ll:l'lﬁ hil‘l‘l h‘ﬂrd fo M' l.'lrll.'l
doesn’t find into one launching bolts of lighting the Planter which spews bullets every-
immediately it heads groundwards or drizzling dropped it mutates. where. Not nice at
for the Dropzone acid rain - both of which are  Eeek! all.
bunker, actually goes fatal. If it's active when you
inside and blows up a approach it, fly above it.

scientist. So if you see
an Android rolling
along the ground, drop
down to ground level
and blast it before it
gets up to any mischief.

1 DIE: YOU DIE

A Returning the blue scientists to the Dropzone,

What happens when all the scientists die? Well, lo
explodes into an Anti Matter Zone and every alien turns
into Anti Matter which bounces around firing bullets

re. This isn’t a particularly nice situation to be
in since a) survival is very difficult because the Anti
Matter attack patterns are specially designed to catch
out even expert players and b) you only get the scien-
tists back every fifth level, so you might well have to

battle through several
waves of Anti Matter BUTTON: Fire Laser
before you return to nor- N, N——

mality

Huw Tn COHITD.I The jetpack-wearing sprite
is moved in the customary
eight directions using the

pad. In addition, using this system he also

scoots across the surface of the planet to
leave the rescued scientists in the Dropzone.

BUTTON: Fire Smart bomb

A At the end of o level the scientists ore |
counted up and o bonus is given. s SELECT BUTTON: Inviso

' s START BUTTON: Pause

How To Plﬂy Patrol the two-way scrolling

landscape destroying all
aliens while picking up the scientists and
dumping them in the Dropzone.

DAY  WEEK  MONTH }EAH f' A The Blunder Storm may cause those
- scared of thunder and lighting to regularly
soil their trousers during play!
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Harmless,

Floats above
the landscape
i“"'d dﬂ"'ﬂ';’ "":”""‘ Chances are you've never
:1?: of, seen a game like this
reupon it before, because there's
spews forth... never been a wrap-round
horizontal scrolling shoot-
. er on any console apart
- from the old Atari VCS!
What we have here is a
X blast from the past which
takes on today’s shoot ‘em
ups and hangs most of
them out to dry. Graphics are minimal in
Thin worm- the extreme, but what these screenshots
like aliens cannot show is the sheer speed of the
which are game. On later levels the action really
difficult to hots up, and the urge to rack up the high-
shoot. They est score you can is overwhelming. The
track, and game plays like a dream - the inertia on
prove deadly your character is superb - and because

in numbers . you can’t beat the game the fun never

years. It
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Scientists are delicate
creatures and are easily
killed. Firstly, your chain

WEAPONS AHOY

laser is absolutely fatal, :

so don’t zoom along the | The jet-packed hero
ground blasting merci- ! of Dropzone carries
lessly or they’'ll all be three weapons:
killed. Secondly, the T ESR RATHE.

] & i -
e g = 8 R S E

Basic gun. Fires laser

aliens called planters
have a particular inter-

est in scientists. They ) — bolts at an enormous
drop androids, which - - rate, dE‘-‘Sfrn_ring :
fall to the ground and everything in their
seek out a scientist. If path

this happens the planter

SMART BOMB

e -

mutates into a Nemesite
- a berzerker alien who
immediately attacks you
at high and won't
give up until it's killed.
If all scientists are killed
something rather unde-
sirable happens which is
highlighted elsewhere.

Limited weapon
which destroys
everything on screen.
Use only in dire cir-
cumstances. An extra
Smart is given every
10,000 points.

- """__"..-"‘-"'

Hh‘x‘ Turn this on and
you're immune to
.- ' attack. The only

problem is that it
— | drains its power
rapidly, with supply
shown at the bottom
right of the screen.
Extra Inviso power is
given every 10,000
points, as is an extra
life

o R el T

B o f‘r-‘.nl.. -

Notice the red planet surface in the
anti-motter zone.

ESENTATION

Very ﬂmpli_l indeed, with only a list of the
baddies and o highscore table. There ore no

ophiom ol all, but who needs them?

A Blindingly last ond the scrolling iy dead

smooth, The sconner is greot too

The olien sprites are very simple

A Gival - Wiy aivade-like, with lobs ol nolve

Hi plmrr ol :lhl!llﬂ.lnnt

No mank af oll

Susmgury

time back o this lime and lime again

3 A Classle qqllm"phlr maerans bloster addicls will
Non-addicty will lind it gots repatitive olter o

o

& The very tost action con be almost owver

:

:I
yi

-
| B

whelming at lint. But the gencral concep! s
Wiy ﬂfﬂlqlﬂ'luilwnul and simple 1o pick up

VERALL

A pure and uncompromising old
tashioned arcade blaster which is
hoavy on the reflexes and light
on the brain. Not a game for
everyone, but shoot "em up
addicts will absolutely love it

1 ———




GAMEBOY

PRICE:TBA
BY:ACCLAIM

RELEASE
TBA

CONTROL
JOYPAD

GAME DIFFICULTY
MEDIUM

CONTINUES
NONE

SKILL LEVELS

3
RESPONSIVENESS
SMART

1ST DAY SCORE
$20.00

A game based on a pair of sur-
prisingly popular American car-
toon characters - Slick and Spin
the Crash Dummies.

NINTENDO 24

here do crash dummies go when they
break up? Do they crash out on a beach?
Or just stay at home and get smashed? Either

way, after a hard week at work crash dummies
must be shattered. Two such dummies are Spin

and Slick, they’ve had enough of their jobs
and could do with a rest, but they just haven’t
got the money. Still, Slick, using business acu-

men uncommon to one made of plastic such as

he, has booked an extra week’s overtime for
him and his pal so as to make enough money
for a nice, long hol.

Spin and Slick must now put their unique
talent of smashing into things and falling to
bits to good use. The better they perform, the
better their vacation in this veritable Daley
Thompson’s Decathlon of Crash Dummy-type
events (except there’s only five of them and
not ten!).

-ﬂm:ugh railings

How To Control Use the joypad to move
your Crash Dummies

around the screen. Depending on the task in
hand the buttons arer used for different
actions, such as jumping, using the hammer
or firing the engines of your cruise missile.

A Jump/accelerate/hot dog/blow
out fuse/thrust..

Decelerate/use hammer.

SELECT BUTTON: Nothing.

START BUTTON:
Pause/unpause the game.

The buttons have different
How To Plﬂ}' functions for each level, but
the general idea is to achieve a set target for
each of the five stages, such as testing an air
bumper or landing on the correct spot after
plummeting off o building. The better you are
at performing these tasks the more money
you earn. Fail to get it right and you lose one
of your five lives.

i )

WHAT A STUPID STUNT

The first level sees the dummies doing stunt work
for a movie magnate. The idea is to jump from the
top of @ burning building and freefall to the bot-
tom before the time runs out, making sure to land
on the target painted on thepamnont To make
things more interesting for the viewers however,
you are required to boun:a off awnings, crash
and swing and somersault

ﬂagpnlas but avoid the fire on pain of
dcolhl There are three ways to drop, ﬁ'u{nll,
bomb and dive, all accessed via the D-pad. Dive
and bomb send your dummy crashing through
awnings, whereas the slower freefall allows them
to bounce around. ;

04 - v L TR
FH A zﬂ
IS TRESS SOMEHOR

COMMENT

Crash Dummies really
does seem like a weird
idea for a game, but as is
often the case with weird
ideas (apart from that
ﬂshlng game) it's turned
into a fully-fledged fab
“title. The graphics are
really smart, the sound
isn’t so bad and the
whole thing is brilliantly

designed. There’s loads of variation
between each level and no one stage
stands out as being far more

than the rest, which is the way it should
be. The whole thing is carried out with

humour and it all hangs er well.
There is a bit of a problem though, there
are only five stages, and on Easy and
Medium levels it's pretty easy to finish,
although making a fat pile o’ cash is a
different matter. However, switch Crash
Dummies to Hard and it's far more chal-
lenging, and even once it's been com-
pleted you'll want another go. Not quite
Megagame material, but a fine game
nonetheless.




Once Slick and Spin hove been
pieced bock together it's on to
their next job - testing o new
design of inflatable air bumper
Unfortunately, the manutactur-
ers have torgotten to put any
compressed air in the car, so
the dummies have to pick it up
along the, clong with the extro
cash and bonus lives left lying
around the track. However,
watch out tor the cracks in the
road, deadly cones (!) and bar-
riers, all of which damage your
car, although repoirs are avail-
able in the shape of wrenches
which also litter the track. Make
sure you reach the big brick
wall ot the end in good time for
a hefty time bonus too
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Testing ski slopes may sound like a glamorous
job, but it's one time where the dummies are out
to stop themselves falling apart! The new owner
of the resort is testing out some extra-springy
poles and want s the dummies to crash into every
flag on the course to test it. Bonus cash is award-
ed for clearing the course of snowmen (by smash-
ing into them), although hitting trees results in
instant demolition for your character. Hitting
rocks hot-dogs your dummy, as does pressing A,
but be careful not to hit anything as you land.
Finally, watch out for snowdrifts, catch one of
these and you careen uncontrollably down the
mountain gathering more snow as you go!

LAVER : ONE LIVES :
RENITHREED oo

A The fabulous bogey-flicking sub game is fiendishly difficult to find. A life-
time supply of gomes to those who manoge lo,locale it

Ty s Y\,

4. Pleose note - the Crosh dummies are now ski-

ing, not riding in cors. Hmmm.,

Lxr

A Watch out for the Douglas Fir, Marlon.
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A But what our crash dummy doesn't know, is |

that WE can control the speed of the coveyor
belt, with the oid of our hidden comera.

WHAT A BOMBER

The bomb factory is the location for the fourth job
of the week. Your dummy has been hired to watch
over quality contral, keeping an eye out for defec-
tive bombs and smashing Dummy paris mistakenly
sent in with the bombs using ¢ hammer. The big
problem is, some of the bombs get a bit hot on the
assembly line and arrive on the conveyor belt with
their fuses already lit! Ii's up to your brave dummy
to blow out the fuses before the bombs leave, or
else the belt is shut down and the remaining two
move faster! If two of the three belts are shut
down, a life is lost.

=
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»BREAKDOWN

PRESENTATION

A Geeot twixt-level screens ond oli-1ound
sman presenietion.

GRAPHICS

A Large sprites and decent animation.
¥ Some ol the backgrounds are a little bit
bare.

SOUND

A The effects are pretty smont, and some of the
music is great.
¥ However, some of the music is pretty dire.

LASTABILITY

A Even when you've finished this you'll keep
coming back 1o il

¥ However, there's only five levels, 50 it won"
be long before you finish it.

PLAYABILITY

A Great tun to play and instantly cddictive.

¥ There could be a bit mare to it.

OVERALL

A playable and varied game
slightly let down by it's ease and
length, but well worth buying
nonetheless.
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Choose from hundreds and hundreds
of Nintendo and Sega video games.

THE VIDEO GAME MEGASTORES

Stores Nationwide: Basildon Birmingham Brent Cross Bristol Cardiff Croydon Derby Edinburgh Gloucester Harlow Hull Ipswich

Leeds/Bradford Leicester Luton Manchester Medway Metro Centre Northampton Nottingham Oldbury Poole/Bournemouth

Preston Peterborough Plymouth Portsmouth Reading Sheffield Stockport Stevenage Southampton Swindon Swanseo
Stoke/Hanley Teesside Thurrock Wood Green Woking Warrington

All Stores Open Mon.-Sat. 9 "til BPM Sunday 10 ‘til 6PM  (Except Wood Green, Basildon and Birmingham)
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PRICE:TBA
Bﬁscone

RELEASE
TBA

CONTROL
| JOYPAD

GAME DIFFICULTY
MEDIUM

CONTINUES
NONE

| SKILL LEVELS
1

i RESPONSIVENESS
| SUPER DUPER

15T DAY SCORE
96,300

ORIGIN

Core were responsible for the
original Amiga Chuck Rock, the
d improved Megadrive conversion,
8 and now this Super NES incar-
nation.

he ceremony of holy matrimony was a

slightly different affair in prehistoric
times. The bride arrived in plenty of time to
be dragged down the aisle by the hair, and
the wedding party feasted on Dino steaks.
However, some things stayed the same - the
Bride’s father still embarrassed himself with
the bridesmaids, and the couple headed off
for Corfu for their honeymoon.

The marriage of Chuck and Ophelia was
much like that. The in-laws were happy
because he had a steady job as a Pterodactyl
handler, and she looked good in any set of
animal skins. A marriage made in heaven.
Except there was one fly in the ointment. The
jealous ex, Gary Gritter. He couldn’t come to
terms with being chucked, for Chuck.

Gary’s resentment grew until he swept
into the settlement one day and abducted
the newly wedded wife. Taking her as far as
he could from Chuck, he never imagined her
husband would go to the trouble of rescuing
her (there was plenty of other nice Jurassic
girls). But Chuck’s considerable jaw was put
out of joint by the whole debacle, so he sets
out to rescue his wife - and reassert his man-
hood. This means some close encounters with
a large chunk of reptilian life. The rest is
pre-history.

- - s T X
- o= X .

CHUCK IN LARGE PREHISTORIC
EGG BREAKING INCIDENT!

al
L i

71,y B¢ o
NO ONE PULLS A SILLY FACE
AT CHUCK AND LIVES!

e i . . . ¥ W

ON THE LOOKOUT FOR REPTILES

Amongst the untamed savage reptiles there are a few congenial creatures who provide invaluable aid in
your quest. Learning to use them proves essential from the first. Here are a few, with their functions:

PINK PTERRY FLATBOARD LiZ BRONTO FERRY

The large flat-backed, long-
necked veggies are perfectly
happy to carry Chuck on their
spines. They'll even take him
from one side of the swamp to
the other.,

Unlike his green relative, this
docile flyer is harmless. A nudge
with your stomach rouses him to
action - lifting you to inaccessible
platforms,

Flatty’s rigid demeanour makes
him perfect for see-saw type
action. Stand on his tail and
throw a rock on his head for a
rapid elevation.




LAVA SOME OF THAT 014675

Chuck dabbles in cavern capers. The objective,

finding the exit, is the same as the above ground

levels. Added to the creature dangers are the

raining rock falls, caused by the volative nature of _

these volcanic realms, and the steaming pools of - . HEAR THOSE DR“MS

very hot, nay molten, rock. - : Chuck has to make his way
through many dodgy terrains -
but the entire game retains a
jungly rocky feel. The jungle
areas consist of lots of knobbly
stony platforms (must be due to
movements in the earth’s crust).
The exit for each short level is
not clearly marked, so some-
times a little investigation is
required. In those days, before
the Forestry commision, the veg-
etation ran riot - so it happens

| a quite often that some beasties
i = . are lurking beyond bushes in the

X od . - foreground. Stay alert!
YET ANOTHER BIG ROCK

dRN AN AN
wlp

OH YEAH! AND PIGS CAN FLY!

STORY OF THE STONES

This is, after all the Stone Age, so Chuck gets his
rocks off at every available opportunity. There are
two types of loose stones that Chuck can pick up,
and plenty of uses to put them to. To lift them he
has to duck when over the rock, and press the
belly button. The rock is lifted. Pressing the belly
button again releases the rock.

How To Control Chuck Rock runs and jumps to left and right in standard platform guﬁna fashion.
He also picks up and throws rocks by ducking and using the Y button.

iy

:"z;--i"!‘ il |

A E’NG FUNCTION ‘ X ! No FuNcTION

'*','._: IF:.'.':-E : " |
Gﬁ JUMP { YL BELLY BOUNCE/KICK i |

i ] - A i e R B

GERBIL DINO i
i,j. NO FUNCTION

|
|
This specimens show remarkably - N |

mammalian tendencies. They lie e
dozing all day until chuck How To PIUY Guide Chuck Rock through five pre-historic levels, each split into multiple sub-sec-
tions. Use rocks to stun and destroy enemies, and learn the uses of friendly

dinosaurs in your quest to save your wife.

S —
S —_E}Fsmm: PAUSE/RESTART
| SELECT:NOT USED

appears, then start running in
their treadmills frantically (which
cleverly operates a lift). They also
smell.

29 NINTENDO



BIG ROCK

The larger, rounded stones are

excellent as stepping stones fo

levels out of reach of a Chuck

jump. Big rocks can be stacked

on top of each other, to give

extra height. The other main use of a Big rock is to knock an enemy
out. This is useful in taking out a flying baddy, or one that is some
distance away. Close up, the rock will fly over their heads. The only
disadvantage with big rocks is

that they slow you down.

SMALL ROCK

The smaller rocks can be used for

the same offensive purposes of

their bigger brothers. Their

added advantage is that they 4D S B
don't slow Chuck down. A further - L
application offers itself when you SMALL ROCK
are carrying the flat-topped

stones - falling projectiles will

bounce off without doing any harm. This comes into its own in the
underground caverns.

COMMENT

Chuck Rock is top of the lot
when it comes to the best-
.. caveman-game-on-the-
‘&% Super NES stakes at the
" moment, Perhaps because

<

-

w0 of the way his knuckles ¢ ;
“ew'e~ ©  drag along the ground!
Qg | His other features are also

' a laugh to watch as he
p‘ UL bumbles about, brandish-
ing his enormous gut as
the most imaginitive means of dinosaur
disposal ever known to man. | was sur-
prised to discover just how good this game
is, after avoiding it for the past year or so,
the reasons for which I'm very uncertain!
Chuck’s game is as wild as his character,
full of interesting features and humorous
graphical touches which liven things up
even further. It's also a bit rock to play,
with far more challenge than Joe and Mac
at any stage of the game, Even if you are
the unfortunate owner of that sad
Caveman Ninja title it is definitely worth
buying Chuck Rock because it's so signifi-
cantly different! Unga Bunga!

Teoey

"N a # N

Y
ON THE RUN!

STOMACH FOR THE FIGHT

Chuck isn’t always near a handy stone to heave at
his foes, and this is when his unarmed attacks
come into their own. To work Chuck must take

~ 4
them on full-frontal, and be aware that certain l"" ’
monsters - like the Bogey Groper - won't succumb o A

to these attacks. g ™~

BELLY BOUNCE

BELLY BOUNCE

Button Y is the belly button. If Chuck is on the
ground, pressing this makes him throw out his
stomach - which is quite enough to repel most
creatures!

JUMP KICK

5 Activated by button Y while Chuck is in mid-jump.
HOUR DAY WEEK  MONTH | YEAR Chuck’s jump kick is effective against monsters
- ___ S too high to be struck with the belly bounce. JUMP KICK

NINTENDO 30



JOURNEY TO THE END OF THE
LEVEL

Each of the five levels of Chuck Rock have a big
baddy ending. The first two bosses are fright-
some enough. A giant Triceratops goes on the
rampage, and has to be 'pacified’ with repeated
boulder hits. Next up is the sabre-toothed cav-
ern tiger. One roar from him is enough to freeze

Chuck in his tracks.

—_—
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CHUCK ACTION

% L
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BLUE DINO ALERT!

RIFT PROBLEMS

Chuck Rock lives in the era BC - before Clark’s,
when cavemen had to run around in their
stockinged soles. In the absence of sensible
footwear, there are certain areas Chuck cannot
cross without sustaining injury - like swamp or
thorn. The best way across these are by using
rocks as safe platforms.

.
:F‘ ""-
IISE IIOCIS FOR PLATFORMS

GIAH'I'IIS TIIICEMTOPS

e | 1‘],‘... "‘-"7'-1'
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Chuck Rock
was a bit
smart on
the
= Megadrive,
. am—— and this
conversion,
from Core
~——==—~  themselves
cus
seemed to
pop up from nowhere.
Unexpected, yes, but a
pleasant surprise. The
great graphics - including
some really silly enemies -
have been ported over
intact, with even better
colouring. The animation
on Chuck and the mon-
sters is great. The music is
ace, as are the occasional
cheeky samplings from
Captain Caveman, But
Chuck offers more. It has
to, being just another plat-
form game in the vast pile
already available for the
Super NES. What it offers
is some ingenious level
layouts and gameplay,
and speed. It's fast, furi-
ous and challenging. Best
of all, you only get one
credit, which extends the
life of the game. | seemed
to get a little further each
game, and didn’t mind
repeating the early levels
since | was having too
much fun. Compare this
with Joe and Mac - which
was basically a Chuck Rock
clone, and there’s no com-
parison. Chuck Rock wins
hands down.

i
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|
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ESENTATION

The Lot end is limited 10 a title sceen,
with no aptions and no between-lovel saeens,
which s rather stingy.

A Really busy, but clear layouts with lohs going
onn, Bl speites, und o lot ol sublle humodr in
the animolion. Lots of graphic vanlety too.

Rock 1o the soundicock. Well, not guite - bul
some of the liveliest music heard on the Super
NES lor o while.

The sound FX and somples are groat, so why
nol more of them?

YABILITY

A Instantly playable. As sasy to pick up os
youi overage boulder, A good “leel’ 1o the
action, and the geme plays ot a fair lick.

The levels are quite shod, and sometimoes
ond just as you gel into your strkde.

Although the blocks ditler lrom lovel 1o
lovel, and the nasties get toughes, the lock of
varioty In Q° Ben 3 soon kills any wish 1o con-

OVERALL

A lush, fun and varied platform
game, whose zany humour raises
it out of the platform game
morass. An excellent conversion.
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RELEASE
FEBRUARY

CONTROL
JOYPAD

GAME DIFFICULTY
HARD

CONTINUES
THREE

SKILL LEVELS
BEGINNER OR MASTER

RESPONSIVENESS
60D

1ST DAY SCORE
14600

The Blues Brothers is a clossic
film about two music-loving
brothers on a mission to save an
orphanage by organising o
fund-raising gig featuring their
long-since defunct band. All
kinds of trouble ensues, but they
win through in the end.

NINTENDO 34

ake and Elwood, exhausted

from their band-recovering
antics and their many scrapes
with the police, realise it's
high time for at least eighty
winks! Not surprisingly, too
much booze and so little
snooze cavses them to drift
off into a nightmare of hellish
proportions.

Titus’ first Super NES
game asks the player and o
friend to help the duo make it
safely through the night. The
Brothers have a choice of
going it alone or relying on
each other for a quick piggy-
back and other such two-
player tomfoolery. The only
way out of each situation is to
hunt down a jukebox exit.
However their befuddled
minds are playing all kinds of
tricks by pitting them againsi
all manner of weird crea-
tures, Everybody needs some-
body and Jake and Elwood
sure as heck need you!

A Elwood gets smashed from behind by o four
pint cortons of milk. Nasty.

| —
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A These alternative tofe designs do nothing for me. Look! You can't even
get to the jukebox without having to negotiate platforms first.

AN Rlslals |
g

5ol 115 Lggelays
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A Look! Ir's me, Jake! Get me out of here! Auuogh”

WE’'RE ON A MISSION
FROM GCOD.

Joke and Elwood are on a mission to reach the nearest Jukebox at
the end of fifteen locations in an alternative America. The levels

range from a strange woodland scene to a mecha-
nised world and each plays host to a strange selec-
tion of nasties who stand between the duo and
their jukebox escape portal.

It may look and sound
groovy but if The Blues
Brothers were a song it
would be one of the sad-
dest ballads you're ever
likely to hear. The control
method is smooth and the
animation of the brothers is
R ?nlh ﬂuldih:nd oﬂ:llm urrl:ld-
ng, yet gamepiay a
PAUL total lack of originality
throws Do-It-All’s entire tool department in
the works. In addition to the annoying
gameplay, the two sprites are about the
only thing the game has in common with
the John Landis film. If this wasn’t lazy
enough, the same landscapes and nasties
keep reappearing, greatly minimalising
variety. Such problems and a duff logic sys-
tem which replaces creatures as soon as
Joke and Elwood leave the screen earn this
e as the

Super NES game the same respons
equnlly-nnmm NES version. In the two-

ayer option these problems are more
lhun tlwhlud leaving little incentive to play
on. Better luck next time, mes amis.
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4. Never before hes a screen been so worthy of note.

4. There's nothing Elwood likes more than doncing on tood stools.

SUGAR PIE.

Cream cakes have the strangest
effect on Jake and Elwood. If
either of them feast upon the
levitating luxuries, they are
transformed into a mass of
bulging muscle. This state then
enables them to jump higher
and do more damage when
flinging their unwanted records
at the enemy.

4. Get this dog away from me.

How To Control

Eﬁtﬂ:ﬂi the screen left/Scrolls the
screen right.

locating a large jukebox.

e R AT R T S
| =i 1 o a8l b e ___i.—“' e o o ¥ o 't '.
il "*i-=:,'-‘-..1| RS e e Al oS S Il '11
IS - :fﬂtﬂ?‘.!]"' U8 ':!"!'-';.'.."i.ll;lj:-'.l:.-.l.ﬂ}.ll.':-::" y N v NI = HPI:-'.'
1K b 1 A Tia -_-‘H-l'..}-;_-;nt;.' o e T s (STl s TR
'-r?-gt-—- A S T b e
g L idal i bn L)
}  SNSETco

DPUSSEG - TR R
1,11111__1_4.*1';!3?1"’4{:_‘;';&1:_.#;,##,”.. Than
a ¥ i ? .-.. '..I-".| s el o - 3

)
A - i "!,
4 ¥
- o & = . - F
s 2 il e &)
‘_ D A A5

SARNialnian, - —
zoocBexoil pggy 172x “xoo |
- “;
i .._'.‘
4=
e

4. Mind the indistind gremlin, Morlon.

HE AIN'T
HEAVY.

In the two-player game, Joke and Elwood have the
chance to co-operate. As the soul men try to reach

the jukebox they climb onto each others shoulders
or vent their anger by firing records at each other.

4. Whot bulldog, where?......Eek!

In search for the jukebox exits, the pads make the duo run, jump and crawl past
the many obstacles in their path.

x Ho Function.

:i'l

]
il
i ,..:I.

=

s j : Pauses the game.
i CT: Selects Jake or Elwood.

How To Pluy Guide Jake and Elwood through a series of platform situations collecting records to

throw at their enemies and other power-ups along the way. Exit each location by




EASY GOING
FOR A SONG.

Although their mission involves the location of the
- larger jukeboxes, smaller ones grant the brothers
- with a short period of invincibility. To indicate their

=

e

temporary powers, the music speeds up and the
sprites flicker slightly.
e s A R Ee———,
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4. Dear heart, I'm so hoppy | could fly. RN R TR e D, 7 )
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& I'm so hord | don't need to walk by mysell, | con get Joke to carry me
insteod. Faster, Jake, domn you!

i e

4. How long can Jake stand on one leg? One L2 =%,
minute? Two? Who cares! -+

. 4 Joke ond Elwood are entertaining to walch,
J"b‘;ﬁu ot as are the majority of the enemy sprites.
< &C o . " Maony of the locations are rohashed versions
4 e e £ a & P of earlier ones.
a o S - ~

4. Behold! The miniature jukebox of extraordinary power. Not that | need
it, being so hard and oll that!

e e— A Delinitely the most siriking foature of this
3115 PN cart. Some famous French bloke composed all
the music. The sompled sound effects are clear
_ ond of o high standard.

in doubt, platform it.” OK,

so this may be fine for

games such as The

Addams Family where -

there are no real action Jo= L NS fmvating pamiploy 15 o big ool

scenes in the film. - . The levels are very short and hordly worth wait-

However, The Blues Ing fo see.

Brothers movie is stacked :

with exciting car chases TN EY Ty _

and fights - so why didn’t _ 5

Titus put these in rather 4. Elwood wonders what the heck he's doing in o sewer with a rotating plat- ' ”um

than opting for the easy form circling o bed of spikes. Moreover, how is he going to get to those discs? :

A The control method is simple 1o vse.

" This is the closest o gome has ever come lo
having zero playability. I's not so much diffi-

cult os ridiculously unfair, Two-player situations
are even worse,

way out? Instead, once
again Jake and Elwood
are subjected to even
more hokey platform
‘japes’ which prove decid-
edly dull - especially since
the same stages keep
reappearing throughout
the game! Lobbing
records and avoiding the

many nasties is tedious to v ' e T -
ery poor and sadly disappoint- |
the exivame, and the ing waste of a valuable film |
search for the exit-point - e A
jukeboxes rapidly lost my m[ o us rd“ fn:lle
interest. There’s so much Roger Irrelevant award o

decade.

potential for a decent

ht next time...
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G. |. Ant™ is a soldier ant. He's extr

tactical manoeuvres. What's mor

super smart! His latest mission I1s to gain access to the crazy world of
Captain Rat's Treasure Caves. Very straightforward...NOT?

You see, this particular cave is a tunnel entrance to Domino Domain - a mini-world

comprised of nine different continents. G.I. must negotiate many screens of
mind-teasing problems. Each level has a door

to the next. To open the door, the "Trigger"
domino-block must be felled by causing a
chain reaction with all of the other domino-

blocks in that level.
Pretty casy...NOT!

Ocean Software Limited 2 Castle Street Castlefield Manchester M3 4L7 (199 RED RAT SOFTWARE OCEAM SOFTWARE LMITID




3 nothing like a foreign dictator to
bit of patriotism. They give us
> spend all our cash on big
sometimes they take small chil-
y if they don’t brush their teeth
ased loosely on events in the
ars ago, Desert Strike com-
egy and shoot ‘em uvp elements
er attempts to thwart the evil
of a desert-based tinpot despot
miliar? Getting to grips with a
ed Apache helicopter, you'll
several missions have been set
tually isolate the evil tyrant.
ver the years the dictator has
a huge army of tanks, planes
nry, and these have to be
or you're going to get shot
look a bit stupid. So prepare
r war - the fate of a thousand
ions awaits...
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RELEASE
MARCH ‘93

CONTROL
JOYPAD

GAME DIFFICULTY
HARD

CONTINUES
PASSWORD

SKILL LEVELS
]

RESPONSIVENESS
600D

1ST DAY SCORE
REACH SECOND CAMPAIGN

A direct conversion from the
Megadrive game ‘inspired’ by
the UN/Iraq conflict.

™ -




COPILHLOD MIZNU

......

How To Control The D-pad directs the chopper in eight directions over the isometric battle area.
There are two modes of control. One is where D-pad Up is forward, Left/Right
are rotate. In mode 2, the chopper moves with the direction pressed.

FIRES CHAIN GUN NO FUNCTION

FIRES HYDRA ROCKET LAUNCHES HELLFIRE MISSILE

START: PAUSE/VIEW MAP
s SELECT: NO FUNCTION

NO FUNCTION

How To Plﬂ)’ Four campaigns feature a series of ground-based targets to destroy. A limited sup-
ply of missiles, bullets and fuel are rapidly whittled away, although fresh supplies
are located randomly about the play area.
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wait it’s finally arrived on
Super Nintendo. Has it
been worth the wait?
Certainly! It's virtually
identical, with a few
minor enhancements: the
main helicopter sprite is
more detailed and the
sound effects are meatier.
Gameplay is the same,
which is no bad thing
since the Megadrive ver-
sion is an absolute classic.
Its combination of variety,
depth and challenge
makes it incredibly addic-
tive - once you start you
just keep on playing to try
to uncover more secrets,
find POWs and downed
pilots - and find out
what’s in store in the next
mission. Brilliant! if you're
a shoot ‘em up fan after
something that offers a
whole lot more than just
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COMMENT

| was a bit miffed with the
ethics of the original
Megadrive game, but
that’'s my sensitive nature
for you. Now that the con-
flict has become a chapter
- in history for most of us,

-, i Desert Strike doesn’t have

: the same impact as when it
Gus first appeared. It's appeal
isn’t really enhanced by
being a pixel-perfect copy of the original.
Rather than experiment with the abilities
of the Super NES, or even just mess around
with the colour scheme, EA have opted for
the same slightly dull look of the
Megadrive game. Admittedly, the sound is
an improvement, with some brilliant winch
noises and battle sounds, but it's just a frill
and not an essential part of the game. In
terms of play, Desert Strike has sectional
appeal. Despite the look, it may be a bit
too involved for pure action fans as a lot of
thought goes into carrying out a mission.
Despite these reservations | found myself
hooked, mainly because the game’s struc-
ture offers tantalising progress and there's
loads to be done within each campaign. All
in all, Desert Strike is a pretty good game
with loads of depth.

N

§TAW

po-

4 Comprehensive manual, amusing intro
sequence and some helpful control options.
- No difficulty levels as such, end no inftant

quit ophion.

A Lots of litthe vehicles and buildings which
are interesting to look at. _
" The desert colour scheme, and flat terrain

are frequently uninspiring - o bit like the real

A Lots of in-geme military sound FX, including
whirrs, clicks and explosions,

No speech - o game like this begs for o
speaking co-pilol The music is dull, too.

YABILITY

A IY's easier to pick up without momentum on,
and thera's o nice feel to the action.

* The frequent quiet periods slow the gome's
pace down a notch.

USTABILITY

/. Four campaigns, each with multiple involved
' missions meons o wod of work owaits you.

A sturdy conversion, of a game
past its technical peak, but still
featuring plenty to do. If you
were waiting for this to arrive,
buy it without hesitation.
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Erunied this is usually

because of the distant per-

spective used to display the

court, but imagine being so

close to the action that you

feel inclined to duck when the

on-screen player swings his

racquet! Viewed from dire ity ‘
 behind the southern end of
i =l'ha{nuﬂ,_ﬁmuhg 'I'nrmin i
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5= impets to spot the differ-
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Bt e ”urs Miggins.

'BEST SHOT

Amazing Tennis offers five staple tennis shots. These are played
either fore-handed [racquet held to the side), or back-handed (rac-

RELEASE

Sl TBA | quet held across the body). A third little-known method, cack-

'8 CONTROL handed, involves missing the ball every time you serve. Here's that
s d volley list in full...
& 10R2JOYPADS g
- & GAME DIFFICULTY SOFT SLICE |

~§ MEDIUM/HARD Not a Sunblest loaf, but the basic return shot. Ployed ofter the

8 CONTINUES bounce it returns the ball with moderate speed and good height.
Nl N IA Play it close to the net for a soft volley.
SKILL LEVELS - HARD TOPSPIN

ol ONE 8 A low, fast and powerful return. At the net it produces o hard vol-
e RESPONSIVENESS ley, whilst a bounce shot produces topspin which proves difficult to

o ' return.

8 GOOD '

~ 8 1ST DAY SCORE | LOB
B TOURNAMENT SEMI-FINALS 8 This is a tactical shot, played from the base-line, which changes the B8
0 G 8 pace of play. The ball is returned high into the air and deep into i
X S RIGIN the court, but is also a deceptively slow shot - and judging where ‘
~ B Atotally new perspective to & it's likely to land is a real nightmare. Perfect against net players. ;
B Tennis sims, from an established | 1

ol / : "
& programming pioneer. . DROP _SI-IOT |
iF 15 & Another tactical shot, best played close to the net. A drop shot is o T T o T T A T e e

soft lob which barely clears the net. The opponent is then forced
towards the net to return it

Only playable on receiving a lob. The smash powers the ball deep
into the opponent’s area and is the most difficult shot to return.
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The International Tennis Federation recognises games played on three types of sur-
face. Each of the three - concrete, grass and clay - make the ball react in different
ways, which means learning tactics for each. Here's brief lowdown on the surfaces:

A firm surface offering good bounce. Concrete is more suited to base-line play, since S — m— 2
the high bounce and speed make net shots tricky fo return. T ¥

-l a el -;---..---I-—u ErEET T 1 5 S

Wimbledon is the only major tournament still played on grass. It produces fast
games because of its low bounce properties, and games tend to be played around
the net and off the volley. Falling over on this soft surface stains your kit, though!

CLAY

Clay is the softest surface to play on, reducing the speed and bounce of the ball.
Base-line play is fairly easy on this surface.
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Amazing is cerl‘ninly how
this looks! Amazing Tennis’
viewpoint is eye-catching,
and thankfully the player
animation and scrolling
supports the brave new
. ; perspective David Crane
LT has plumped for. The ball
o, WW. {ravels ot a fast speed, and
coupled with the convincing
GUS racquet noises the effect is
uncannily real. However, there were doubts
as to whether the game played as well
from the distant viewpoint, but it proves
surprisingly easy to get to grips with.
Amazing Tennis is quite tricky to control,
though. Serving requires practice, as does
keeping the ball within the boundaries. Be
prepared to invest some real practice to
Y attain skills (as you would on a real court),
4. Don't you come it with that racket! and prepare to test those reflexes as it
R moves faster than Super Tennis and is less
S forgiving. The sound is tremendously real-
istic - but the umpire sounds suicidal some-
times! Is it better than Super Tennis? No,
not quite. It doesn’t have the password, the
Wurld circuit, or doubles option, and it also
lacks a bit of the fun. But | think there is
room for both these very different tennis
games on the Super NES. This one is almost

a simulation: no cuteness, just staggering
realism and brilliant tennis.

T ] [T T T T
o

e aen ~ ﬁ:ul

Playing from either end of the court, the pad is used to move the player across
the court. In addition, when hitting the ball, pressing the pad also allows the
player to control where the ball will land - although this proves tricky.

How To Control

Performs a lob.

Performs a soft slice or serve.
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Performs a drop-shot.

SELECT: Brings up the scoreboard.
START: Pauses/restarts the game,

aid!

Rewinds/Fast-forwards the action
replay sequence.

How To PIU? Points are scored if an opponent fails to return the ball over the net or within the

set boundaries or if the ball bounces twice. Three sets are played, with the first
player to win six games clinching the set. Easy, eh?

4
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AT YOUR SERVICE

Serving involves two button

" presses: one to throw the ball

. and another to hit it. However,

~ fast serves (accessed using the

' B button) require precision and

perfect timing or they result in P

a fault, To be safe, slow serves rs- iy

.-r..hl::ruh:.‘!i always be p:’l:g:d on the

second service, an warned

that the game doesn’t recog- BA D CALL

nise lets. Using the D-pad dur- Amazing tennis offers total

ing the throw, it's also possible adjudication! The voice of

to position the service. an American umpire (one
‘Frank Hammond' no less)
announces all points,
game tallies and tie-

e g B IRESENTATION

action replay is availoble | ,
Crane has at the end of each game, ||+ o SRR S s plups ond shin
been allowing the player to suliyrriiig B o <3 stvlos. ;
responsi- scrutinise dodgy calls - and | ) * Lacks the wealth of stats ond options of
ble for the joypad’s left and right — - Super Tennis.
some of buttons are used to rewind ' i

the most the replay if necessary.
innovative

4 Hil Ib¢

i L 1,4.”4 'rhll
hﬁ‘fjj”'lf lﬁa l

. Bring me sunshine...

titles I've 2
Hﬂ‘n. | _;.I": _ e
Following i lir —ﬂah%ﬁaﬂmj— = & Fabulous use of o low-slung 3- perspec-
- . M '. - = == .‘ﬂ
a slight lapse in quality 1 aﬁ_m_

| 'F _'  five, coupled with brilliunt animation oid ball
. : ; : -~ movement, with o dollop of smeoth scralling on

with A Boy And His Blob,

he has now returned with e

a real Ace of a tennis sim. 1 ﬁhpﬂ*gg;ﬂ,. .»;-q,a.tlhr" k:.",hila "

The brave choice of view- . ‘!-v.;lﬂ.,g-i" twwﬁ' G :,.t;' #j;
point works surprisingly i SVOY: UWT CRIC

well, and the assorted
visual and sound effects
are nothing short of bril-
liant - even the fences
rattle convincingly when
the ball hits them! The
trade-off seems to come
in the less than instinctive
moves, though, and |
often found myself hitting
the ball in the completely
opposite direction to
where | was hoping. With | &5
practice, though, Amazing ¥ . &
Tennis proves remarkably .
addictive and, most
importantly, fun. An
option to reduce the num-
ber of sets would have
been nice, as three
proves a little gruelling,
but overall there’s very
little to fault. Amazing
Tennis has also left me
with a dilemma: do | pre-
fer this or Super Tennis?
Well, Amazing isn’t half
as immediate as Super,
but benefits from its
vnusual viewpoint and
realistic animation. In the
end, Super wins out
thanks to its simplicity,
but Amazing Tennis is the
perfect partner and still
worthy of attention.

4. All the sounds of atmospheric tennis, with
digitised scoring, recquet twongs, opplovse ond

j
.ﬁ line calls.

e e e

.'
el o -y .- M ! L

e I

. Its status as o greol two-player game is
unquestionable, ond the computer opponents

. The wholly new approach to tennis games
makes you want o Iry it out immediately.
It soon becomes apporent thot proctice is

going fo be required.

A great, if not quite the greatest,
| tennis game. Not only technically
. interesting, but great to play,

T — T
kel T
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| .
ins all the thrills, spills a

%
&“ A must buy !" 89%

A LONG TIME AGO, IN A GALAXY FAR, FAR AWAY...

A small, courageous group of Rebels are fighting to restore freedom to the galaxy. Be Luke Skywalker, striking your first dead|
blow against the Evil Empire. Or Han Solo, veteran space pilot, sometimes smuggler, and unlikely hero. Or brave Princess Leia, wh
risked her life to steal the secret plans for the Death Star. Enlist the aid of Obi-Wan Kenobi, and the droids C-3PO and R2-Dz
Explore all the incredible worlds of Star Wars - from the Tatooine desert, to Mos Eisley Cantina, to the treacherous trenches at th.
very heart of the Death Star. Only you can destroy the Death Star and save the Rebel Alliance...

MAY THE FORCE BE WITH YOU!

f-f-rﬁ'/- r""\.-'-"\ J'J'r:l 1'r'.:'IJ* !:":Il
i L t /' Ji |!I L‘ ‘ I—, L) O i;q- ]J_l:lll' i eviaa 707 ,*:.E-“...'J I'.;J_u:
Morihn Finchlsey Loncdon W2 Ol
b A ,/ \ /\/\ Lo : . Tel : 0B8] 343 905685 FPox™ 081 343 5544

star Wars is a registered trademark of Lucasfilm Ltd. All rights reserved. Used under authorization. Star Wars® game © 1992 LucasArts Entertainment Company. Lucasfilm Games' ' is a trademark of Lucas Arts
Entertainment Company. Licensed by UBI SOFT.




NINTENDO

JOYPAD
GAME DIFFICULTY
MEDIUM

CONTINUES
NONE

g"KEII.I. LEVELS
RESPONSIVENESS
POOR

1ST DAY SCORE
Complefe first two levels.

ORIGIN
“Zany" game based on the
antics ofnporody

know better - especially after
Willow. | mean, they did Star
Wars and everything. Sheesh.

lT—:-l"!nrm :_._‘ ___|.'Il iinfjj_l.mmr

113101
S BB ERBER,

I3 377173
.
BEEEEEE ;

Jet shoots off in front of the Defenders' HQ.
Hopetully, he's got his Kleenex with him.

Use the to lead
How To Control rnrpud

into battle., Each umihmrnwn
uniqunmpmrhdenldmﬂmhﬂn
enemy and a choice of three characters may
bcmudhrmmmnmuﬂsundduh-

Fire weapon.

START BUTTON: Pause/in-
game options

SELECT BUTTON: Pause/in-
gome options.

HOH To le Waonder around m-hum-

tally-scrolling, psuedo-3D lev-
els beating up robots and battling end-of-

level bosses. Keep on eye on the the heroes’
energy mefer, ﬂ'aough and foke care not fo
run out of time - both result in instant death.

TAKE ME TO
YOUR LEADER

Although the six comic strip Defenders always
stick together, in this NES outing only four are
available at a time. At the start of the game,
the player is given a choice of three group
leaders - Jet, Radium Dog or Ms Megawatt -
each of whom toke along three teammates to
aid them: Toolbox, Buzzsaw Girl and Monkey
Kid. Whenever a hero is captured (either when
their energy expires or they run out of time), a
new character is selected from the remaining
saviours. Thus, it's sensible to rotate the use of
characters and switch around when collecting
energy-resforing power-ups to protect your
favourite heroes for the first couple of levels.

S
(@ e imaT ‘.i 11{ ﬁ |
'-‘ %

-
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"No, that's not what | meant about giving us o lift."

..--¥_;'-l-| 'J._. -;_'_:'_r ﬁd*. | I---- ?‘--.' Ir.

AT ItEam ITT N LALLM Ll IR RIiTIR)

rrrrtrrrf:rf:;rrr#rrrrr;
e eSS SRS S S S-S T

N e g

Can't stop dipping, can't stop dipping...



LOW-CALORIE

OPTIONS

Pressing Start or Select summons the in-game
options screen. This allows the player to choose
which Defender they wish to play as next, and
displays the selected group leader. However, it's
also possible to switch to one of the other char-
acters whenever a comic book is taken from one
of the in-level shops. Other options available
are a map showing the layout of the level and
details of the enemy’s positions, and the
Supercharger.option, which activates one of the
Defender’s invincibility devices stolen from the
end-of-level guardians. The amount of money
the group has between them is also displayed
within this area.

LRI Tt
SHOP TILL : E:.;:jr_y@g B
YDU anP LSUFPFEHUOCHAKIGE LY

Each robot-infested level is v
divided into a number of e/
areas. Once all the robots in

each area are killed, all the

shops and buildings which line

the route are reopened. This

means the Defenders are free

to enter the buildings -

ITJ' i IS B although there are usually o
ﬂ'""' s ]' “‘]l 100 | I—"” P fj -~ couple of robots still active
————s ——— within. However, in addition to
Monkey Kid waits in line at the bank. Typical, :‘:P““i::'“ b”'::d'"gs “‘;m con-
e cbill : - ain a bonus of some descrip- ="
'I!]. 30 am and everyone's still in the back having o HaH L Road: Bowelsin Boi: | After reading the
nice cup of coffee. Pah. : : . Defenders of Dynatron
money or information, for -
A asA B A AR RS SaEEEASAR S AR AR SRR AR SREBERAEE G LE R ﬂlﬂmpl"- M’nstﬂfthis Etl!ﬁfis WME“ﬁm
there for the taking, but on that Lucasfilm were
i r
- ’ ] ,.=-!- '= : = = . entering the Mega Mall the hlﬂndﬂullﬂsz:ml
e | X , P oem Defenders’ cash reserves are was pretty sure
' 1 L == - brought into play as they stock was going o be dead
B pilay Y .
up on assorted mission-assist- - good. However, by a cruel
et 2 : ing goodies. trick of fate, | was horribly
wrong. Defenders of

" Dynatron City is one of
the most dismal games | have ever had
the misfortune to play. The travesty starts
ing _
shrieks. Press the Start button and you
M'" i Rom e A

a

rs, indecipherable backgrounds and
ﬂumnﬂumnﬂn&uuﬂmﬂmﬂuﬂﬂ
has seen. Sadly, there’s worse to come -
in the form of the gameplay. The collision
detection is heavily weighted against the
player and it seems impossible to hit the
robots unless your positioning is pixel-

©o==s S was)
Sy ey

He's behiiiind yooooou.

|
e o e

Now it's time for spot the ball...
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MEET THE GANG

JET HEADSTRONG
One of the selectable teom lead- The mop, shown here disploys

ers. Jet is your average muscle- lacation i

- your location in the level. It also
bound hero, with your average shows which areas of eoch level
rocket-powered detachable need clearing of enemies before

head. Unsurprisingly, this forms : ‘o
his main otock mathed. the boss is tackled

RADIUM DOG
Another team leader, Rodiuvm
was an ordinary mongrel until

Liome ] ﬂgnnu'thnﬂy News
ROBOT RAMPAGE

hnluppo-d Upﬂbﬂh’lﬂ*?fﬂfﬂ HEWEST DEFEMDER VOWE TO
Cola left out by his Master. prerr P torpperssepyteilirorgtr
Radium’s sonic blast bark is the i AR | | g
terror of the neighbourhood’s RECR | Frols | e | S | R | G .
cats, as ore his super jows which n ‘"0"
allow him to throw cars! Newspaper headlines such os |
this report on the heroes' success
MS MEGAWATT joF acead, e wwe] e it ot e g ssatoth
The third group leader, Ms etween each level. weloss,

Megawatt is the fastest member
of the Defenders, She also has
the startling ability to fire blasts
of electricity from her hands,
making her something of a dan-
gerous adversary {ﬂ:zihc best
character to pick).

TOOLBOX

This hammer-head is the brains

of the group and tags along with

whoever the group leader is.
He's slow moving, and whilst his
headbutts are very powerful,
they suffer from a short range.

BUIZSAW GIRL

Jet's current flame is Buzzsaw
Girl, a chick with a giant rotary
saw instead of legs. However,
contrary to the comics, she
doesn’t use this in combat and
instead throws weak mini saw-
blades at her opponents.

Small, delormed sprites. horrilic wie o
wolour, and tenrible badkgrounds and animation
which would look amateurish in an epirode of
Roll's Cartoon Club

.‘”

v Aatieese! Thiv motley collection ol wireedh
ing. yowling 1o-colled “tunor” and luary, ndin
timct “elech” would mabe Johony Deate winee

32 A 'y nol actually all that eany
L .l onie you gel inda i1 theie aren |

encugh leweh lor a real dhallenge

MONNKEY KID

Monkey Kid is the obligatory
puny, wise-cracking charocter.
His bonana bombs are reason-
ably powerful, but they're slow
to fire and a litle inaccurate.

Slow, dull and repetitive. Wading throwgh
the levels s o real bore and theie's no exdite-
el o #noouingo ponevrianin

A very disappointing release |
from a company that should
know better. Avoid at all costs.
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ENTERTAINRENT SYSTEN

The Battle is about to begin!
The year is 2636 and Earth is faced with the threat of a
massive invasion. The mad, mutant alien rebels are back
with a vengeance, looking for their revenge - the anihilation
of the human race.

Earth’'s only hope is the PROBOTECTOR, the strongest
fighting robots in history, but will they be enough? Can they

destroy these miserable mutants in time to save the world...

ENTERTAINRENT SPSTEN

Distnbution: Banda) UK Lid, (UK), Unit 2G/27
Faraham Industrial Park, Fareham, Hanls PO 16 BXH

o Sy
S Unginal N\
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Ninfendo’

There’s a storm a-brewin’ at the Nintendo
High Score corner. Okay, we’ve been a bit
quiet for the first few issues, but from now on
i¥'s all going to change. You see, we've been
busy constructing our own ‘Humiliate And
Ridicule’ (HAR) Chamber where our high-scor-
ing readers are, well, humiliated and ridiculed
in full Super NMS vision. Just take a look at
this lot and you see what we mean. Now you
can see what happens to those who dare chal-
lenge the might of the rabid high-scoring
champions at NMS (most of whom are con-

ADDAMS FAMILY:
652,840 Greg Beaufoy, Coventry, Warwicks

CONTRA SPIRITS: Corner, NMS
2,196,450 Peter Amor, Bristol, Avon

SUPER R-TYPE:
FINAL FIGHT:
182,000 Rad Automatic, High Score Master, NMS Wakefield
F-ZERO: SUPER SOCCER:

89,400 Gordon Brady, Dublin, N Ireland
Hmmm, methinks there's an element of Billy Cow
Excreta here. Validate this Gordon, or prepare to

Ireland

7,4592,550 Peter Amor, Bristol,

be humilioted. SUPER SMASH TV:
JOE & MAC - CAVEMAN NINJA: Avon
265,000 Daniel Nix, Audley, Stoke-on-Trent, Staffs

SUPER TENNIS:

PARODIUS:

798,200 Dave Clay, Portsmouth, Hants Hants
STREETFIGHTER II:

1,099,626 B.R Paterson, Ponteland

This is the standard for SF2 scores! | don’t want any
more '‘Completed’ nonsense. | want figures, fig-
ures, figures! Time wasters like Mark Warren,
Wellingborough are already being ‘reconditioned’.

BLASTRIS A: LAZER BLAZER C:
18600 Steven Newman, Gosport, Hants
BLASTRIS B: Hants

11200 Jeremy Holman, Bromyard Herefordshire MOLE PATROL:

LAZER BLAZER A
628400 Steven Newman, Gosport, Hants

NINTENDO 50 N

Herefordshire

MAGAZINE SYSTEM

SUPER NINTENDO

SUPER MARIO WORLD:
9,999,990 Joz Rignall, Ego

4,057,100 Michael Barmby,

43-0 Gordon Brady, Dublin, N

720 Dave Clay, Portsmouth,

UN SQUADRON:

1,655,800 Graham Cook,
Bootle, Merseyside

This is more like it: Precision play
yielding seven-figure scores! |
am well satisfied - for now.

SUPER SCOPE

1286400 Steven Newman, Gosport,

844204 Jeremy Holman, Bromyard,

frolled under the Dangerous Dogs Act). If you
fancy joining them, detach the coupon below,
and send it immediately fo our ass-essment
team. Our strict procedures require photo-
graphic ID of sender - so get sending those
pics, no matier how sad. Remember, though,
the NMS Jimmy Chin Chamber has been set
aside for liars, cheats and general lowlife
types such as those highlighted below. You
have been warned...

The Score Monitor (Mk




CALIFORNIA GAMES (BMX): HYPER SOCCER: R e e e
68,530 Jet the Labrador, York 58-0 Andrew McQuaker, Darlington, Co e . e e s e T T A
And pray where are the rest of the events scores? | Durham =B 7 B e S
want them now, and | won’t permit delays. How inspiring. A special ‘savants’ award
for even bothering to play this turgid non-
CASTLEVANIA: sense, let alone amass such a score. -
1,565,000 Robert Deacon, Plymouth, Devon $ el il
MEGA-MAN: IR A
DOUBLE DRAGON: 11,101,600 Steffen Sletvold, Norway '
113,785 Henry Forster, Normanton, W Yorks
NINTENDO WORLD CUP:
DUCK HUNT: 23-2 playing as Russia Andrew McQuaker,
6000 Robert Wood, Seaforth, Liverpool Darlington, Co Durham
DUCK TALES: PROBOTECTOR:
$11650000 Greg Blair, Dunfermline, Fife, Scotland 1,518,000 Steffen Sletvold, Norway
GREMLINS 2: SUPER MARIO BROS:
5246 Robert Wood, Seaforth, Liverpool 57,450 Robert Wood, Seaforth, Liverpool
HOOK SUPER MARIO BROS 3:
2170400 Angus Swan, NMS 1,310,000 Jumie Farrier, Tunbridge Wells,
Kent

GAME BOY

BART ESCAPES FROM CAMP DEADLY 60-0 lan Wilkes, Redditch, Worcs

374,712 Danny Offield, llfracombe, Devon

This greasy specimen takes the prize for ‘Most ;Tji".ﬂéglgﬂﬁ. s > T ]
Irrelevant Score Of The Month'. Take him away. Thames nthony Uruce, Neniey o

DOUBLE DRAGON lI:

5900 Bobby Wong, Hebburn, Tyne & Wear SUPER MARIO. LAND:

148,716 Steffen Sletvold, Norway

EE?DKZED Steve Merrett, Smarty Pants Corner, NMS IEERID:
4 4 ' 470,935 Penny Teags, Southampton
NAVY SEALS:
, , TURRICAN:
98,2110 Kimes Fiakding, Stunmastan Rewion, 873930 James Harding, Sturminster

Newton, Dorset

NINTENDO WORLD CUP: Impressed? No, neither was |.

JIMMY CHIN CHANVIBER

The first renegade to be cast here is Matthew Cole,
Colchester. You may have scored as well as you say on DEAR NMS,

e I REALISE THAT WITH THIS COUPON |

Next! Gareth Potter has been receiving electro-shock PLACE MY LIFE IN YOUR HANDS. |
treatment for his anomalous score of 478,200 on NES ENCLOSE A PASSPORT PHOTO.
Puck Hunt. Such compulsive liars must surely be a danger
to the general public? NAME:
Graham Cook, Bootle has amazing second sight. He has s
foreseen a score to Super Star Wars before the game has ADDRESS:
even been released. Perhaps he should go into showbiz,
or perhaps he should reveal his Jolly Roger connections? SYSTEM:
Finally our own Gary Harrod has become a Mario Kart
mmi I:.li“' II" has :m:lhmllﬂ ﬂu;gm'-'- on :liﬁr.;. Try GAME TITLE:
ng Tmin score on the first circuit, or Tmin 2sec
on Ghost House 1. SCORE/LEVEL:
GAME TITLE:
Send Coupons to: SCORE/LEVEL:
GAME TITLE:
S30-32 Farringdon Lane, SCORE/LEVEL:

LONDON
ECTR 3AU
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_1.lam héwng trouble on Eldorado @0
Micro, | can get past the desert fine and getin
McKusky Mine nﬂrfent. At the end of the min

S a dc:rctr The door is Incked and needs akey

- 4 Can | have a T-Shirt? -
" Richard Ab fahar, Sandiacre, Notts
i ' s R LR lll. . L LA

e P {1 _i,r."; _‘.
because people in | ony

_— . to the rﬂ IE- At 'v,l.- [s] “‘ super .

: . 3. | hope $8% perh@éps o M nnkevrahnd

they - " m RE YO Blinonw o gadne ]

iy ) bsolutel@ibrillian :.:-. tnurmllke _

1 And'outthey go, these DéﬁJaz ; 10 games'likéithat!). 4. Nasaaagaaah!

¥ marvellolusS aaswerse B IEEISE CDUld o lb 1SW fne a 1@ i'“i' 5, : - .
_suppiieert o tendo'sew Miindheldglimes out will it

~ with the clevereag® Wi a me | -t what? S
answering trouse aigase date i Britain fofiie

the entireUfv
Jaz Rignall. if y.‘ ve

gotgnmethmg you 4R
know, write in
tn' H ALL COPIES *
+OF THE BONEY M
“» MEGAMIX WOULD
" . SPONTANEOUSLY
‘= COMBUST Q+A, NMS, ™ Ban s

PﬁIOFtY COURT, 30-32 Cast your mind back to the last issue...mmmm, | think it was number
FARRINGDON LANE, two. Well, in your excellent news bit you talked about Fist of the
LQNDON EC1R 3AU ﬁ North Star on the Game Boy. There were a few screen shots of the

pha

Famicom version which looked excellent and, probably, played as
well, but | bought the Game Boy version and was appalled, You said o yTrom. 3
e@upar NES and | evens

OH DEAR it was a great success, well maybe a great success for the rip-off
merchants at Toei Animation but not for me. : mrd this from a'Club Nmtcndn

RlCHARD! There were lots of fighters to choose from but that was about it. Two --Zw'-.;_:'__-_: Ilurls th:s truel —
fighters that you could choose from couldn't jump! The rest of them 2. The whole reason for CD'

Dear Jaz, could only punch, kick and fire little ninja-stars, some couldn't kick at
Please could you answer the fol- __ alll It was so easy to complete I did it with every character in 45 min-
lowing questions. utes! | didn't play it linked up or with the Dream Team you can create : AL o
1 When will Sensible Soccer be but to every Game Boy owner out there DON'T BUY FIST OF THE EECEUEE everyonsiiaon
mm:ng out ﬂn the Syper NEE ~ NORTH STAR. Sorry if I'm having a moan but hopefully no-one will - stereo TViHow. are Ninnte
isit ~ buy it again. | sold my cart to a friend for a tenner! Ha ha ha. OINg 10 OEEENENIE
21Is there any chance of Zelda w Paul Bennett, Bagshot, Surrey oy g #Because 'WanNSSIOaRIne
; m relemd on SUPET ¥ . CD and l ngmaﬁ |
IBSahiv how - JAZ: | agree, and Steve, who wrote the piece, was please tell me
gm, r}fgstwer severely spanked for not saying that while it was a #¥going to de! i
wasexcel- .  huge success and sold by the bucketful in Japan, it was actually 3. How much &boii kg
|gm here mms hero a load of old tosh. CD cost in English money wheng
Gary Harrod? Sterling goes up 1o its proper rat
\Simon Marriot, Declan O'Donnell, Co

Waterford, Ireland

Edinburgh, Scotland m‘
JAZ: 1. Looks highly

probable - but won't

appear until later on next year.
2, Most certainly, but don’t ask
me when. 3. £45-ish. 4.,
Unfortunately, if ﬂnrﬁm i
attended the show this issue
would never have been done.
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JAZ: 1. Quite possibly
- but | want to see the
machine up and running before
shooting my mouth off because
the specs seem to change from
month to month! 2. Ever heard
of headphones? 3. Not sure -
the price seems to change even
re than the specs!
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ARE YOU MAN EHOUGH WHOUP'

Dear Sir,

For My GCSE project | have chosen to design a computer magazine
cover and | would be grateful for your professional advice on this mat-
ter, so | have a few questions, | would be grateful if you would answer
them for me.

1. On your magazine covers do you have a graphics department for
the cartoons and other graphics or do you buy them in, eg. the
Streetfighter 2 picture of Ryu? If you do buy them in, where do you buy

them from? ::::::, E
2. Who decides what goes on the front cover from month to month and Soos

do any of the reviewers have a say in the design stages of the cover
production? Who has the final say of what will stay and what will go?
3. Could you please send me any previous covers in their design
stages so | can use these as reference on the design of my cover and
final idea, as this would be very useful information.

| would also be very grateful if you would give me any other informa-
tion that you think will help me in this project and in research leading
up to the design stage and final ideas.
Oliver Whitehouse, Sutton, Surrey

- |
£
=

® diveny

GCaMEnoy

JAZ: 1. We have in-house designers and artists, but most
of our stuff is official artwork which we get from the com- -
panies who produce the games. 2. Generally Tim and | have a % ws
meeting (a good excuse to have a slap-up feed down the local .
chippy on the company) and discuss what the most likely
prospects are (in between swapping Streetfighter Il tactics). 3. All
covers are designed on screen, and once done are erased forev-
er, So no my for yuu thare, matey.

..J1i

w

.~ ' i i v & [

m QMED |.| mmw* ml TAKE IT FROM ME, YOU 'RE CRAP

dyou. asa \Pmi rather | “”:”,'J,;L e S O . . . Gl B2 -
mapt {*I""k .-"_- jue Eg Could you please answer a lew (queshons  They may b doll, Stupd and totally easy 1o

w‘ : F E on MNES? Y*kﬂﬂw IlkE S VsV t"“{ el lernisl Spare meé i o mmiimenita Oof VoL 'l.-1_||1.1t.|]l' Lirmis 1O answer thiam
. _tne'Mega "'-' Wlth all the finishing manoét-

il ,;m sen pulling my hairout with frustration,
i’ "ﬂr 1 get - Lemmings %r Krusty!s Super
SR S alafeld i

3. When

I WIll there ever be a convernor So that you can L-I.u, NES games on a Supéar NES

Giame Boy games on a NES or even NES games 1o be playved on a Game Boy'!
Wl & game thatl has any resemblance 1o Streethighter 2 ever coma out on the NESY

3 When will Megaman 3+« reach hieland?

4. Could you please send me a reviow of Streathighter 2 and SMB 4 with a tew screen
shotls since | nussoed th Saue whoen you reviewed them
B 5 How come the pnice of NMS camé up alteér only ong month (Fm Sl buying it though

ok | W R rl s il rtr'l

Ul{ vara‘an of Pilotwings land in this
glorious cnurw-y of ours? +
4. Why the hell is Blanka's real name Jimm{:’?

. mean, surely they could have picked a harder, RTINS, VIR CU I, SNy (TP El

streetwise name better than thal, aaah, and doesnt - - |

a fearrunidown your cheek WHEH he hugs his mum JAZ: 1. No. 2. No. 3. MegaMan Il should be out over in lreland now. R—

at the end? Fdon't think.

MegaMan IV has only just been released In the States, so | doubt iUl appear in
this country for a while. 4. Sorry - we don't send out stuff. 5 'Cos of the cover gift,

"-
- GUMP

®Dear Jag, "™a W w
Could you answer these ques-

1 Are the darqnuuns fo

moves on Street FIF on tl-_
SNES the sami as the arcade
directions’?

2 If not, how do you do Hyu S

Dragon Punch ame -
and Guile's So

Somersault Ki¢
Mark Brumby, F

Gavin Jones, Dees:de Wales

JAZ: 1. There's.a goqg';'ME- keep
scoping the news f information.
2. Hmmmm. Errrrr. Super Star Wars. 3.

. already! 4. That's why he gﬂange-cl hﬂ'na

Blankal Zm

JAZ: 1. Yes. 2."Read
instructions.
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A Final Fight'has nothing ﬂf !
months Q&A but we need to fill



- I Dear Jaz,
- Please will you answer ?‘i
uk m?mi--ﬁr--r-'---'-m'-afl el

Have Capcom got anyplansi Ieasg a simulta-
L&) ¥ -":i-'.'.!':;!l'f: .'I.-i'.:l:“ -I '

istions on the Super

C‘Bradla} Oldha; P.ancﬁ

“al u::h betlnr no—PIayer game
|| ilile the site is true fo
're d

, ' Yeay azza,

. — f Ma

omics, please colldyou
tell me when the Punisher, Wolverine and
Spnder-hﬂan\gﬂm Sgre cnming outfor the NES.

lan Cowl! el Y
an Cowley, ﬁ%d ’S arki

JAZ: Splﬂer'-h'la‘ out now. Punisher - - i
looks doubtful in this country and Wolverine ‘ 'fut unﬂlﬁa dull Amesicai®

or Dear Jaz,
oqulq well appear early next year. 7 ¥ fuoiWI game for tha SNES;

I'd be dead chuffed if you answered me these few
questions.
= 1. Will there be any three games on one cart for
™ the Super NES?

| 2. Will Soccer Brawl ever appear on the SNES?

Dear Jaz, 3. Will Alien 3 be the same as the Megadrive ver-

| have just bought a SNES and can't play on it till Christmas, since I'm new to it could g sion?
you please answer my questions: MW 4. What's the best golf game on the SNES? |
1. Is Streetfighter 2 any cheaper than £65. 997 . Alan Hinchliffe, Rotherham, S Yorks
2. Which is better: Castlevania or Streetfighter 2? 3

3. Is Zelda 3 as good as you said it was? | JAZ: Chuff away matey. 1. | doubt it.
James Megarry Pershore, Unknownsville, Arizona 2. No. 3. Apparently it'll be very similar, but not

identical. 4. Irem Skins | guess, but | don't
JAZ: 1. Shop around - you can find it cheaper than that. 2. Streetfighter Il. »¥ even like that very much. |

3. Of course it is - are you calling us a buncha liars?
AT TS
T IS

__l]h

~ Dear Jaz,
g IS totally &

be available @and how ost
“2rinanother magath‘g_whlgh wa‘f' not r

said that Mario Kart.is not compatible wi 5

Super NES not even with 'a'éonvertor, isthis true?

3. When will the UK PAL version of John Mladden’s

‘93 be available and how much will it cost

4. Are there any decent American football games out

for the Super NES (UK PAL versions).

5. When will the UK PAL version of Bart's Nightmare

be available and how much will it cost?

Leigh Ireland, Denbigh, North Wales

= 1. It should be out now. 2. It seems so.
& out now - read the review elsewhere in these

4 No. 5. Early next year. The price hasn't
' -
L DT o s UL LR

i . e e fT i L] el ; SHA
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A Mario Kart a
tial purchﬂ'sa '
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Super sadness! As from next month
Jaz will no longer be answering the
letters. What with his busy schedule
of long lunches, extended Super
Mario Kart sessions and by-weekly
appearances on Sky News, he's
decided to hand over the letter
answering crown 10 a new character.
Who? Well, you’ll just have to wail
until next month to find out...and we
guarantee a surprise! If you've got
anything to say, write in to: OH NO
IT'S A LOONY ON THE PHONE MAIL-
BAG, NINTENDO MAGAZINE SYS-
TEM, PRIORY COURT, 30-32 FAR-
RINGDON LANE, LONDON, EC1R
3AU.

Dear Jaz
Congratulations on a balbant magazine | have read
Mean Machings since issue one, and the split has
sbecn camed oul balkantly. New-an 10 the senous
points
With all the Nintendo magazines appearing on the
seene the dilforence of marks lor the same game 15
qetting totally out of hand™ 1 always Buy my games
Caller a tavourable réview 1in Mean M.‘l::l’ﬂl_‘h-,rtn, and
“alter you reviewed Super Castlovania at 37 |
Couldn’'t wail to buy the official UK version, However,
just betore the release | was reading an issue of
dolal” and their review ol the same game was /3%,
They said “the game suffered from termible slowdown
aven on screens that are nol so busy”
Alter reading this | had doubls about buying the
game, but decided to but it on the stronath of your
roview. Now I've played The game 1o the vory end,
and It wasust as your review said, and il never
slowed down once Now were "Total” playing the
-‘__ same game? Now my second point Every maga
s _2Zine, apart from yours, has said thal Super Ghouls
s and Ghosts is spoiled Dy the tuagh difficunty level, |
h:Mnuuht it and it doesn’t spoil it for me a bil, It

—

ple of diys. Or maybe they
8L A8 lar as I'm concerned your

‘{ ‘__ ﬂﬂlﬂ'lﬂ.

A Ty

B on, "odmorder m > %
~ JAZ, Hurrah! You should have known who to

st! We're expert players who DON'T talk non-
- sense, DO play the games and DO know what

T X ]
i

¥ —
e i
H

i

callod 1eviowers want games

Doviar Jaz

Waell dhane: on the new "Nilendo
Madgazime Systom’ Tho now
Peviewingg shyle s geeal and youl
havae retamed the hgh inlore:d

level. You may think thig sounds
stupid, but | think you should include
a Sega page. Nol all Nintendo own-
ors think that Soqga s a pile of junk |
own a Super NES, but evon though il
heals the Mﬁu;llinw- ety L wouldd snill
ke 1o know aboul new games corming
which  one ol my lnonds ought gel |
woulld also like o know whal | was Lalk
ing aboul i a convaersahion with a Seqa
owner, and 1 could skag ‘em ol il the new

(James were crap
Who produced the Sega video? F've seen
it and think it's a greal idea, I'm sure all
Nintendo ownars are jealous and want one
for thetr maching, Buti 's a Seqga prodoct
I suppose thera's not moch you can do o
ael i Nintendo one  Finally, why do | keep
finching prnting errors where bits of lex! are
wiped oul, moved or repeated. Have you nol

ol someone o look throogh for mimss _
Micheal Carr from Weston-

Super-Mare sent in this excellent
rendition of Rainbow Islands

lakes belorehand, or s the printing
machine gqomng haywire™

Nick Newton, Winterstow, Salmsbiaory
JAZ The occasional mistake does slip
through - we've just changed all the
machines in our offices and now use a very
complicated desklop publishing system
whieh we're still getting used 1o, So just stick
with us and hopefully tho

ly, was on my first go | con-
quered the 100cc class - where-
upon the 150ce level appeared.

Doar Jaz —

I was disqusted with yvour review of Supor Mario Kan
in e first issoe of NMS Thoro you wero, shioWing
oll thal you had completed the game on your second
a0 when you obviously had not. To complete the
game you have lo luush the special ack sechion wilh
gold, It you do thig you aro treated to an end

equence A you reset the gamo, you wikh.
nd a new category - 150cc. This is considorably
faastor and packs a real chal |
folure when you réview i MW
Iy tust | own the Amoncan vorsion of the game, 80
whal | have said may nol apply o your version
However, In 150cc ¢CAeaory Marnio kan hecomes a

lop one-playar gama a8 well as a classic lwo player

Conrad Mowlsley, Reading, Berkshire

On my second session 150
was al50 completed - and |
very cheesoed off to find o
that when you finish the game
a secend time around - gold on
1h0ce = the ending is no differ
m,n number of dif«"
ferent difficulty settings - eas
medium and hard would hnv#
added a bigger challenge. |
just Too easy. With two pla
though, the game is sim
best,




BARBY BABOON

Dear Jaz
| was watching
GamesMaster and
was shocked to see
that they had actually
produced a Barbie game
for the Game Boy. I'm a
thirteen year-old girl who
loves video games. So,
pelieve me, silly childish
games like Barbie won't turn
giris into console players.
My favourite game is
" Streetfighter 2, but | also
enjoy playing Solomon's
Club and Tiny Toon
Adventures on my Game
Boy.
| agree with the fact that they
should include more playable
female characters in video
games to make girls more
interested but next time they
should give games like ‘Barbie
goes shopping’, ‘Computer
Aergbics', ‘Pretty, pretty
princess' etc a MISS! What do
you reckon?
Jennie Kong, Warrington,
Cheshire
JAZ:Yeah! It's rather patronis-
ing isn’t it. What next? Good
Housewife Simulator? Super
Nappy Changer? Girlie Skirt Challenge?

Dear Jaz

Dear Jaz

‘Oh dear, obviously another
patient for the loony bin,” said the
local GP in Stroud after he read
the second issue of your excellent
mag. Alex J Wood wrote the
biggest load of 7@"&c"! | have
ever seen in all my lifel One or
even some of the'points | admit
are true, especially the about your
brain turning into sewage. but
moans 1,4,5,7 were total rubbish

¥ More Street Fighter Il Action
from the pen of Mark Reed.

Dear Jaz
| would like to complain bitterly about the way
| was treated by Gary Harrod when | tele-
phoned him because | wanted to challenge him
on SF2. The phone call went as follows:
ME: Hello, is that Gary Harrod?
GARY: No, it's his brother
ME: | would like to challenge you.
GARY: He can't, he's crap and he's broken his
wrist.
ME: Well, you can play one-handed.
GARY: He can't, he's using his other hand for some-
thing else.
ME: Snort! (then | hung up).
| think he's either crap at SF2 or a constipated chick-
en with lice. Print this and tell Gary any time, any

A Guile returns in this action pose

from the drawing hand of someone
whose name we can't read!

SMELLY TELLY

I've just been watching ITV's new games show
‘Bad Influence’. | was totally appalled by it. They
had a small girl of about ten or eleven reviewing

games, who only liked Joe and Mac was
because of the “birds on it"; and a teenager who
kept repeating himself like a parrot. There was
someone playing a Super Scope on an Amiga.

My last gripe which concerns GamesMaster
and Bad Influence is their hints and tips sec-
tion - they are all about five months old, for

instance the Sonic level select. | think that if
you want a good review you have to buy a
magazine. And finally, | think you've done
well in keeping the same style as Mean
Machines. Good luck in future issues.
Name and a dress not supplied
JAZ:Bad Influence is dreadfully
patronising and their reviews are
real toe-curling stuff. | think the
programme’s aimed at non-play-

ers, rather than real play-
ers who know what's
‘what. Switch off and
play games instead
— it's much more fun.

PASS THE OINTMENT!

S0 in future will you please print a
warning, preferably ‘warning,
lobotomy patient letter’ above all
letters by Alex J Wood and any
other dnbbling idiots who come
from Stroud in Glocs.

R Downing, Sutton Coldfield, W
Mids

JAZ:The letter was a shambling
display of sadness, and I'm
glad you and many other read-
ers agreed.

EXCUSE ME, ARE YOU
GARY HARROD OR AM
JUST STUPID

place because | am his worst
nightmare.

Michael Dyce, Buckhaven, Fife
JAZ:l did a bit of research into
this incident and found out that
the person you spoke to was
none other than Oz Brown, Art
Editor of MEAN MACHINES,
who is renowned for his spe-
cial way in gently dealing with
irritating readers who ring up
with stupid things to say.
Anyway, how the hell do you
think you're going to challenge
Gary whenwou live in Fife?
Doh!
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CONSOLE CASH
CONNUNDRUM

Dear Jaz
| have a question 1o
ask you. Do you think
| should buy Nintendo
Super Entertainment
System with Street
Fighter 2, one control
pad for £159 when | am
not very rich? | am 10
years of age and live in
Cheshire with my mum. |
am selling my Nintendo
Entertainment System
towards it, and | am called
Dean David Stockwell.
Dean David Stockwell,
Handforth, Cheshire
JAZ:Only buy something if
you can afford it. If you can't,
don't.

LET'S GET THE
MIX

Dear Jaz

Before | get to the point | would just like to mention
that you're completely p**s funny, as is your mag.
At first | was a little skeptical about the split of
Mean Machines, as | was an original reader, but
it works well (| still get both halves, even though
| don't own a Sega). Now to the real point of

the letter: it's about racial stereotyping in
games. | don't know how many people notice

it, but | certainly do. Let me take, for
Instance, a couple of good fighting games -
Streetfighter 2, Streets of Rage. The first
thing that strikes me about both of them is
that the only black guy is a boxer.
Sometimes you can tell that the games
publisher has only stuck a black guy in to
make everyone happy. If | was black |
would be pretty cheesed off.
Remember - black people aren't just
boxers or street hoodlums as some
games would lead us to believe. My
black mate agrees with me. Thank
you for allowing me to share my opin-
ion.

Sam Hebden, Lancaster

JAZ:l know what you mean - it’s just like the
Women in console games issue. There should be
a better mix of people and sexes in games.

4 Interesting interpretation of
Yoshi's family life by Martin

R i i GREAT GAMES
4 INIA OR NOT?

Dear Jaz
| want 10 talk about the quality of recent Super
NES games. | ve heard fram my friends that JM'93
IS a big improvement on JM'92 on the Megadrive
What I want to know is, what are EA playing at.
Surely they.must have realised what a pile of
cack the original JM game was on the Super &
NES. Don'tEA employ game testers? All they"’
had to do was duplicate the Megadrive versian,
and theywould have been onto a real winner.
EA have got off to a bad start with Super NES
$90INg to take a lot of hard work and

T 2 e rethinking to get them to make games for the
—_— "' = h 2 Super NES which are as good as their Sega
" A We certainly do! Over the top ™ counterparts.
artwork of a rather busty Chun 1 EA are not the only company bringing out trash
Li from Gary Deane. ’ '}- for the Super NES. Of late, we have had the
5 o b likes of Roadrunner, Robocop 3, to name just a féew.
NINTENDO 58 W
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When the Super NES first came

out games for it were of the best
quality. Companies weren't com-
peting to get games out first, and
were paying attention to gameplay.
I'm sure us Super NES owners
wouldn't mind waiting a few extra
months if it meant more time was
spent fixing up games. Don't get me
wrong, there are some great Super
NES games out there, but there are
just too many duff ones, especially
when they cost £40-50 each.

Eddie Wardlaw, Tooting, London
JAZ:l know what you mean. Still,
that's what we're here for - so you
don’t rush out and buy a big-name
game only to find that it's hopeless.

Dear Jaz

| can only imagine that you lot at
Nintendo Mag System were misinformed
when it came to the Super Marioland 2
review, or you had a pre-release copy.
You stated the release date as January.
Imagine my surprise when | walked into
Virgin Megastore on the 16th November
and there it was sitting on the shelf, at a
sky-high price of £29.99. | promptly pur-
chased it, and think it's brilliant. It does have

a difficulty setting (you can change the game to Easy
mode on the pipe screen).

The continue game feature does spoil the game to a
certain extent but in the review you completely
ignored the fact that you can clear the memory each
time youstart, in effect disabling the continue option.
Sorry to nit-pick, but'the Princess was most annoyed
at these errors and now Imust go - she's got the
pizza waiting.

Andy Akhtar, Thornton Heath, Surrey ==

JAZ:At the time of going to press, Super Mario Il
was set for a January release. Imagine the
expressions of shock and horror when we found,
as the presses had just started to roll, that the
release date had been changed. We spent a week

beating ourselves up and have wornrsackcloth
and ashes ever since. | hope this makes up for
our heinous error,

Street Fighter Il renderings
courtesy of Stanley Joel.
.-'-"-"'-—...___ _--'-___'__P._._,-".-"'_'F

WHAT A HOOT

Dear Jaz

I've been a regular purchaser of Mean Machines
since June 1991 and when | learned that it was
going to be divided in two | was mourning for three
weeks. When NMS came out | was well chuffed! But
| found something lacking in the first two issues,
something which was vital to Mean Machines - the
immortal EMAP sense of humour. | had to buy Mean
Machines Sega to track down the sense of humour
that was lacking in NMS. Imagine my unmitigated

(delight when | bought NMS 3 and opened it for the

first time. | laughed so much | had to pick up the
limbs that had dropped off after reading last month's
CVG! Paul's summary of Kirby's Dream Land was
the icing on the cake: |l shall defend his authority
until the day | die”! And | was worrying that the so-
calledofficial® tag would spoil everything.

| heard through the grapevine that SF |l comics are
all the rage in Japan. What | want to know is, where
can you get them? By the way, | hope the free video
idea was a once off. Some of us don't have videos.
All I'm left with is a novelty book end. That's it. See
you at GamesMaster Live.

Ed Burek, Foleshill, Coventry

JAZ:You all like a laugh, don’t you. | glad you
think that NMS has now found its sense of
humour (I think it was always there). Everyone
takes time to settle in, as we did with a totally
new magazine, with a load of new ideas. What's
more, many of you know the same names here
from Mean Machines Sega, and you all go on
about how funny that is. But we see making you
laugh is as important as anything else that NMS
does. All we can do is hope you're on our wave-
length.

MARIO
"MORONERY

Dear NMS
After reading C. Murray's letter in
states that a US SCART Super
NES is far superior’ to the UK
version, | had to write in and dis-
agree. | sold my UK Super NES
after believing the hype and
bought an American one. | soon
discovered that it really was noth-
ing more than hype and that I'd
been taken in by a myth. Here's
why:
1. The colours of the UK version
look brighter and crisper, whereas
the US versions look dull and
washed out (probably due to the
expanded picture). Games that |
had marvelled at before now
look bland and average.
2. UK machines are less prone
to slow down because of the
slower operating speed. Take
Super Castlevania |V for exam-
ple. On the UK it slows down in
a couple of places, but in the
US slow down occurs regularly
(rotating room, spinning coffins
etc).
So apart from availability and
sleeker design, the UK version
also more than holds its own on
technical merit. | have got a UK
Super NES again, and am very
happy with it, thank you. Oh, and
Mr Murray is right, the US Super
NES is absolutely hideous.
C. Dimbylow, Great Barr,
Birmingham
JAZ:Some people get more
worked up about machines
than playing games, and they're
usually real bores. They should
give the UK machine a break,
. ints, and there
are plenty of know -it-alls in the
game shops who haven't really
got a clue. So buy British if you
want, without any fear.

MAILBA
TERMINATED




*©% ProPad

AVAILABLE FOR BOTH NI“TENDD SNES AND SEGA MEGADRIVE
® 8-Direction thumb control @ Multiple fire buttons

® Autofire e See-thru casing
® Slow motion ® Rapid fire mode
SUGGESTED RETAIL PRICE £16.99 INC. VAT. @
/ wﬂ@ﬁﬂ
Another winning product from . . . G%,t_gﬁ‘lrﬂ

Available from

BEATTIES @ BOOTS e CURRY'S @ DIXONS e FUTURE ZONE e GAME e
HMV e W.H.SMITH e TANDY e VIRGIN e and all the Best Computer Shops



NINTENDOD HELP SYSTENM

WELCOME!

[0 brand new Insfifufion, NHS - parf of fhe
NMS welfare system for is readers. The NHS
15 First fid for gamesplauers, with the last
word in fips - maps, solutions and codes. 50
apply NHS liberally fo any embarrassing
areas!

aUPER NINTENDO

THE LEGEND OF ZELDA PART 1

The first installment of an essential guide to the

excellent Zelda lll. Starting in the village of

Kakariku, we take you through every aspect of

this stunning RPG. As well as revealing the

answers to the game's puzzles, we'll be taking

stock of the many nasties and objects you'll P1991.1992 Nintendo
encounter.

GAME BOY

SUPER MARIO LAND 2

Mario's second Game Boy outing is larger than
the first game, and collecting the six coins needed
to remove Wario from our hero's home world is
quite a task. Luckily, we're here to show you
what's what in Mario Land Il as we detail every
aspect of the game leading up to the final battle.

JUPER NINTENDT

SIM CITY

A game based on city-building hardly seems like
the most exciting experience on this planet, but
Sim City has kept the NMS team awake for weeks
on end. Thus, bleary-eyed and fit to drop, we feel
we're qualified to bring THE definitive guide to R NES
Maxis' stunning game. R LR T »

Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222



NINTENDO HELP SYSTEM

Stuck in the legend known as Zelda 3? You're not alone! In
order to bring you this stunning player’s guide, NMS has
enfered Hyrule and battled through the entire world,
returning with info-packed ancient tomes to aid any strug-
gling adventurers. This month we proudly present the first
selection - a guide to the Palace, the village and the
Bestiary of the Light World.
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The village of Kakariko lies far to the West of the
Palace, and is bordered by the Lost Woods to the
north and the narrow passages to the desert and
swamp wildernesses of the south. The Gazetteer

_ i notes first the landmarks of the central village
Come with me on a journey: from lake to wood, (from north-west to south-east) and places of
mountain fo shining sea. Let the secrets of the interest further out.

land of Hyrule be laid bare for all to see. Let the
mysteries of swamps and deserts be revealed.

Let the innermost secrets of thieves and hermits
be unravelled. Let the NMS Zelda Guide begin!

1. THE THIEVES
HIDEOUT

Enter the hideout by

jumping into the well
In days of old, maps were made of these foa ﬂi SEpgs o

distant lands, and thankfully they still A useful cache of
remain. Scribed in the greasy light of fat SR
candles by men wiser and older than any RTINS

oracle, such maps are testament to this .
wondrous rockbound land. So prepare for 2. A GIFT TREE |
a tour of Hyrule, the first step info its Use a running attack to knock a Fairy from the

f tree.
magical depths...

3. BLIND'S
HOUSE

r"E CASTIE or In the basement of
this house there is @
" YRU‘ E secret room located
at the rear wall.
At the centre of Hyrule stands the ancient seat of Place a bomb there
Kings - the Palace. Since Agahnim has taken over, to uncover more
entry is forbidden and guards watch over the gates. treasure and a heart

The Palace is due north from the Sfﬂl'Hﬁg pﬂiﬁf coniainer.
house, and is straight across from the stone bridge.

Entry to the castle is by a secret passage found by 4. SAHASRAHLA’S HOUSE

following the path close to the walls on the right- In the:right-hand room o woman waifs fo give
hand side of the Palace. It ends in some bushes e ;
vital information to the whereabouts of

which should be cut away to reveal a tunnel.
Sahasrahla.
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5. MERCHANT

The enterprising
Merchant sells you a
bottle which is used e P
to hold Fairies, bees & I o 30 ABTEINL “‘iﬁ i
and medicine, but ittt |
the net is still needed

to catch them in the first place.
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6. WEATHER VANE

This decorative landmark comes alive if the flute
(found in the dark world) is played near it. The
bird which emerges is then used as transport

across large areas, and the flute can be used to

Couele in 8 Nintenda aomea? Call the atbticial hints and tins Hatline an 0701 659999
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summon it whenever necessary. 9. HOUSE
Enter and place a

7. HOUSE bomb next to the
A mysterious deserted house, right-hand wall to cre- s 16. BLACKSMITH'S

whose only feature is a picture. ate a useful passage. Find the Blacksmith's mate - o frog in the dark
Pull it to reveal a prize... : world - and return him to the forge. The sword is
10. SICK KIiD _ : , then tempered in grofitude.

8. THE GARDEN The bedded invalid
The garden'’s large clump of has no need for his insect net, but its an invaluable 17. WELL

bushes should be mown with a tool to catch bees and Fairies. : Knock the stakes with the hammer to gain
running attack to provide limited access to the area above the well. On reaching
booty. 11. UNTIDY HOUSE the cauldron, use the magic powder. The newly-
The inhabitant is lax with his gardening duties, but aowoken Genie duly increases the player’'s magic
store.
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rewards are available on mow-
ing the lawn.

1

i

L :
* 4F wae

ddesaara
lIIIIEa
-3

denw IIIIIIIIL{

T eea

ad

44

&4

LT
dRdddigRaqadaeanesan

12. MYSTERIOUS HUT
Its secrets are quickly unravelled
with a bomb to its south side.
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13. SHOP
Sells bombs, medicine and
hearts at reasonable prices.

14. INN

The inn has two entrances. The

bottom door leads to the town's

wastrels who warble on about

s 4 wishes and forest Fairies. The

samesa e & . hidden top door leads to a store
) ¥ oy~ YT containing a glass bottle.
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HEADING SOUTH

18. HOUSE OF BOOKS
The building with the quill symbol contains the

Book of Mudora, an ancient translation tome
which allows the user to decipher carved writing.
A running attack knocks it from its shelf.

19. GAME OF CHANCE

Paying 20 Rupees offers a choice of one of three
chests, each with varying levels of reward.

20. QUARRELLING BROTHERS

Placing a bomb next to the sealed door is the eas-
iest way to solve this in-family fracas. It also gives
you access to the door leading to 21,

21. 15-SECOND GAME

A heart container is awarded to players who com-
plete the game within the allotted 15 seconds.
The required route is up, second left, second
right, left, down, left, down and over the fence,
and left to reach the finish.

NINTENDO HELP SYSTEN

THE BESTIARY (

“The authors of the excellent
and egregious book bring, for

your

elight and education, o

wide to the diverse and won-
erful creatures from the envi-
rons of Hyrule.”

WANDERING MONSTERS

Found in the outdoor locations of
Hyrule, some species of creature exist
anywhere, while others are harder to

Firved

OCTOROKS: Lond

creatures who scuttle
ulrmq on tantacles, firing
projectiles randomly
Prefer unvegetetated

locations. WEAK

SCUTTLERS: shy

crab-like ammals found

under rocks. Only attack
it pursued. VERY WEAK

CUCUMBERS:

Curious species commaon
in wooded zones. Never
attack withou! provocao
tion, but their electric

defence system is o
shocker. WEAK

WINGED CHIP-
MUNKS: round in

mountainous regions,
these rodents are o pest
becouse of their mischio
vous oftock potarms
Blows freeze them for o
short hme. whilst others

kill them off. STRONG

CYCLOPS
CRABS: ruasome to

look at and rather
daunting in their athletic
capabilities, the Cyclops
Crabs ore another
mountain-based men
ace.Time your sword
swing for a tull swipe
and moximum

etfoct WEAK

JELLY
FLOATERS: 8ulbous

¢

P
’

mutations, but quite
rare. These creatures
have been witnhessed
neor Loke Hylia. After o
time their minioture off
spring burst forth, so be

sure to destroy them
aarly. WEAK.

ZORA'S SPAWN:

Reloted to the waterfall
based Zoro - but for les
friendly. Their missiles
make swimming haz-

-ardous, ond they stay ir

deep water 1o avoid you
oMacks, STRONG

LIVING STAT-
UES: ferie creahions

from the Eastern zone.
These come 1o life and
attack whenever anyons
foolish strays too close.

GELDMEN:

Humanoid from the
wois! up, these maraud
Ing scavengers emerge
from the sands to pull
the unwary traveller
under. Best 1o run from

them. STRONG

VULTURES:

Perching carrion hunter
they circle the exhauster
adventurar, biding their
time. lgnore them ond
hurry on your waoy
WEAK

FOWL:The only

domesticated animal on
Hyrule, the fowl stoys
around the village and
offers no threo!
Repeated ottacks on one
may result in ifs fellow
creatures leaping to its

aid. DOCILE

CROWS:Dork birds

congregate neor gloom
woods, swooping on
passers-by as the fancy
takes them. Have the

~ Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222
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THE LIGHTWORLD

sword charged in readi-
ness for their attacks.

WEAK.
LOBSTER CLAW
CRABS:These crus-
-~ T.r o taceans defend their terri-
o gl

tory aggressively. Take
them out from a distance
with a boomerang or
arrows.

DUNGEON CREATURES

These have chosen to live in buildings or
underground areas and recognise neither
night nor day. Some are only found in cer-
tain locations, whilst others are found in
several dark areas.

AGAHNIM'S PALACE

RATS: Scuttling rodents

who prefer dark, damp
breeding grounds. VERY
WEAK.

BATS: The nasty big-

toothed variety. These flut-
ter around when disturbed
by light. VERY WEAK.

Slithering, three-headed
reptiles who live in nests.
Use a whirling attack to
fend off o mass attack.
WEAK.

EASTERN PALACE

SKELETONS: The liv-

ing dead live in unwel-

e, coming communes.and
their surprising agility
allows them to dodge
blows. Timing is crucial, so
try to hem them intfo cor-
ners. SKILLED.

GLOBULES: strange

creatures, defying ade-
quate description. Their
form is merely a spinning
circle with small
appendages, and their
ethereal nature renders
them invincible. Study

MOUNTAIN PALACE

s

Feo\

»

their bouncing motion
and avoid at all costs.
INVINCIBLE.

DARK WORLD

OGRES: There are two

species of Cyclops. Both
are static, and harmless,
until some fool approach-
es them, and they are
invulnerable to everything
but arrow-fire. The red
species takes more dam-
age than the green.

STRONG.

CRYSTAL
ORBS:1vo varieties of

these pedestal-mounted
oddities patrol the later
dungeons. The reds are
more hardy to attack than
the blues, and striking
them with a sword causes
a troublesome backward
push, so do not attack
near holes. Use the
Medallion of Ether or the
lce Wand. STRONG.

MINI
MOLDRUM:Smaller

versions of the Moldrum
boss (a segmented worm)
which imitate their parent.
They move quickly,
bouncing off walls, and
the only effective weapon
is the bow or the fire
wand. STRONG.

FIRE
LIZARDS:Weak-bod-

ied and slow, these have
the power to shoot fire-
balls - but only when sta-
tionary and always in
bouts of three. Attack
from the side. VERY
WEAK.

Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222

THE BOOK OF ARMS

“This book details the ranks and orders of the
excellent and Royal army of Hyrule.”

PALACE GUARDS

The orders which defend the Royal seat are
of the highest calibre. Each patrols and
defends his zone,

and never passes

beyond it. Inside the

Palace, Guards are

armed with swords,

and have orders to

pursue anyone

unauthorised to

enter - and some

hold keys to the

lower levels. The

castle has one jailer, who is armed with a ball
and chain.

SENTRIES

Certain ranks are
assigned to strategic
points in Hyrule,
armed with swords,
bows or pikes. The
areas they defend
include bridges near
the castle, the roads
to the village and
Narrow passes.

PATROLS

The lower ranks

carry out patrol

duties, and pay spe-

cial attention to the

woods near the vil-

lage and the swamp

areas to the south.

They are armed with

swords or pikes, and

pursue trespassers

with vigour. They also police the village,
ready to act on the alert of collaborators.

GUERRILLAS
A select band of sol-
diers trained to hide
amongst the scenery
of Hyrule, ready to
spring a surprise
attack on unwanted
visitors. Bushes hide
swordsmen, and the
long grass of the
swamp areas is
favourite haunt for archers.

Here endeth the Book of Arms, that concerns
the trained and loyal Army of Hyrule.
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Will you ever reach the end?
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o0 MAVIS McMUCK
Mavis represents the People’s Party. Her advice

1s tailored to keeping the residents as happy as
s 4 possible.

»+ TARQUIN FOX-TITUS

Tarquin’s interests are commercial and business.
Concerns about living standards are secondary
F R to hhﬂ-

Pollution is a tricky problem, as it comes from
everywhere and is difficult to pin to a specific
culprit. However, dealing with it starts with clear-
ing up obvious sources: factories, fraffic and
power stations. Coal-fired power |
stations are much dirtier than
nuclear power, especially when
they are away from water. One
way of solving such pollution
problems is to separate industrial

i |

#
. zones and residential zones with
\ ! parkland. Pollution remains high

"D in the Industrial zone, but it's l

what people think that matters.

MAVIS SAYS: I

Take account of pollution from

the beginning. It isn’t electorally
important for a while, but it's
ticking time-bomb for a growing I
city. Nuclear power stations

make sense on this occasion, as

they provide greater capacity than coal. Don't

waste energy on building long power lines. Build

¥ Setting the tax rate is the single most important
act in Sim City. At the end of each tax year you
" W4 are asked to set a percentage rate for the next
year (unless you use the auto feature, located
" % 1 within the game mechanics option). High tax
rates prohibit growth, and are therefore unhelp-
¥ 1 ful early in the game. A tax-rate of 7 or 8 per
cent should be maintained until
¥ 1 o population of 50,000 is
reached. After that raising the
rate is a good way of controlling

‘ an adequate area of parkland in the city.

- i PUBLIC OPINION STATISTICS - P v l
MAVIS SAYS: A IS O T Saaen TARQUIN SAYS:

- Keeping o steady tax-rate is the . L Loy It's possible to muddle by without considering

- best way of keeping your citizens dssessed Value 4100 ' pollution, as long as you keep it out of sight. You
happy. But make sure you have 1055000 won't have to worry about it for at least 50

e enough to maintain the city's What are The i1 prol Category C i t v years. Even so, use the graph to pinpoint the
structures. Too low o tax rate e Game Level Med i um hotspots and clear them of any excess industrial l

could bankrupt you - set it at 9%. zones. |'d also advise using nuclear stations.

Dver afl

| TARQ'"'" “Ys: ¥ H 2 J corrent score S24 -
| If all your graphs are falling ol ——S— T oM 1 _

l sharply, half the tax rote for two I
years. This should halt the trend. .

Another wheeze is to raise the tax rate sharply in 1R @ A S N &
m December. Most people won't have time to
leave before being penalised. Overall, a low tax
rate is preterable for growth - set it at 5% Meile, This .:,:,,:';E‘;u" G

oarn loan You Wi
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TO ERECT, OR NOT TO
ERECT?

Al lust, your new population need jobs, so a lot
of Industiial rones are needed. As your cily
develops, commercal areas play a larger role
Residennial dwellings are the most important
type - create a suiplus of these to keep housing
costs down. Your eaily aty should be small and
compact, but be prepared 1o completely alter it
on reaching 100,000 people. A aty of this size
necds 10 be zoned. massive areas ol one build-
ing type only.

MAVIS SAYS:

To create the nicest city, ploce residential areas
in doughnut-shaped blocks, with a park in the
centie of each. Make sure there is a commercial
rone [hhupn} l’lll“l'f near the houses and fry and
keep the tactonies as far away as possible. Build
your industry buildings and power stations near

waler - it lessens pollution

TARQUIN SAYS:

Bums on seats - that's what's umportant. Build
big estates to house the Hood of immigrants -
the nearer they are to factones, the cheaper the
houses should be. To improve ethiciency, bull-
doze any area which tals to develop within a
year Parkland is a waste of money, a stadium
acts as a population magnet instead.

1 18ey
SMOOTH C RlMlHﬂLS

—

Crime s a problem which tends 1o develop in
larger cities as a result of overcrowding and
large commercial zones. Unchecked, it spreads
like a disease and halts the growth of your city.
Crime s fought by building police stations, each
of which has a imited radius of efechiveness
Constiuct these i a rindg, with a h[]t."'l:iﬂl Pﬂlil&
HQ in the city centie

MAVIS SAYS:

Police stations should be built in areas where
CHne goeas above the hall puiui‘ on the scale
Withdrawing funding (on the tax screen) severely
aftects police performance. All areas should
have some Police coverage

o 1903

TARQUIN SAYS:

Crnime ﬂnif s@ems 1o stnke i
SO |Jh‘|t s - 50 be selective
betore chucking those expen
sive Police stations about. One
sureline way 1o kuup costs down
i slash Fire Department tund
mgg. I shouldn't have to be
above 75%

Pl
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MERCHANT BANKING

Money is always tight in Sum City, and you may
be left sitting out in frustration until the tax
receipts come in. One way to ease the pain is fo
take a loan from the Bank. A branch opens alte
you reach "City'" status. The repayments are
made over 21 years, and are avtomahically
taken from your balance.

MAVIS SAYS:

Get a loan as soon as possible -
but spend it wisely. Use loan
monaey for big investments like
poirts and stadiums. Don’t use i
as a panless way of maintain-
ing o dehicit (spending more
than you take in taxes). As soon
as the loan s repaid take
another - keep an eye on the
calendar,

TARQUIN SAYS:

lo speed up getting a loan,
drop the tax-rate for the first
lew years, so you hit 10,000
people quickly. You won't lose
the Bank if it falls back below.
Loans may also be used to
finance a spending spree -
especially house building, or fo
tund a dehicit. This occurs when
you want to maintain services
(roads, Police, etc), but want to
keop the tax rate low. But don't
do it for too long!

AAARNIREIN RN D
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PLANES, TRAINS AND
AUTOMOBILES

Road congestion becomes Sim City’s single
biggest recurning mghtmare. Any road system
fills up eventually, so the best policy involves o
total rail network. Start laying track from the
beginmng. It saves cash in the long-run, as road
networks cause so much pollution that, in time,
they require bulldozing.

MAVIS SAYS:

A rail network is essential - but one which serves
the population. Create a circular line which links
up all the different settlements spread across the
mag.

TARQUIN SAYS:

Roads serve their purpose for the first 25,000 or
s0 people, but then concentrate on rail. Creating
a port and an airport are big priorities, and each
should have a double or encircling rail-link to

cope with the extra volume of traffic. Build ports
near commercial areas.
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Collecting the six golden coins needed to free Mario’s
beloved from her evil captor requires skill, determination,
the cart's ‘Save Game’ feature and a double dose of NHS!
So here are the specialists to steer you through the tricky
bits and diagnose the full lowdown of what's what in Super
Mario Land Il. This month we take yov up to Wario, whe
we’ll defeat next issue. Sorry you have to wait, but there’s
a queue you see...

GCOODIES (GOODY, GOODY, SFWERRAT ===
VUM VUM) Three pipes mark the entrance S

and exit points for the scuttling

What's a Mario game without power-ups? Not a lot, so thankfully rodent, and it's a doddle to
Mario Land Il is full to the brim with loads of goodies for our powerful ~~ work out his aftack pattern. Its
plumber. Here's what you can expect... basically the rat scampering

across the ground twice, then
up the wall before dropping
from the ceiling. By keeping

ego.

Mario slightly to the right of the
screen, jumping on the rat is
made easier. However, when it
runs past and enters the hole
directly behind him, quickly
move Mario over to the left-
hand side of the screen and
wait for it to return. Three
jumps or six shots are needed
before the rat finally keels over.

Gives Mario temporary Gives Mario an extra life
immunity, indicated by o - or three if he's extra

change in the music. B’ RD

As with the rat, work-
ing out the bird'’s
attack pattern is sim-
plicity itself. As it
swoops ina 'U’
shape, time Mario’s
leaps so that he lands
on its head as it
reaches its lowest
point, After three
direct hits, the bird

Fairly common, these add dies and the egg
ability to lob fireballs at 50 coins to Mario’s ever- cracks open to reveal
the oncoming nasties. the coin.
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BOSS ‘N’ ALIEN

Armed with a laser and homing bombs, the Alien is

OVER deceptively easy to kill. As he moves up and down

the right-hand side of the screen, move to the

Awaiting our hero at the right-hand corner and duck. Any shots fired then
end of each stage, these whizz safely over Mario’s head, and the Alien
larger creatures guard the pauses before moving towards the crouching

six all-important coins. plumber. However, floating up to the top-left cor-
Defeating them takes ner allows Mario to drop on the unfortunate extra
practice, but everything terrestrial’s bonce. Again three hits are needed, so
you need to know is as fol- repeat this process on either side of the screen if
lows... necessary.

THREE LITTLE
PIGS

Seated within their house of straw, sticks and
bricks, these porcine pigs attack one at a time. The
first pig simply rolls from side to side, so just time
your jumps to land on him as he passes. However,
all three pigs speed up slightly when hit, so timing
is of the essence. Make the most of Mario’s ability
to change direction mid-jump to compensate. The
next pig jumps from side to side and should be
jumped on when he is at his lowest point, whilst
the third and final porker follows pretty much the
same pattern but stretches slightly between jumps.
Again, hit him at his lowest point.

OCTOPUS

As this battle is played under
water, Mario retains his useful
swimming abilities. Therefore,
swim directly above the
marauding octopus before
dropping down on its head.
Repeat this process whilst
avoiding straying too close to
the tentacled creature, and it
soon departs to Davy Jones'
locker.

As the witch materialises on either side of the
screen, one of the three cooking pots directly below
Mario starts to wobble. If so, move away from it
immediately as it then shoots into the air - impal-
ing Mario on the spikes above! The Witch herself
appears faintly before fully materialising, so use
this time to position Mario for a leap. Of all the
guardians, the witch is probably the easiest to
defeat - so there's no excuse for losing energy
here.
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UNDERGROUND,
OVERGROUND

In addition to good old shanks’ pony, a number of methods
of transport are available. Here's a guide to Mario Land
Il's public transport...

SPACEWALK

Only available during the Space
World (which itself is hidden in the
Hippo stage). Donning a space
suit and repeatedly pressing the B
button sends Mario soaring above
the deadly stars that punctuate the
level.

CRANES

These appear in a number of
stages and attach themselves to
Mario’s hat before lifting him
across dangerous areas. But why,
pray tell, doesn’t the hat come
off? Super Mario chin-strap, per-
haps?

BUBBLES

On entering the Hippo stage, this
is the first thing Mario stumbles
across. Exhaled by the Hippo itself,
the bubbles encapsulate Mario
and allow him to fly across the top
of the level - unless it gets popped
along the way.

(OGS

Cogs move along chain-like grids,
tollowing a limited pattern. On
reaching a set point, the cogs dis-
appear from under our Hero's
feet, which means Mario should
keep moving at all times.

BEACH BALL

These act in a similar fashion to
the rocks in the first Mario Land
and carry Mario across deadly
spiked traps.

ot YOU ON THE ICE!
HEBECLOSNG DN TE S FORTHS HONTY. HE L. B CONCLDING

THIS TOPPER TIPS SPECIAL FOR SUPER MARIOLAND 2 IN THE NEXT ISSUE -
JUST RS SOON A5 STEVE MANRGES TO BERT WARID, THAT IS!

CONVEYOR BELT

These are marked with arrows
detailing which direction they trav-
el. However, conveyor belts often
lead to spiked walls - and Mario
should run and jump against the
‘tide’ to avoid being impaled.

OWLS

Found in the tree levels, the Owls
hover to the side of a floating
platform, allowing Mario to step
on their flat heads. On doing so,
the birds then transport him to the
nearest platform.

SWIM

Although walking underwater is
possible, it proves very slow. Thus,
repeated pressing of the B button
prompts him to swim. Any
weapons he is carrying are still
effective under water, although his
fireballs are slowed slightly.

CLOUDS

Found in the airborne stages,
these simply move from left to
right, carrying anyone standing on
top.

LIFTS

Lifts move in a circular motion and
carry Mario across tricky gaps.
They are also found close to
where the clouds are located.

Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222
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The ever villainous Shredder has sent one of his evil androids to
steal the Statue of Liberty. The turtles have to defeat Shredder
and rescue Lady Liberty from his evil clutches in six huge levels of
Arcade Action. As they attempt to put an end to Shredder he
knocks everyone into an activated Matrix Translocation Beam
sending everyone hurtling back through time. Can the turtles
defeat the host of historic hooligans as they fight their way back to
1992, to the final showdown with Shredder.
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GAME DIFFICULTY
MEDIUM

CONTINUES
INFINITE
fnu LEVELS

0K

1ST DAY SCORE
LEVEL 5

ORIGIN
Platform adventure bosed on
the exploits of cartoon character
Butky 0'Hare.
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| powerful piece of kit. Charge it up, quide it
| towards your foe and scratch one enemy.

| with o difference. Powered up, he can cling to

. effect is desired). Beware, though: should you

. be hit either during the build up or using the

. power itself, you lose the effects and have to

- start again. The special abilities of each charoc-
. fer are as follows:

Tuuds have always spelt trouble. They're
either annoying people in ponds, starring
in Toad of Toad Hall or terrorising the galaxy
as evil interplanetary overlords. Luckily for
everyone, the robotic toad master and all-
round bad egg known as KOMPLEX is usually
held in check by the heroic Captain Bucky
O’'Hare and his teammates on the starship
Righteous Indignation. Until that fateful day
when the KOMPLEX toad warriors ordered an
all-out campaign to capture our Righteous
chums, and succeeded in nabbing all but
Bucky...

Now it's Bucky’s mission to fight his way
across the platform landscapes of the four
toad planets to rescue his pals before taking
the battle to KOMPLEX HQ and putting an end
to foads once and for all. Let’'s face it: what do
toads actually DO anyway?
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PRESS FOR
ACTION

Besides their usual attacks, each member of the
crew is equipped with o special weapon or
power. To use this, simply hold down the Fire
button until the power gauge at the bottom of
the screen is at it's peak (or lower if a lesser

<Y - SUPER JUMP Power up Bucky’'s magic
legs and watch him leap high in the sky.
NIWY - CRYSTAL BALL Jenny's crystal ball is a

EYE - CLIMBING Deod-Eye is a duck

walls and scale them with ease. Top man!

JLLY - BLASTER Although Willy has the
biggest weapon of the lot, it can easily be
expanded to mega proportions by keeping your
finger on the trigger. One shot from this super
gun is enough to damage bosses bigtime and
shoot straight through loads of regular enemies.

¥ - JET PACK The tiny android is able to
fly for short distances simply by powering up his
jet pack. Similar to Bucky's jump, but with full
directional control throughout his flight.
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A Sadly, Blinky's ice sculpture of - fa i '-":"j':"" . 4 Bucky loved the Death To All Rabbits ride, but
Nessie failed to win the prize. chic cat warrior® gy esmitan failed to spot the danger until it was too late...

.
-

5
5"
& -

L]

L]
.
il

-

-

e

L]

.

L
s S O 5 4
-# ._“‘*

‘.
a

=0

*!I
®
1"
&
I"_

4 Lava Chose wos becoming a
popular sport for NY's street kids.
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At the end of each of the first four levels, Bucky rescues one of his
crew. Each of these has his or her own unique obilities which may
be brought into play. By pressing the Select button, you cycle
through all the characters rescued so far. However, there’s only one’
shared energy bar between all of them, so crofty old switch-over-
. before-one-bloke-dies japery is out. Below is a list of all the charac- |
- Iars and their functions in society: ‘

BUCKY O'HARE: Leader of the gang and, |
as you might expect, the best all-rounder, with
decent leaping abilities. Well, he is o rabbit, for
Icke's sake. _ 4 Pick a plan-
et, any planet,
JENNY THE ALDEBERAN CAT: don't tell me
| | Second in command, Jenny has lesser jumping which one it
| prowess, but has fab laser-shooting abilities l  is... Select
| - thanks to her rather spiffy psychic bolts. which order
| | ou play the
DEAD-EVE DUCK: Ships gunnery officer, | foy o |
| o) 'S gun. Although this is pretty rock, it does have o |
‘ f; | weedy range and is not much cop against
5 — guardians. Sniff.

fine screen.
Then again,
you could

WILLY DUWITT: Ship’s engineer and the always just
only human on the team, Willy's gun is power- entertain your
ful enough to destroy any enemy except bosses dog by flicking
with a single blast! the cursor
from planet to
AFC BLINKY: Tiny robot Blinky is very . planet fora
speedy indeed, an asset which is essential in o few hours.
couple of levels. His ice-destroying heat bombs
are also rather ace.
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- YES SIR ICON BOOGY

| Despite the fact that Bucky and the gang are all | | = ¥ ' ‘ num

| rather hard, it doesn’t hurt to get a bit of extra .

| help, and this is where the icons come in handy. y ~ = -t '

| A large proportion of those to be found in Bucky | | | - 11 A Fovl paced and theie's quite a bit 1o do.
O'Hare are hidden in bits of destructible scenery, 1 5  Nothing new 1y on offer, and it gets very

so blast away at walls and such to reveal the . Y predictable very quickly
useful handouts listed here: '

-up
| Extra life.

BONUS
p 3000 extra points.

LIFE

, Heals all damage to your energy bar Ui lha R _
| and increases maximum energy value, R it free. And it wat
wall worlh tha cﬁorl because it
POWER-UP _ looks dead fab, eh?
Increases the special power of whichev- ;'
er character collects it. May be collected .
up 'rn ihrau hmes per churudar 4 '-. ;

4.. —— g 8 A decent enough platlormer
’ | which sulfers from being over-
predictable and o wee bit easy.
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I SUPER NES

en you consider the violent nature

of Ice Hockey, it's staggering that
so many people take to the ice to knock
seven barrels out of a puck and their
mates. Thinly veiled as an act of sporis-
manship, these armoured maniacs hack
and slash their way to glory. It's an
exhibition of all the best (viclent) rea-
sons to take up ice-skating - unless
you’'re a wimp, that is! if this is the case

FPlavers

Team 2

and you'd rather watch someone else . Per. Length
take the knocks, EA have come to res-  Penalzies
cue with this binary interpretation of the ~Line CF
sport. All ice hockey’s main features

have been faithfully recreated - includ-

ing slug-outs between battling oppo-

nents - and you're going to need a

padded helmet to survive!

If you feel that your ice hockey skills are beyond
compare and that the challenges offered you by
other mere humans is a joke, you might like to
try this option - playing without a goaliel Besides
substituting man for man to represent your team
in the place that matters it is also possible to
replace your man with an empty space!l Such a
risk can only meet with disaster but there's surely

A

LEASE

some idiot out there willing to give it a go.
R
Seriously, if you're going to try this, make sure
JANUARY you have o n:lrfnbnr'rf ;ha family present to help
out because it is really dangerous.
cDNTHUL A Come on, Trevor, stick it in the net!
JOYPAD
GAME DIFFICULTY . .
HARD How To Control The controls are straight forward enough: Quite simply the movement of the
CONTINUES individual players around the ice reflect the up, down, left and right movements
on the D-pad..
N/A -, = e
% CHARGE AND SHOOT/SELECT |
US#".L LEVELS ' LINE CHANGE L
RESPONSIVENESS
GOOD
1ST DAY SCORE
REACH SECOND ROUND
ORIGIN - g I B
| START: STARTS/PAUSES GAME
There have been many attempts DROP BOMBS 8 | Seecr
at video game versions of lce | —
Hﬂtk&}", but none have been as Choose a team and challenge the computer or a friend to o game of Ice Hockey.

successful as Electronic Arts’
Megadrive game. This is a direct
conversion fo the Super NES.

There are options to play a regular season game or enter into the play-offs to win
the coveted NHLPA cup. The regular season acts as a one off friendly match. Entering the play-offs
requires the teams to win three out of four matches before being allowed to play in the next round.
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One of the best features of the Megadrive game
was the ability to rough up your opponent after
a particularly heavy tackle. When this happened,
the fight scene was duly

enlarged, allowing the players a

close up view of their punch-up.

For the Super NES version, this

has sadly been omitted, and the

fights are now relegated to two of

the normal in-game sprites

punching each other. Bit of o

downer, really. Pl o COMMENT

As this is the first Super
NES lce Hockey game it
stands as the gauge by
which all others shall be
judged. Unfortunately for
anyone else considering
releusung a rival, NHLPA
is quite simply brilliant.
p‘ UL Although enhancements
over the Megadrive ver-
sion were expected, very little has
changed and this seems like a slight
waste of potential. Even so, this remains
the best Hockey game we’re likely to
see. It's a little rough around the edges
- the sound could be better and the
action smoother - but these gripes fade
into insignificance as you get to grips
with the game. If you like Ice Hockey
, , el o and have been praying for the day that
One phrase which occurs throughout o game is P ST iy e e this excellent sim arrived, fret no fur-
“leing.” Basically, to be pulled up for icing, the B s it e | [ ther - it's here and it's great!
puck is hit from one team’s half down into the PR e 0 7 |
other team’s quarter. If another member of the
passing team fails to receive the puck and it is
retrieved by opposition, this is known as Icing.
Blimey, you learn a new thing every day...

- 3 DAY WEEK MONTH  YEAR

See if you can recognise their faces as they turn 1o face this way. A | worned syou not to speak ill of the red!
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-4 COMMENT

First impressions of this
aren’t that good. The

- sprites don’t move very
v smoothly and the
scrolling is jerky.
Furthermore, the game
plays sluggishly, and
even making concessions
that this is a game
played on ice, the play-
ers still don’t respond to
the joypad quickly
enough, making the game rather frus-

trating to play. Once you get used to the
treacly controls, the game offers a decent
level of challenge against the console
opponent and plenty of laughs in two-
player mode. But, to be honest, | think
this could have been better. The sound is
very poor and the graphical flaws should
have been tidied up. Ardent Hockey fans
are bound to enjoy this, but | don’t think
it's slick enough to appeal to general
players.

“PRESENTATION

&

& I-r"rl'hlnu il 1|:u.-|l|.| vl winl lism om lie
Hisi by gume ulmont

A Lorks ond mercy, it's that Team Roster
screen up fo it's tricks ogain!

WHY, | OUGHTA. .. Fres

Hockey players are violent people at the best of
times, but the referee is wise to this and keeps his
eyes peeled for any punishable behaviour. Here
is a list of the most deserving things a player is

A Small it detadled playor spiites couplod
wilh T LT T TR TR (P Mice touihes like
ha llqlﬂ stmivin il vuniety

Wﬂh e 'ﬂlplnl 18% Hlilllll””“il_ the Gaveiill
ellmit ahould agpoas sonsotha

F "IIII-' ul' 'rll'l !..uuml:.. il o rn ilki lim "Irl.hl ]

pﬂnﬂllﬁed for: It imllr is remarkoble how you both nﬂillt:lrn”::::; ::::LIL:I::,I'E:}," AN
look exactly the same- yet different. sspchally on the Super NIS

Clonking an opposing team member
over the head or generally roughing him up is a
blatant slashing offence.

Restricting the movement of an oppo-

nent by hooking him with the stick. 1 Ee r T,
A A ihallanga tguinsd e omiguelon and a g
1 = huqh Pisa twvo pluigois
Making two or more strides towards i
another player and then slamming into him is 3
classed as charging. -

“ PUAMBILITY
_;j

A bit obvious, really!

Making a hit and run attack is a good
way to avoid being caught by the Ret. If the
attack results in an injury, though, the player is
booked for ‘Roughing.’

..'_."'il II."l"I‘II'lI‘. ol inedtio is euiollont, snd the
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How anyone expects to get away with
this offence is a mystery indeed. Holding involves
pinning a player from the opposite team against
the barriers so that he can’t move. It's doubtful if
a player would ever get awoy with Holding -
unless the Ref is Stevie Wonder, thot is!

A rather line lee Hockey
simulation and very addictive
gome.

Most of Ice Hockey seems to involve
some sort of fighting to get results. This is perfect-
ly legal and, of course, helps draw the crowds.
Ployers shouldn’t expect to get away with remov-
ing their gloves and openly resorting to fisticuffs,
though, as this leads to a long five minutes in the
sin bin.
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- TWO OF A KIND -

THE WINNERS!?

LW PTG L Y

You are a supreme being - with the
power to command the forces of
nature - Earthquake, floods,
volcanos and oceans. Power to turn
plains into barren rocks and oceans
into fertile land with promise of
plenty. Limit to your power is your
followers, scattered on the worlds
throughout the universe. They raise
crops, build towns, and multiply thus
Increasing your power to smite your
enemies, the followers of evil. Can
you control and increase this power
to eventually get rid of the evil.
Fourteen different worlds await your
conquest.

Blistering pace and superb tactical
game play has made KICK OFF a
legend in computer games world
wide. Packed with options like game
speed, KIT DESIGN, edit teams and
player names, 4 different types of
competitions, it provides a wide
variety of game play. Action Replay
facility lets you enjoy the glorious
moments at leisure. Battery back up
ensures that the competition results,
kit design, team and player data is
stored for instant recall.

Distributed in U.K. by Anco Software Ltd. Unit 7 Millside Industrial Estate,
Lawson Road, Dartford, Kent DA1 5BH U.K. Tel: 0322 287782
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PRICE:£24.99
BY: ACCLAIM

RELEASE
TBA

CONTROL
JOYPAD

GAME DIFFICULTY
MEDIUM/HARD

CONTINUES
NONE

SKILL LEVELS
ONE

RESPONSIVENESS
FINE

1ST DAY SCORE
20000

ORIGIN

Another licenced title from the
disappointing third movie in the
topping ‘Alien’ trilogy.
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laphead. Haircut. Skinhead. These are

some of the names Ellen Ripley could expect _

to hear jeered at her if she were on Earth.
However, verbal abuse is the least of her wor-
ries in her present location...

See, poor old Rippers and her pals had just
escaped from a planet infested with acid-
blooded, killer psycho aliens when, as luck
would have it, the engines on their craft failed
and the ship, out of control, crash-landed on
another barren planet. Ripley, alas, was the
only survivor. Her unlucky streak continued
when she awoke - the planet was a louse-
infested penal colony for the most sickening
criminals known to humanity. But the last
straw was the discovery that those dratted
killer psycho aliens had hitched a ride in her
escape pod, and were ready to devour the
entire colony!

You play the part of Ripley and the task in
hand is to put a stop to the alien threat by
tooling up and hunting the alien Queen
before taking all the wardens and nice people

to safety in the only escape craft on the planet.

This is a three-quarters overhead-view
scrolling advenmture game brought to you by
LIN, the people responsible for the rather
smart WWF and Simpsons titles on the Game

How To Control The pad is used to guide

Ripley through the game's
many corridors. In addition, when perusing
the options screen, it is used to move un:l
reposition sala:inl:l objects.

A Use item/operate

SELECT BUTTON: Call up

inventory screen

START BUTTON:

Pause/unpause the game

Use the joypad to move
Riplay around the scrolling
prison colony environment,
searching for objects and weapons to use

| mstntfla aliens. Then hunt down and kill
'rha Queen before launching the survivors to
safety. Beware though, nsiha longer you take
the more prisoners the aliens kill.

Ho.w To Play
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A Farmer Ripley encersises her free-range face-huggers in an ottempt fo
keep in good fovour with the animal rights movement.
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AJBK | know you're in thered Now come out withyour fingers up. 0K Il
give you three s2conds. Ope_Two.. Three. _Acoogh!!!



Although Ripley starts the game empty-handed,
there are a number of items to locate before
escaping the planet. However, most of the best
stuff is kept in locked-off areas Ripley cannot
access until she has the key. Once this is found,
a map is pretty useful ond, most importantly, o
good selection of weapons. The weapons in gen-
eral are prefty feeble - just like in the film - but a
feeble club is still better than no club at all. All
items and weapons are shown in the inventory
which is called up by pressing the select button.
This allows the player to look at any unidentifi-
able objects on the floor using the SEE section,
or choose an armament or object from the
WEAPONS or ITEMS menus. ltems are also
picked up and dropped via this screen.

A Whot's this thing here? A what? Eh? Are they any good? Right, 1l
have one of them then please.

A Eeny, meeny, miney, mo....

Those aliens have certainly managed to relax the security around the colony. The
once securely-contained inmates now run amok through the prison complex,
although they're more interested in escaping from the aliens than murder and pil-
lage. However, no matter how evil these chaps are they deserve a chance to live (and
eke out their sentences on another desolate planet), so it's up to you to save as many
of them as possible. If a Facehugger or alien should happen across a prisoner they're
dead meat, so try to kill any life-threatening xenomorphs as quickly as possible to
save the threatened life. Bonus points are awarded for every prisoner saved as extro
incentive.

Every so often there is a break
in the action, and one of the
film’s major characters
divulges a clue or another
essential snippet of informa-
tion. The first break has the
prison chief informing you that
certain of the doors are locked
“for your own safety.” The sec-
ond warns of the impending
invasion of the aliens, with the
staff trying to quash rumours
of acid-spitting monsters.
Once the third break has
passed, prepare for plenty of
extra-terrestrial antics as the
frenzied creatures kill the
Captain! After this, everyone is
a little more helpful, telling
you where to find weapons,

the EEV spacecraft, and so on,

M w | --.-. -.- -:. |"".m “ II |I Ill'u l-;-:.;.;? I H.I
lecting the same items over and over

again every time you start the game.
That said, this is one of the more enjoy-

able and inventive games released in a ._';-,-'

particularly good season for Game Boy

f
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LONG-TERM INTEREST
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A The unexpeded fire alu:m ravsed quite o few pulses today at the Hilton.
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PRESENTATION

4. Loods of smart intermissions, and the in-

game presentation (invenlory streen, map and :

so on) is great.

GRAPHICS

A Everything moves very quickly with no screen
blur, and the backgrounds are pretty good.

The sprites are bit on the feeblo side ond
luck detail.

SOUND

A Excollent tunes ploy throughout the gome,
with ditferent tunes for every break in the
oction or infermission,

The effects ore odequate, but they're o little
far between.

LASTABILITY

& A number of tosks 1o ochieve before the
gome ends, each of which get progressively
more dilficult.

You may not want 1o go back to this once it’s

completed.

PLAYABILITY

A Easy to contrel, fast-moving and smooth.
Alien 3 is dead easy to get into and there's tons
to do.

Repeating ecrly stages gets dull.

OVERALL

A spiffing game, imaginatively
designed and well-programmed,

whlch non-adventure fans should |

still enjoy.
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NEW. For GAME BOY . NE)

NEW!
The TOONS in NES!
It's a laugh a minute in the land of the TOONS
as Buster Bunny™ attempts to rescue his girl-
friend Babs, who has been kidnapped by the
dastardly Montana Max™ Beware of traps,
moving floors, switches & doors as you guide
Buster through haunted forests, secret
chambers, pirate ships and wackyland in his

hilarious quest to rescue Babs.
e For one player only
® System: NES

TINY TOON ADVENTURE S, namas and &l related indicia am tradamarks of
Warnaer Bros. Inc 18992

Other KONAMI games available for your GAME BOY &
Nintendo Entertainment System
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TINY TOON -
MegaVideoGameFun

TINY TOONS
for GAME BOY!

Buster Bunny™, Plucky Duck™
and Hamton™ are the cheeky,
mischievous, miniature stars of
this brand new all action adven-
ture. Through dark mystical woods and chaotic
cities they find themselves thrown into one
crazy adventure after another. You'll need skill
and lightning reflexes if you're to guide

these tiny terrors through the exciting land of
the Toons in this thrilling action adventure.

@ For one player only

e System: GAME BOY

Distribution: Bandai UK Ltd. (UK)
Unit 26/27, Fareham Industnal Park
Fareham Hants, PO 16 8XB
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EASY/MEDIUM
DOMINO RALLY - SPLITTER

CONT|N“ES When struck breaks
PASSWORD SYSTEM ACTION ALLEY? into two dominoes

SK".I. LEVELS which then move in

ONE opposite directions.
The real meat of the U ' g g A splitter doesn’t
RESPONSIVENESS GAME INVOIVES USING i sioen iree ioen v crumble if fallen on

0K the abilities of the ‘ﬁl‘ from above.
special dominoes to

1 ST DAY SCUHE overcome the puz-
2 PILES OF RAT CASH zles set. With that in SE g-g-@ ﬁxpmnsn

mind, let's see that This particular tile explodes, making a hole in the

OHIGIN Eiﬂuniing domino list floor. Gl's a bit wary of picking it up.
Push Over is a conversion of an in fulll
Amiga puzzle game featuring
. TUMBLER
Colin Curly (he of the Quavers STANDARD THis dam o Gt
advert). For this Super NES ver- Normal pub domino ingly keeps tumbling
sion, though, he has been - @ double blank until it strikes anoth-
replaced with GI Ant. presumably. er domino. It is rused
to keep the chain
STOPPER going across long

Doesn't topple, and distances.

thus forms a barrier.
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The D-pad moves Gl. Ant left and right across the platform network. In front of
ladders, Up and Down will move you up/down ladders. Anywhere else, these
confrols move you behind the dominos.

PICK UP/DROP DOMINO
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START: HELP FUNCTION
NO FUNCTION L S [ SeLecT: QUIT OR RESTART

How To Plny On each screen Gl Ant has to topple the ‘trigger’ domino, ensuring that all the oth-

ers are eventually knocked over, although he is allowed to rearrange their posi-
tions. When the trigger domino is felled, o door is revealed to the next level and more toppling
laughs.

DELAY TRIGGER * PUSH COMES

A delayer first rebounds the domino which hits it The key to success, the one To SHOVE *’
(like a stopper). In time, though, it too falls and trigger domino on each sheet | L
keeps the chain going. should always be the last to Wi, - I — TRSver TS 0T ib RO e TP STy
fn”_ I. e . s 1 - - e ¢ '.-- I . T th -' :...r-'-r-:-. .. .._i..-: :Iﬂ.;l. v ‘:':._.:,'I-: .:. I _I.|'
BR'”GER o I '.1:...:-:.4.;.. :...- .. z '. L : .-I ._I:- .. -__-l_:.: ... I:-; J r
The exact opposite to Rl RTRTICTE _ I,.il'.‘lif LG8 .
the exploders, land.  domino F ‘f f Raf i
bridgers create o " ¢chain continues tHempt ha
new piece of floor. _ 2 do. mufu 5 - ectly or othe _,
i el :-1"""-!:.'_-' chain .._-.": T. o[
- “mﬂ f_nmﬂ#h ulrn
VANISHER N i
Disturbingly, a van- ‘ ; : j
isher disappears when struck. . : |
) 'E"WEEE’E’} r
ASCENDER :
Dﬂfy ihE‘ I_U W5 ﬂi'- \ i ) )l ) ol ) L ) o )

Gravity by knocking
an ascender. It rises
until it hits a plat-
tform and tumbles
sideways.
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COMMENT

With several other con-
tenders on their way to
challenge those ever-popu-
lar Lemmings for the puz-
zle game throne, Ocean
are first through the door
with Push Over.
Rearranging dominoes in
order to clear a screen may
STEWE notsound like Super NES
heaven, but it proves sur-
prisingly addictive and the urge to explore
the later screens and get to grips with the
dominoes’ different properties becomes
quite strong. The key 1o a good puzzle
game is keeping the player on their toes
as they attempt 1o crack the many screens.
Gl Ant does indeed have 1o move about as
the dominoes tumble around him, but this
is still far from brain-stretching stuff. It's a
real pity that such pace is lacking from
Push Over as everything else about the
game is great. The graphics are small and
a little repetitive, but serve their purpose
well without cluttering up the screen
unnecessarily. If you're desperate for a
new puzzle challenge, Push Over is the
one of the best - but the Lemmings still
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Over's
originality
is one of
its
strongesl
ingredi-
ents -
together
with its
rare status
as a puzzle game for the
Super NES. The game is
almost all brain work, but
that’s not to say reflexes
don’t play a part. Some
screens require Gl Ant to
run around trying 1o keep
the chain going, and the
time-limits are equally
strict. On the down side,
though, graphics are
mediocre and sound aver-
age. The game is also let
down by its front-end pre-
sentation - some more
options, and a two-player
mode would have
improved it no end. In
fact, the different back-
drop graphics don’t quite
succeed in relieving the
sameyness of the game-
play, leaving an interest-
ing game which may not
have a great deal of last-
ing appeal. To be fair,
though, the difficulty of
the game does increase
considerably, and there
are plenty of screens.
Overall, Push Over is an
enjoyable game, if o tad
sedate, and puzzle fans
will certainly get their
money’s worth.

A The povyword sprtem iemaves the need to
reglay the earlier ytagey

Theee ks @ genaral deanth ol aptions, which
ore stely meedod in such o simplivhie game

A The olfea ol Illﬂh1lr|1| i convinding 14 o
ﬂl. GI Ant hoy some wice animuotion toudhes

Tha backgiound graphion om too small wnd
It 10 beel up the gume.

A A b ol samplod speodh, and the ocasionnl
olie mushe offeat

Most ol the tunes ore thinwowey, in o
‘Lomuenings” vort ol lashion

YABILITY

A A ralerant game, which via a weries ol ‘worm
up' Voges encourages the ployer to learn the
bovicy @y they progress

ABILITY

A There are plenty of sovens, vadh of whidh
Intioduce new idean

The nature ol the gome s bavie, and the
adtion doewn’t change approdably.

Push Over is a solid puzzle game
concepl, let down by lacklustre

presentation and options, and its
failure to offer any real surprises.




_£3.95
" DEC NO .

EXCLUSIV

PGA TOUR
GOLFll /X

x

EMMINGS
NONDERBOY Il
WASTER OF DARKNESS

- | '1"".' . _‘_'r]-'-

A~ EXCLUSIVE! -
waonson  STREETS OF RAGE 11

AUTDLIL SIIDNADA

Fnr the vitimate in Sega gaming, cop a load of the vtterly excellent

Christmas issue of MEAN MACHINES SEGA — on the shelves

now. GASP at the massive 180 page special issvue, packed with a
huge wodge of superb reviews, previews and the latest news
updates. SWOON at the absolutely awesome Mega CD video exclusively
previewing all Sega’s forthcoming releases. DELIGHT in all the warped

and twisted replies of the Mean Yob and the humungous tips section.
SIGH with relief as Jaz deigns to answer your deepest console queries.
But above all ENJOY. Do you dare miss it?
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emmings, eh - they think they know it all.

Toke the latest generation, for instance.
They're not content with falling a long way off
a cliff to kill themselves like countless genera-
tions before them - oh no! These days the
modern Lemming wants to be crushed, fried,
dissolved or blown up before they feel they've
had a satisfactory suicide. This makes your job £
as a god-like Lemming protector, a lot trickier.}§
You see, maintaining your divine power
involves keeping as many Lemmings as possi-
ble alive until the time is right for them to
pitch themselves head-first over a local cliff.
This is more difficult than it sounds, since your
rodent subjects are doggedly trudging their
way across Uncle Ray’s World of Dangers -
perfect territory for a young Lemming to pop
his or her clogs in a variety of hideous ways.

It is therefore your righteous duty to guide

your loyal fu:llnwars _in safety by implanting c ASH you n c H I Ps I N

instructions into their impressionable heads.

.....

For instance, you could tell one Lemming to Should you mess up o level and tradp a poor
start digging, or grant another the ability to Lemming who will never escape, or if you just
climb sheer surfaces. They're so stupid they'll can’t be bothered to lead them into traps, help is
do it, and guide them all to the end of the at hand. At the far right of the ability select bar is
game to watch the little critters throw them- a mushroom cloud. Select this and the Nuke
selves off the nearest precipice in gratitude... option is initiated, turning all of your Lemmings
- into bombers! Watch as the countdown reaches
_da zero and laugh os the Lemmings clasp their hands
7 to their tiny furry heads before exploding into a
% million pieces, taking a considerable amount of
A the scenery with them.
2 e + " P
e & X ¥
. Can you hear the sound of a million lemmings
roasting in the pits of hell? N . +-
;__- n"'_
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~ biggest Lemmings fan -
hrnu;‘l'"nwhohlhhn
gets a bit repetitive after
_ thirty-odd levels. That
said, the many other
- versions of Lemmings
are still much better than
this. | don’t mean
I.nmﬂnglhbnd-lﬂmﬂ
it’s just that this is the

Spider-Lemming, Spider-Lemming.. Isungfnl‘l‘lﬁ
theme of Spider-Man).

SEAPOEEARIIINGS 114 153 1 M 154 1A =S558 flicker so badly it's sometimes impossible
Sadly, as soon as Lanny hud knocked through, to keep track of them. The method for
the weakened top half collapsed and crushed him. selecting icons is a bit dodgy, too, with the

opllonlnhlm, Inﬂn-ndof:implyu:lng the
cursor. However, with the addition of a
slow and cumbersome cursor, it's nigh-on

hnpnulhlth:mwth-:umrmnrmﬂy

- Don't follow me, I'm lost too!



CLOSE YOUR ACCOUNT

As a god, the player is endowed with powers and abilities far beyond those of mortal
Lemmings. As such, there’s nothing to stop such a powerful figure giving his or her
favourite Lemmings special powers and abilities. However, there are limits to such
skills, and only limited numbers of transformations and divine interventions are avail-
able, although more than one power may be given to a Lemming at once.

Lemmings are adaptable creatures who will happily turn their hand to just about any-
thing - climbing, floating, bombing, blocking, building, bashing, mining and digging.
Whatever they're doing, one thing remains the same - they'll be very stupid about it.

OL 06 0S5 . 06
Bl .!'-_.‘?-”"I__ ]

TIME REMAINING
00 o0 13} 00 | 00 ]

Ea [0 §iCat

lﬂmnmnﬂ lemmings! Plummeting lemmings A spnnnful of sugar makes the

( ﬂ!ﬂﬁﬂﬂ medicine go down...

%

if there's a pm'hmlurl or
difficult level and ,lla:‘:d to
examine the l;undmni before
starting your mission, the
Tracks option is for you. This
pauses the game, but gives
your cursor free movement
around the level, allowing the
player to scroll m'nd th- puz-
zles awaiting your attention.
However, within this mode no
powers are available for use,
Shlmmm ‘ll:hloroamud
as say, promdu
indispensab

le reconnaissance
info on new levels.
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A There's an intro sequence, fitle urmmﬂn
h#
" Unfertunately, they're oll really fuery and

~ The sprites are small by nature but poor by
design. The backgrounds are very furry ond
lack detail.

A There's o passoble attempt made at the
tunes from the Super NES cont.

Sadly, the tunes grate aher o while and the
effects are nothing 1o write home obout.

A Loods of levels, and increasingly difficalt
puarles mean it'll 1ake ages 10 beal.

- The possword system makes it @ bit easier,
and those with no patience won't play all the

A The purtles ore intriguing and once you see
o new one you really want to beat it

The cursor s very slow ond cumbersome,
ond the controls in general make lifo difficult.

A stable conversion of a classic
game. Spoilt by a few defects but
worth a look for die<hard

Lemmings fans anyway.
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|POP YVOUR CLOCS

! Lemmings are fairly adaptable little creatures,

| although they do have their limits. Your average

! bog-standord Lemming isn’t good for very much,
although they can foll quite o long way and
escape unscathed. Trouble is, this ability is just
not enough to escape the many and varied haz-

| ards of Lemmingworld. In order to give them a
fighting chance, Lemmings may be transformed
into Climbers, Floaters, Bombers, Blockers,
Builders, Bashers, Miners and Diggers. Here's

. when they come in handy:

CLIMBERS:Vertical surfaces are no problem for a
| climber pumped up enough to scale the sheerest
| surface. However, a climber ascends everything it
| finds, and disappears up the screen when you

least expect it!

FLOATERS:The Lemming equivalent of a City
commuter, these are crucial if there's a long drop
to be faced - their brollies should save them from
harm.

BOMBERS:Amazingly, Lemmings have the ability | T

to spontaneously combust whenever necessary - - ;A W Select icon from options
and they’ll even count down the remaining sec- Activate Lemming

onds before their own oblivion. | | “—

BLOCKERS:These Lemmings equivalents of a
| rush-hour traffic policeman come in handy when
herding up our hapless heroes and prevent them
| going anywhere. Turn these into Bombers to
clear the way.

BUILDERS:Crucially important, Builders are dab
hands at constructing bridges using the tiles they
| carry in little sacks on their backs. They'll lay a
| dozen at a time, and often the fate of the whole
| herd rests on their shoulders - so learn how to

@8- SELECT BUTTON: Quit game

| BASHERS:These well ‘ard boyos are essential for
| smashing through all manner of rock-like obsta-
| cles.

| MINERS:Need to tunnel your way to salvation?

| Here's the answer. Pickaxe-wielding miners
make light work of just about every surface
auceptl metal, and put everything they've got into
it, too

| DIGGERS:Sometimes you've got to go straight

down, and that's what diggers do. What's more,

| they'll keep going until they hit something solid,

ond they'll happily dig right through to China if
there’s nothing to stop them.




Lemmings are very obliging in all man-
ner of ways, and they’'re quite happy to
make the ultimate sacrifice if you're fac-
ing a bit of bother. Find yourself stuck on
o screen with no way out and they'll all
happily self-destruct courtesy of the
Nuke Screen icon!

B LS

Gone from the Game Boy version is the icon
Jo olter how fast the Lemmings drop into ploy.

lmmmmﬁﬂh
his aimless mates...
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Climbing sheer veritical foces is no problem
for a spedlly-odapted Lemming.
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7 You'ie going 1o nood patience. Lots and lan
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A Well ined o acount far less Lemmings on

Wi siieen
¢ Cunsor tlakes p o whili 1o mastes

Considering the limitations ol —
hand-held machines, this is o
cracking conversion of the classic
« provided Lemmings is your

thing! |
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odays standards of weaponry are a far
cry from the cumbersome, cast-iron
efforts of the two world wars. A single air-
craft is capable of carrying as much
explosive as was dropped in the whole of
world war 1, A scary thought! If this is the
kind of thing that has you messing your
pants with excitement at the slightest
mention then have Microprose got the
game for you!

In F-15 Strike Eagle the chance to pilot
such a bird of destruction is yours, and
much blasting of enemy installations and
airborne derring-do is contained in the
game. Although F15 is a bit of a blast
from the past, enjoying much success on
the 16-bit computer formats, it still looks
like being a high flyer.
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PUT THE MEDAL
TO THE METTLE

A On the left is o Francis Bacon etching from his 'angst’ period.

RELEASE There are no rewards for cowering in the shadows
of the NAAFI! Medals are awraded for getting up
FEBRUARY and at the enemy. InF-15, the medals are award- _

SEEEGEY S uE st i e e s o L s S e R
:

GOHTHOL ed for outstanding achievements in each of the r S i N
sortie areas. The harder the mission, the more dis- [ e D-pad acts as the o
JOYPAD tinguished the decoration received. p How To Control ioystick. To roll left press |

the pad in that direction. The same goes for
rolling right. Push up on the pad to make the

GAME DIFFICULTY

MEDIUM aircraft dive and push down to climb.
cn“T[N“Es i [[ESPsTgs V== Sle s T T _r-lj _':
PASSWORD SYSTEM CONSRRTUL.AT IOND - A }I'! Activates the automatic cannon H 5
SKILL LEVELS YOU 1AV DLRIEEN I B | i " f‘j :
THREE ARARDIEED THE LR kB PR
RESPONSIVENESS ARR. ERREE

PRETY GOOD - -"fjg,ﬁ!g!‘?*‘

1ST DAY SCORE _ IS).! Besssasass

MISSION THREE COMPLETE § SRR EEEE————

A Cheers mote, guess you're getting the pinfs in then. | BB 1 ;
N B 7 Calls up the map screen, effec- §

_::-."|| tively pausing the game. B

F-15 is o conversion of the
aging computer flight simula-
tor classic.

How To Pln}- Pilot an F-15 into battle and B

do your utmost to earn pro- B
motion and various medals for your efforts.
| Such rewards are earned from achieving suc- B
. cess in each of the six sortie areas. i

- i o
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' DECIDE YOUR FATE

Before starting, an option allows the player to choose the status of their pilot.

Beginners are better off starting the game as the basic AIRMAN. He offers limited

control of the plane, but is the best for getting used to the plane. Anyone taking on
the mantle of PILOT should prepare for life to get that bit tougher as more responsi-

bility is faken over the aircraft. Finally, to live up to the rank of ACE, the highest
challenge is complete control over the plane in dangerous combat zones. Aieee!

SORTIED

al. As the pla

ot, so the sortie
12 UE anaing.

W S WY e Guerrilla activity has been traced
2-sponsored sources! The player’'s mis-
em out and take care of their light

G2/G3 ZONES: ng-range artillery is caus-
§ hasslel All of this from a
tile sites and mobile

e them out..

ASHLAM CDAST:RCTE TSR R L

e dog fighting ak :

atté oncentratiqs .

men F' Y Bﬂﬂdi

BOKDODRA: T

supplies a o
munitions plc

FARADAN/ MATINES BORDER:

entire squadron of enem
making a run for it! Wipe them ouY, DUFREep O eye
on your fuel levels

CEMAYNE PLATEAL TG RIY

to get to the people responsible for this mess!
Destroy the oil refinery but don’t let those vermits
get away!
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LONG-TERM INTEREST

COMMENT
Quite how Microprose
managed to cram a com-
plete flight sim into the
tiny game Boy is beyond
me, but that's what
they've done! Granted,
Game Boy F-15 is a trun-
cated version of the old
favourite, but its three

play modes offer what
amount to three differ-

STEVE

| ent games. Although the missions remain
' the same, in the easiest mode the game is
| basically an Afterburner-style blast with

| very little lasting appeal, but when tack-

ling the hardest rank, full control is given

E over the plane and the game steps up the

heat! This system also has the benefit of

| easing the player into the game, allowing
| them to experiment with the latter diffi-

culty levels when they feel more than con-

| fident with the easier ones. Although the
! game is dismal both in the graphics and
' sound regions, F-15 is quite an achieve-

ment, Whilst its complexity may put a few
of the more casval gamers off, this is a

cart which is worthy of more than a quick

WEEK

MONTH

YEAR
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TRIKE EAGL
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appear-
ances can
often be
deceptive,
and that's
» definitely
the case
- , here!
| "~ you're
TIM tempted
to write if
off F-15 immediately
because it's much too

complicated for the Game

Boy. WRONG! F-15 takes
a while to get into, but
once you do you'll realise
just how much there is to
get out! Graphics and
sound are nothing to
write home about -
adding to the initial mis-
guided disappointment -
but the game itself is
huge! There's absolutely
stacks to do in this
Afterburner-type shooter
which proves itself a very
sophisticated piece of
software. Sometimes it
can be hard to see what's
going on (but isn't real
air combat like that?!)
and by this time you're so
absorbed in the cart you
don’t give a hoot whether
the graphics are great or
not. As you can tell, | like
this cart and if re a
fan of shooters with a bit
more depth then this is
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A Let's give him something he'll feel right in the afterburners.
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. RATINGS

PRESENTATION

A Theee distinctly diflosont ditliculy Fpyely
p"‘gﬂiufh lﬂllll the membes of missions in the
geme by odding more comploaity to spih

GRAPHICS

iplﬂl‘ll' wrul 1.l'l'lt.l"r briel ||r-||l||'|-u i vl the
Gome Boy's blur problem, pechaps thiv lor the
best, 1 still looks crap, though

SOUND

A Mintma! sound, which s Hmited ton low
awkword beeps ond squelches Moie coulid
huve been done hooe

LASTABILITY

A The bardet lovel 15 o ool thallenge o
PROPIR continl o
the gume's longouity is srsurad

L Ihil |1J-IHII| LE VIR !.IHH._

PLAYABILITY

A The sty lovel rondors 15 o vimple
Aherhwimer dhone, which i Hine in the shat
bt Mowewer, i1 ehvo wots as oo sy inhodu
Hon o Night sims

OVERALL

Romarkably, a Game Boy Hight

sim which works. Although dull 1o

look ot, thore's more than
enough depth in F-15 1o keop
most people huppy.
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f you agree with us that riding around
in a silly hat, blowing into a bugle and
chasing foxes on a Sunday is a bit of a
lllllrthlnuiﬁdn,llﬂsmlglnhmbeﬂu o
mmﬂzw"m 2 | S |l”f| H
m i I' LY |
gruin dl'ld m ffﬂd‘lﬂﬂ him- T"ﬁ"ﬂ"‘.‘"ﬂ"""f‘f"f‘f’l o
self. Admirably, he isn’t on the look out
loﬂmrrmhllwﬂmmmrm:ht EXIES
mmmmm.mmuhm m '
for his kidnapped girly and relies on his ;
mnrﬂnﬂnltdhmnuﬂyhh.lplﬁmm 4 Do my eyes deceive me, or are they bonus blocks?

?wmnnﬂm;ﬁwwghﬂﬁlpluﬂam -
il oo o by &3> WALKING THROUGH WALLS.
the two-player option allows a pal to join

rty - a first for platformers on the They say walls have ears, but the architecture
Game Boy! Although th. road is choc-a- surrounding Titus has a mind of its own! Should
block with less than charming enemies, he stand around long enough, iharu’g a strong

rest assured that Titus and pal have a few chance that the scenery will move. This gives
tricks up their sleeves... 4 | Titus access to hidden rooms containing bonus

items and is sometimes the only route to the
, end of the levell

Pressing left or right
How To Control prompts Titus to walk in

those directions. He climbs ladders and gains
extra height to his leaps by pressing up. Our

. _ S hero crawls along the floor by pressing down
RELEASE i M | IO 0 1] and either left or rlght depending on where
OUT NOW = 1808 you want him o crow

CONTROL
JOYPAD

s | O
GAME DIFFICULTY = T T T

EASY
e o |
INFINITE .___H_v- DROPS ITEMS.

N, 2
SKILL LEVELS (¢
T “‘?ﬁi" ' SELECT BUTTON: NO FUNC-
1ST VAL SCORE - START BUTTON: START/PAUSE
12680 ) (R START
ORIGIN .
Titus first ﬂppﬂﬂl’ﬂd on 16-bit Foxes are renowned for being a bit crafty, and Huw Tﬂ Plﬂy Guide Titus through various
computer formats last year, with Titus is no exception. As he scampers across the platform locations in search
SOME SUCCasS ' scrolling stages, numerous tramps, Arabs and of treasure, collecting bonuses on the way.

similor nasties attempt to whittle away the poor Make the journey with a pal if they’'ve got o
Fox’s energy supply. However, an early death is Game Boy and a copy of the cart. Keep a
averted by using crates which have been scat- . sharp eye for the likelihood of secret rooms,
tered throughout each level as missiles and short-cuts and the like but remember: Don't
jumping on bouncy balls which double as take no wooden nickles!

portable spring-boards. Quite a lad, eh?
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A Titus the executioner the noose! ' I‘Il never dﬂlﬂt ﬂgﬁn! Ill#iw os long u: I ih'!!
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| _m es fo W everylhh'lﬁ worth | Idng

| fur, and the upshot is that the game
quickly becomes repIHﬂvu. | really want-

— ed Mrlilﬂ Tlhu, but I:nn' ; Thm s Iusi

Of course all this milling

about for treasure isn’t the

only purpose in young Titus’ 11 13
life. You may not now this AT IR L - L 12 00 L
but the Titus company are, in

fact, based in France and so

it's understandable that Titus

is something of a romantic.

So what's he going to do

with all the treasure once

he's brought it all back

home? Give it to his girl- ' ' '

friend Fifi! Titus has gone 4 Where do you want this? By the bonus blocks? Right-0.
through a lot for his female |

counterpart in the past. The Ladged qndogedige
first game to feature Titus, WS o P R P
which appeared on the i
Amiga, had the young cub

roving about similar plains in

search of the people respon- | 3 o0
sible of her kidnap. He got $.- £,
her back, of course, and now RN
he's about to make life far

more comfortable for them P BV B PN S
both by blowing his fortune B e T

on Jean-Paul Gaultier fash-

ions and Le Corbusier decor.
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& Good job this lodder wos here eh? | may never have got up there!
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Excellent, more bonus hlutks.

[ - EXTRA! EXTRA!

On cnmpleiing every third
stage a bonus screen is
revealed. For these, the
gameplay is greatly simplified
to allow Titus to race against
the clock, grabbing as many
points as possible whilst
avoiding falling off the screen
and losing everything.

i
o |
- e R b T —— Rt —— g — ¢ ¢ e mmm e

A It's surprising who you meet isn't it? Look, there's Gary! Hello Gary!

‘.. on the
"‘ Amiga and
wasn't

d lm ;urﬂwlur-
‘"Dy then. Altu

the Game Boy version has
done little to help revise
my opinion. Graphically
it's fairly faithful to the
original, with large, clear-
ly-defined sprites and
detailed backgrounds, but
then the graphics weren’t
that great in the first
place. It's the gameplay
which drags this already
ailing title down: it's flat
and repetitive and there
seems no point to it what-
soever. The two-player
option lifts the game
slightly, but you've got to
find unoth-r mug to play it
with first - and they're
guaranteed to be few and
far between! Another
example of that “zany”
French sense of humour
and best avoided.

A | don't remember eating that!

M" ' RzR:B405
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PRESENTATION

A Titus bos some beautitully {Irr.twn infermis-
sion screens.

GRAPHICS

AVery big, very bold characters presented
ogoinst some decent seenery.

7 Titws and pal are jerky in their movements
nﬂ the overall look of the gume is extremely
dull.

SOUND

¥ Three tunes take it in turns to repeat them.
selves all the way through the game!

LASTABILITY

A At first the gome seems tough enough to
warront long-term interest...
¥ .but the gameplay is as dull os o wet week-

end in Scorborough Town Hall.

PLAYABILITY

Alt's pleasing Yo discover the secret rooms ond
discover the quickes! ways of completing o
level.

¥ There are mony more games available that
offer the same ideas with greater style,

OVERALL

Your typical, average, run-of-the-
mill platform game saved from
the pits of absolute despair by
the two-player option - if you can
find anyone lonesome enough to
want to play it.




WIN Super Ninfendo WIN Super Ninfendo
WIN Super Ninfendo WIN Super Ninfendo
0839 36 39 19

GAMEBOY
0839 36 39 23

i a . =

WIN GAMEBOY
ACCESSORIES

S e e -
Y Y

ASE (839 36 39 22
0839 36 39 24

Awesome PO Box 1650 B1 1AA,

EXery,

WIN

KICKOFF
SPIDERMAN
ROBOCOP
BILL & TED'S
EXCELLENT
ADVENTURE

FORMULA 1 RACE
HUNT FOR RED

OCTOBER

TERMINATOR 2
CHOPLIFTER 2

DR MARIO
WORLD CUP

NES GAMES

ENT

0839 36 39 25
0839 36 39 26
0839 36 39 27

0839 36 39 28
0839 36 39 29

0839 36 39 30
0839 36 39 31
0839 36 39 32
0839 36 39 33
0839 36 39 34

TERMINATOR 2

BATMAN
WORLD CUP
STAR WARS

SUPER MARIO 2
TOP GUN -THE

2ND MISSION

WWF WRESTLING
THE SIMPSONS
CASTLEVANIA

KICK OFF

0839 36 39 35
0839 36 39 36
0839 36 39 37
0839 36 39 38
0839 36 39 39

0839 36 39 40
0839 36 39 41
0839 36 39 42
0839 36 39 43
0839 36 39 44

o 13 fcalls cost 36p/min cheap rate and 48p/min all other times. Make sure you ask your parents’ permission before you call. Maximum
2NQ _-__L;ﬁh':_mlns. maximum call cost £2.40. Multiple Choice Competition, for further information and list of previous prize winners write to:

' ,tﬂmer Nintendo, Nintendo Entertainment System, Mario Bros are all registered trademarks. We are not related to or endorsed by these companies.
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2 player start
game oPptjons

RELEASE
TBA

CONTROL
JOYPAD

GAME DIFFICULTY
AVERAGE

CONTINUES
INFINITE

SKILL LEVELS
ONE

RESPONSIVENESS
G0OD

1ST DAY SCORE
REACH LEVEL 3

ORIGIN

Q*Bert is one of the oldest
sprites in Gamedom. He made
his debut in an ancient coin-op
and was cloned countless times
for virtually every computer
known to man. This Super NES
version sees the foul-mouthed
bi-ped making a long-awaited
comeback ofter several years
away from the computer game

NINTENDO 102

omputer game heroes come and go. What

was once an eagerly-awaited title is soon
forgotten as the next, similarly long-awaited
game hits the shelves. Miner Willy, Technician
Ted, Dynamite Dan - all once-great heroes
who are now relegated to the nostalgia hall of
fame. Another perfect example of this sad
trend is one Q*Bert. An odd little fellow,
Q"Bert appeared on virtually ever computer
in some form or other, taking his strange but
addictive gameplay with him. Played over a
series of isometric blocks, the basic aim of the
game was to paint each of the blocks by guid-
ing the large-nosed hero on to each. A series
of nasties - such as Coily the snake and his
ball-like friends - also patrol the strange con-
structions, and are deadly to touch.

CUBIC FLAIR

Q*Bert’s colouring career is made all the more haz-
ardous by the addition of a series of nasties parad-
ing up and down the blocks. These are to be avoid-
ed at all costs, and contact with them costs one of
Q*Bert's five lives and prompts a foul-mouthed out-
burst from the normally placid fellow. Here's a
who's who of Q*Bert 3:

BAD BALL: A rother dumb spheroid who

appears at the top of the screen and simply
bounces his way down to the bottom and falls off.

COILY BALL/COILY: coily Ball behaves

identically to Bad Ball but, on reaching the bottom
of the screen, magicially transforms into Coily the
snake. When this happens, Coily chases poor
Q*Bert around the screen until he catches him.

UGG: This pig-like demon runs along the sides of
the cubes rather than the surfaces, but standing on
the same block as him still proves fatal.

WRONG-WAY: Exactly the same as Ugg.

LEFTY: Moves across the screen in left to right
circular motions.

RIGHTY: The same as Lefty but, believe it or

not, runs in the opposite direction.

FROGG: Hops ofter Q*Bert in much the same
way as Coily.

TOP HAT/DERBY: These hateful pieces of

headgear jump in set positions, making it difficult
to colour certain cubes. -

SAM /SLICK: resembling coconuts, these guys
run from the top of the screen down, reverting
cubes back to their original colour. Thankfully,
though, these chaps are easily caught and a halt is
put to their wanton vandalism.

¥ Sam ond his partner in crime, Slick, fall from

the top of the cube stack and change the color of
the cubes they land on!

|

¥ Ugg lives in another dimension, but occosion-

olly pops back to cause our spout-nosed hero all-
sorts of cube-related marlarky.
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¥ Devilishly fiendish platform capers are most

certainly guoranteed when you ploy that wierd
and wacky game known os Q*bert!
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How To Control Q*Bert responds to the directional controls of the joypad. However, the odd per-
spective used proves confusing, so NTVIC recommend the player holds the pad
at such an angle that the end of the pad with the four firebuttons is pointing upwards

8 NO FUNCTION

| START: PAUSE/RESTART
B FUNCTION SELECT:NOT USED

How lo Plﬂf Q*Bert is played over an isometric series of blocks. These blocks change colour

whenever Q*Bert lands on them, and his sole aim in life is to change the colour of
every block on the screen. However, numerous creatures also wander the blocky landscape, and
these should be avoided on pain of death.
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| Q'Bcrl ibqpl ihruugh in 1hn1u1=r slauu his
task is made steadily harder by the nddmnn of
more blocks. For instance, past level five, bricks
are added which should only ba touched once -
or they revert to their original ¢

strategic element to the game, which is
Furlher cumgiicuhﬂ hyihe nasties getting faster,
too. Oihur osers revolve around blocks which

Like Steve, | doubt that
Q*Bert is about to repeat
the success he enjoyed
about ten years ago.
However there’s no reason
why he shouldn’t be
regarded as bit of an
underground hero because
the game is surely as
p‘ UL addictive as they come!
Any mishaps are caused by
your own stupid mistakes, the gameplay is
absolutely fair, and the psychedelic pre-
sentation is excellent! The music is also
incredibly strange, but brilliant, and the
sound effects are weird. Nobody here has
progressed past level five, and it's going
to take ages to complete. The only real
problem that Q*Bert faces is the price we
have to pay to enjoy playing his game.
£40 or so is simply far too much for a
spruced-up title of o game which reached

its peak so long ago that most people
can’t remember!

COMMENT
Although
it's very
nice fo see
Q*Bert
again,
nostalgia
alone isn't
enough to
make a

GUS ...

ing. Despite the addition
of stunning backdrops,
larger sprites and more
intricate backdrops,
Q*Bert 3 still lacks variety
and lasting appeal.
Admittedly, it proves
extremely addictive at
first, but prolonged play
soon proves irritating -
mainly due to the unpre-
dictable nature of some of
the enemy sprites. In
terms of presentation,
Q*Bert 3 is flawless. The
colourful block landscapes
are enhanced no end by o
series of gaudy backdrops
and these add to the
game’s already jolly style
immensely. | used to be a
massive fan of Q*Bert but
that was in the days when
shoot ‘em up fans were
wowed by the likes of
Galaxians rather than
Axelay. Perhaps if new
ideas had been added to
the original formula,
Q*Bert 3 would have been
passable, but as it stands
its new look can’t make up
for the tired gameplay.

A The old Q°* Bert coin-op used to be a dull-
looking affair, but this Super NES gonte is visu-
olly-enhanced by goudy backdrops ond o vari-
ety of blocks.

4. Although all the old lavourite characters
have returned, they have been given a lick of
paint and greatly enlarged. The addition of
bright backdrops adds to the jolly appearance,
oo,

. Jounty tunes accompany the action, and are
supported by o series of weird and wonderful

A Despite o few gripes with the control system
and the need 1o turn the pad up on its end,

Q°Bert proves extremely responsive.

Although the blocks differ lrom level 1o
level, and the nasties got tougher, the lack of
variety in Q* Bert 3 soon kills any wish to con-

A When Q*bert runs out of luck, his final utter-

ances are so diabalically offensive that they con-
not be shown in the English language. Instead, o
strange mixture of expletives are used fo repre-
sent Q"bert's frustration.

A nice rendition of an old arcade

favourite, which is let down by
the original version’s major fault
- @ lack of lasting appeal.

NINTENDO 104



THIS CHRISTMAS...

B1C52 GETS BIGGER!




OVERALL 84%

EANAUST HEAT
BY:OCEAN
FORMAT:SUPER NES

PRICE:£44.95

Ocean recently snapped up the rights lo this neat little import racer
and have since released it for UK PAL systems. Using the Super
NES' Mode 7 capabilities, this is a worthy rival to F-Zero, which
eventually loses out in the lasting appeal stakes. That said, both
are excellent games, and it would be a real shame if Exhaust Heat
was overlooked

PRESENTATION 81%
GRAPHICS 85%
SOUND 81%
PLAYABILITY 84%
LASTABILITY B3%

W ¥

PR Y
BY:NINTENDO
FORMAT:SUPER NES

PRICE:£44.95

F-Zero showed the unsuspecting world just what the
Super NES' Mode 7 graphics could do - and proba-
bly helped sell a few dozen machines, too! Set
across fifteen tracks, F-Zero is a futuristic Grand Prix
with loads of track and road-side obstacles to dodge.
The computer opponents are similarly deadly, and
this and the sheer thnll of the fast-moving 3D graph-
iIcs makes F-Zero one of the best Super NES games
to date

PRESENTATION 88%
GRAPHICS 93%
SOUND 84%
PLAYABILITY 94%
LASTABILITY 86%
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SIRACE

4 &4 e B g J
BY:NINTENDO
FORMAT:GAME BOY
PRICE:£29.99

AldEiinie s It R ace's favour is that it supportSAIRIS four
playersSvia & spetial cable - which is actually suppiiSSsiiing
packager Thegame (tscif is another Pole Positiogsstyleaiiain, and
even as a one-prayer title it succeeds - but with TOUTplayers nked
together is where the game really comes alive. An excellent game

and, with the adaptor, excellent value tfor money

PRESENTATION 88°%
GRAPHICS 77%
SOUND 69%
PLAYABILITY 89%
LASTABILITY 82%

ROV U ER
BY:KONAMI

FORMAT:NES
RS, § ML SANN PRICE:£19.99
EMGIME UNIT : BF-2001 x&

MAMPOWER : 3200y In Road Fighter we have the
MAXSPEED : 957 km/h WORST game ever to grace a
WEIGHT  : 1260ke Nintendo machine. A dire Spy

ACCELERATION Hunter rnip-off, Road FightE‘l’
lacks bolt-on weaponry, pass-
able graphics and acceptable
gameplay - in fact, there is
absolutely nothing to commend
it. If Road Fighter was left on
the street you'd make pains to
avoid treading in it, so you most
certainly wouldn't want to plug it
into your NES.

PRESENTATION 11%
GRAPHICS 14%
SOUND 10%
PLAYABILITY 8%
LASTABILITY 7%
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Ah, the thrill of speed. The wind in your hair,
the flies in your teeth, the deadly crunches sur-
vived without a scratch. Ah yes, all these thrills
and spills are delivered by the good old driving
game - or are they? STEVE MERRETT gets
behind the wheel of a good cross-section of
racers to find out which speed games are tops...

RAD RACER

| BY:NINTENDO
FORMAT:NES

nmmm

| Surpn

.:g{: .::).irl) O";‘]J:"J

BY:NINTENDO - -~ S and -
FORMAT:NES ' R S rnay hu tha unly real -
PRICE:£24.99 : e yy.‘eck it's.a goo

Taking a slightly different angle from the many racers available for
the NES, RC Pro-Am gives the player control over a small, radio-
controlled truck. Programmed by Rare, this is basically a turbo-
charged version of Off-Road Racer sporting larger trucks and bet- : |

ter gameplay. The tracks are devilishly tricky to negotiate, and the r ¥ i . mlm m
nasty computer-controlled opponents make for a brilliant challenge. = T OVERALL BD%

PRESENTATION 83%

GRAPHICS 85% IIPER I0 KARPT
SOUND 80% W WFL IVIFARAN el b e :
PLAYABILITY 91% BY:NINTENDO ot
LASTABILITY 88% FORMAT:SUPER NES &
DVARALL 20% PRICRSAS

TOP RACER I
BY:GREMLIN 0i, etc - each of v
FORMAT:SUPER NES

PRICE:£39.95

PRESENTATION 921%
ed racer of our time, but it plays GRAPHICS 95%
detail and backdrops SOUND 93%
PLAYABILITY 97%
PRESENTATION 78°% . | LASTABILITY 94%
GRAPHICS 83% _ GVEKALL ¥o
SOUND 86% -
PLAYABILITY 84%
LASTABILITY 79%

OVERALL 385%
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®THE LOST VIKINGS (SNES)
®TRODDLERS (SNES)
SELIMINATOR BOAT DUEL (NES)
®BATMAN (NES)
®DARKWING DUCK |

2s should pre-
time-travelling

ost Vikings.
their normal

alien, three

at l themselves
within the'd an alien space
station. Takil any one of
the trio, they ed with the
task of helpig de from the
sprawling Sp& iventually get-
ting back to i ne

m.d than done A It's futile trying to kock that wall down with o poltry bow and arrow - and whot's that pillock

This, however, is ec
doing with that shield above his heod?

and requires lﬁulti ’* e most of each of
the Viking's cnpuhtllhas For instance, one
. uf the trio is armed with a sword which
ves useful for bumping off anything
Ie that gets in their way. However,
D it comes to blocking, say, a laser
| 1--_ﬂven jumping over a hazardous
obstacle, he’s stumped - whereas
! other is armed with a shield,
nihur is the | |ump|ng King of
puz: Ins hagt A the ship and
clue blocks | the player into

T

1spect ‘!LJ.'.:.. i@ 8ame. However,
heWliIb gs and home
n the time
s. Thus,
erful creatures
be avoided
e is over. And
he pipeline...

T e W fe g e gl T

‘
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Lost Vikings

A The fastest-moving Viking is best sent fo recce the areo for nosties - he can t
refurn ond send one of the others to deal with if.




e

s b b

A In between each stoge,
humorous speech bubbles
recount the banal inter-
Viking conversations, What
primitives..,

A 'For the lost time, toke that shield off your head...

ey 'l'. oy e
I » 1.1 I'.'| r
l.i.|-|.

' MEET THE

TEAM

Interplay have given each of the Vikings a dis-
tinct personality which becomes apparent as the
trio bicker between stages. For instance, Olaf
The Stout is armed with a shield, and is a com-
pulsive giggler who cracks up at the |
slightest thing. Baleog The Fierce, on
the other hand, wields a bow and
arrow but is a raving egotist who con-
stantly spouts his own importance.
Finally, speedy Erik The Swift has a 1
short attention span and keeps for- !
getting things.

' @ BY: INTERPLAY
| @ PLAYERS :1 - 2
' ® MEGS: 4
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Wiih those little Lemmings still
reigning supreme in the puzzle
game league, Storm are set to
ash their home-grown rivals -

Trotidlers! Created by a med-
rceror's Apprentice,
rs are tiny humanoids who
towards trouble fo any kind.
3 the stained cloak of the
ice, the player has acciden-
aased a batch of Troddlers
A their master’s eighty room
fe, and has been charged with
“ihe task of getting them back in
‘their box. Trouble is, each room fea-

ures all manner of Troddler-man-
gling obstacles to be negotiated. If
L that’'s not enough, other missions
are given fo the player - including
gem retrieval and bonus collecting.

o The area where Troddlers differs
from Lemmings is that the player
controls an on-screen character

= rather than an all-powerful deity. As
a result, saving the hapless
Troddlers involves collecting blocks
and placing them over the many
grinders and traps which punctuate
the screen. Troddlers is set for

~ rel ' in June, so watch NMS for

the review!
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4 The swamp-based stoge offer even more hozords to ovoid.

ans of Codemasters’ excellent Micro

Machines have a real treat in store, cour-
tesy of Storm. In addition to the forthcoming
Lawnmower Man, the Battersea-based com-
pany have also secured the rights to an NES
Micro Machines clone called Eliminator Boat
Duel. A one or two-player game, Boat Duel
uses the same bird’s-eye view as the

Codemasters game, but goes one better by
adding 3D and expanded side-on views.

The gameplay basically involves guiding a
speedboat across a series of hazard-filled
screens whilst simultaneously outdoing your
computer-controlled or human opponent.
Whirlpools, barriers and other aquatic
obstacles are to be found along the way, but
to compensate there are also collectable
turbo boosts which offer a much-needed
burst of speed. Eliminator Boat Duel is pen-
cilled for a May release - watch this space
for more info!

ViCiTtous VIERKY

® PRICE:TBA
® BY:STORM
@ PLAYERS:1-2

A Cuuid this be better 1hun Micro Muchines? @ M E GS - I
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Batmon's agility should see him through.

NINTENDO 3112
£ r FAT e '1

Wiih the blockbuster movie just
released on sell-thru, Konami’s
NES version of Batman Returns is a
scrolling beat ‘em up hoping to recr:
ate the weird events in the Tim Buric
film. As in the film, The Penguin and
Catwoman have teamed up with the
unscrupulous Max Schreck to seize
control of Gotham City. Schreck is
supporting the mayor to gain a
foothold for a new chemical plant hi
conglomerate is planning. However,
the twisted Penguin and his feline
friend have other plans - including
the demise of the Caped Crusader.

Played across the horizontally-
scrolling streets of Gotham, Batman
Returns is a Double Dragon-style be
‘em up. As Batman trudges across th
snowy Gotham backstreets, The
Penguin’s mutant cronies attack fror
all sides, sapping Batman’s energy
with every successful hit. Punching
and kicking his way through the
masses, Batman eventually makes it
to one of the Penguin’s larger
‘Bosses’ and eventually to the porcin
one and Catwoman for a final battle

Batman Returns is virtually complete
and should be available towards the
end of May.

@ PRICE: TBA
® BY: KONAMI
@ PLAYERS : 1
® MEGS:
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GET some maj-or excitement and truly awesome soccer facts, fun,
features, posters, profiles, prizes, and previews with the UK’s number
one mag - MATCH!

This totally excellent foothall weekly puts you in
total control when it hits the streets every Tuesday.
And it’s still just 65p!
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PLUS!! NOW WITH MEAN FOOTBALL COMPUTER
GAME REVIEWS, TOP TENS, AND VERDICTS FROM A

TOP PREMIER LEAGUE STAR - GET IT OR REGRET IT!




nother game from Capcom’s Disney stable, Darkwing Duck stars th
mysterious SuperDuck as he battles against a series of evil no-goo
ers. Armed with a powerful laser and the agility of a Panther,
Darkwing’s adventures take him across grimy cityscapes, all of which
play host to an army of gun-toting bad guys out to kill our hero. Each
screen is made up of a series of platforms, lifts and hooks, and these
are used to make it to the exit. However, contact with the aforemen-
tioned baddies costs Darkwing valuable energy, so these are to be
ScEﬂHlT;EE I EINEED avoided or, better still, killed. Darkwing Duck features three large
T“ ECKS - =L i stages, each of which contains a master criminal ‘Boss’ creature,
- . Information on their whereabouts and habits is given by a ‘Q’-like fig:
ure before each task, but after that he’s on his own...

A The egotisticol Duck stakes his daim...

e —— : Durkwing Duck’s Game Boy debut is promised for February, so expect
' Xl TR full review in issue 5.
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@ PRICE: £24.99
® BY: CAPCOM
® PLAYERS : |
® MEGS: |

"By hook, crook or even a handy pulley system,
harkwing will get his mon.
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SUPER NINTENDO

0839 99 4495 10

HUNDREDS OF RUNNER Up 4

- MEGA DRIVE

L

chg A8 98, PLUS £200
il ORTH OF GAMES!

Call Charges: Calls are charged at 36p per min cheap rate and 48p per min all other times. Make sure you ask your parents'
permission before you call. Maximum call cost £2.40, maximum call length 5 mins. Multiple choice competition. For further
information & list of previous prize winners write to Awesome PO Box 1650 B1 1AA.

Nintendo, Mario Brothers, Gameboy, Super Nintendo, Sega, Sega Megadrive are all registered trademarks of their respective
companies. We are not related to or endorsed by them.




aving wowed us with Super
Tennis, development team

Tonkin House are now turning their

hand to the bumps, sets, and spikes

of Volleyball. Played by sun-

bronzed hunks - and schoolkids

ien it's too wet to play Football

~ and the main assembly hall is free
= Volleyball is a strange sport at
 bes o teams of six players stand

er side of a high net and

a ball between each other.

2am is allowed to touch the

ree times, but should it touch

or or hit the net the other

ns the chance to serve. This
2s until one of the two sides

 fifteen points.

or team for the heach game...

-—

kin’s game is a one or two- A Choose Y0
ayer affair, with the player using
he Super NES’s four buttons to
- effect a number of moves. All man-
' ner of serves, lobs and smashes are
- available - not to mention blocks
and dives - and two different styles
< of play are on offer. The former
features the full six player team,
whilst the beach game is played by

| FREOO Or1Ccoo

two pairs of typically wide-eyed
= girls and is recommended for A Four diiferent serves are
novice players. effected via the pad.

>

s

crejry)

TEAM SELECT
-1 P
- i e - e e I T i

l
o
I\

= ol | @ PRICE: £44.95

- i

e e e e .

@ BY: TBA
A There are eight internation teams to pick from

- but they're all evenly balonced. ; S PLAYERS . 2

l e A s L B i.MEGS:‘l
A X marks the spot where the ball will land. e —————
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Welcome to two pages of lists! With games in! Yes, find out who's buying
what and whether Marioland will ever be knocked from the top here!

SUPER MARIO
BROS 3 .

STREET
EIGHTER /|

RESCUE PILOT
RANGERS HVINGS
(3) :
BATTLE- | st 1Ty

(T]'OADS 5 %

;' TINY TOON SUPER SOCCER 7
ADVENTURES
WWEF 4 ~ZERO P *

(10)
TAILSPIN LEMMINGS

SUPER MARIO WORLD

TOM & JERRY |- )

SIMPSONS (. gr]nnaus FAMILY
HYPER SOCCER-) ﬂuzmc SKIES
PAPER BOY 2 (. ﬂHEMV
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SUPER
MARIO

Can you hear the
sound of a thousand
tortured souls crying

LAND

@ BY: NINTENDO

® PRICE:£34.99

® MEG:1

® GAME TYPE: PLATFORM

“fix!”2 Well, incredi-

bly enough, the original Game Boy Mario con-
tinues to demonstrate his chart-dominating iner-
tia, despite the plethora of quality titles released

for the ‘Boy of late. | mean, where’s Kirby?

Perhops even more incredi-
ble than the No.1 choice, is
the foct thot No.2 is the
sequel. Is Mario doing himself
out of soles we wonder?
Probably not, and this statisti-

Gasp! Are geriatric Game
Boy games staging a chart
‘coup’? Bart's first adven-
ture is a solid outing in
Simpson Land, if not a little

Laugh out loud at the ill-
defined sprites doddering
around the indistinct cavas
ring. Then gasp in horror
when you remember that you

Cartoon frippery ochieves o
mid-chart placing, but the
feeling is that Tiny Toons is
destined to rise even higher
in the ‘hit parade’. The key is
in the nifty gameplay, and the

! !"l
-y L,

pry
P s
S
ol l'.':'_.

SUPER MARIO LAND 2

cal ‘wibble’ will sort itself out
reol soon. What is definite is
that this amazing new adven-
ture is destined to be charting
for months to come.

easy, and that probably
explains his chart revival (os
well as having the ‘lovable’
family thrust down our gul-
lets courtesy of Sky TV).

WWF SUPERSTARS .

paid good money for this. Why
i5 it selling so well? Well, do
you remember the Goombay
Dance Band? The British public
- there's my point.

rather useful graphics. A poll-
ster point here - this is the
fourth platform game in the
top five. Which shows we just
can’t get enough of them.

(RE) GOLF

v MICKEY MOUSE

©  ADDAMS FAMILY
(2) BATMAN

2  BATMAN 2 |

- —

(~)

@ BY: NINTENDO

@ PRICE:£39.99

® MEG:1

® GAME TYPE:PLAT
FORM

BART SIMPSONS ESCAPE

® BY: ACCLAIM

® PRICE:£29.99

® MEG:1

® GAME TYPE:
PLATFORM

® BY:ACCLAIM

® PRICE:£29.99

® MEG:]

® GAME TYPE:
BEAT 'EM UP

TINY TOON ADVENTURES

® BY:KONAMI

® PRICE:£24.99

® MEG:]

® GAME TYPE:
PLATFROM
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NINTENDO MAGAZINE SYSTEM

GCAME INDEX

This is the NINTENDO
MAGAZINE SYSTEM
Game Index. Each
month, you’ll find a
comprehensive guide
to just about every
game available for
each Nintendo sys-
tem, be it Game Boy,
Super NES or NES.
Each month we’ll be
updating the Game
Index, adding in every
game released. If
ever you want the
impartial lowdown to
any Nintendo game,
you know where to
come!

8-BIT

ADDAMS FAMILY

Quite a jolly little platform gome, but
the problem is that it offers very little
in the way of new or exciting ideas.
There are plenty of games of this ilk,
so shop around before making a
purchasing decision.

OVERALL 71%

ADVENTURE ISLAND I

The NES answer to Wonderboy,
Adventure Island Il is a jolly, but ulti-
mately unrewarding scrolling arcade
plattorm game in which you guide
the hero across a variety of hazard-
packed landscapes.

OVERALL 71%

ADVENTURES OF LOLO
Intriguing puzzle game which cer-
tainly packs a r:htﬁlnngﬂ but doesn’t
feature much in the way of action
and variety. Definitely one for those
who like the pace of their games
sedate.

OVERALL 74%

AIRWOLF

Take control of Stringfellow Howke's
as-seen-on-TV attack helicopter, and
zip around the skies, trashing air-
borne enemies, There's not a great

deal to this game, but the graphics
and sound are okay and the game-
play, though not particularly original,
should prove enjoyable for fans of
the TV show.

OVERALL 75%

BAD DUDES

Hopeless conversion of the beat ‘em
up coin-op better known in this coun-
try as Dragon Ninja. Dreadfully flick-
ery graphics and o low challenge
level hammer the nails into this one's
coffin.

OVERALL 39%

BALLOON FIGHT

The aim of Balloon Fight is simplicity
itselfl Boasting gameplay similar to
the classic Joust arcade game, it's
your job to fly around the screen
descending on enemy sprites and
bursting their balloons, while guard-
ing your own from attack. Even
though there's simultaneous two-
player action, it all grow dull very
quickly.

OVERALL 74%

BATMAN
The Joker is causing trouble in
Gotham City, and there's only one
body-stocking wearer who is super-
hero enough to stop him - the
Batman. There are 20 plotform levels
to beat, and though the initial diffi-
culty level is set quite high, the
Eumapluy is addictive enough to
eep you coming back. All in all, o
first class game.

OVERALL 922%

BATMAN Ii: RETURN OF THE

JOKER

Superb-looking and great-sounding
platform game which completely fails
to offer anything new and so renders
itself redundant in the face of classics
like Super Mario 3 and the Megaman
series.

OVERALL 78%

BATTLE OF OLYMPUS

Run around the horizontally scrolling
levels that are Ancient Greece, solv-
ing various puzzles and beating up
mythological beasts in this worth-
while RPG. The only gripe we have
with this is that it's a bit lacking in
the action department, making Zelda
Il the definite RPG to go for.
OVERALL 79%

BATTLETOADS

Join Rash, Zitz and Pimple - the
Battletoads! These dudes are out to
smash the evil Dark Queen over o
number of beat ‘em up and shoot
‘em up levels. Battletoads is a trul
outstanding piece of software, wit
brilliant graphics, stomping sounds

and ultro-addictive gameplay. Rare
come up trumps AGAIN with anoth-
er essential Nintendo game!
OVERALL 21%

BASEBALL

One of the most popular sports of
the United States hits the NES! All of
the fun and excitement of Baseball is
here, but unfortunately, Nintendo
Baseball has o number of faults in
the gameplay department. The actu-
al pace of the game is relatively slow
and a tad unresponsive. The graph-
ics are cack too. Mot recommended.
OVERALL 60%

BAYOU BILLY

Unusual mix of game types which
also features a light gun sequence
as you drive, run and shoot your way
through a variety of different
screens. Fun, but not an essential
purchase.

OVERALL 79%

BIONIC COMMANDO

Super Joe Crack, the star of
Commando (Capcom’s old coin-op
hit) has been captured behind
enemy lines, and only the Bionic
Commando can save him by fighting
through many platform and shoot
‘em up levels. This game actually
has levels that weren't in the coin-
op, but the high difficulty level could
put some players off.

OVERALL 81%

BLACKM MANTA

A mysterious bunch of criminals
maladepts have kidnapped a load of
kids for some reason, and your mis-
sion in this game is to take on the
mantle of the Block Manta and dust
some monkey ass! The gameplay is
varied and fun, but the fuphh:s just
really aren’t up to scratch.

OVERALL 80%

BLADES OF STEEL
Don’t be misled by the title - this is
an lce Hockey simulation with @ mini
beat ‘em up included when things
et rough on the pitch! Multiple skill
evels and different options keep
things interesting for solo players,
but the excitement is at maximum
with two players at the controls.
Overall an excellent sports game.

OVERALL 85%

BLASTER MASTER

Scrolling mazes and scrolling shoot
‘em up skylarking meet head on in
this completely fobulous cart. Your
best friend (that happens to be a
toad) has fallen down a big hole, so
you've decided to follow him in a
quest into the unknown. Blaster
Master has loads of different levels
to explore, along with highly addic-
tive action, making for yet another
essential Nintendo purchasel

OVERALL 91%

BLUES BROTHERS

Grofty ﬁlni‘h}nn game in which you
guide the Brothers around the land-
scape avoiding things. It's boring,
inane and the grophics aren’t much
cop.

OVERALL 40%

BLUE SHADOW

Excellent plotform gome with Ninjo

combat-style overtones. Great
raphics and plenty of action make

this one that combat fans should

look out for.

OVERALL 88%

BOULDERDASH

Join the little miner known as
Rockford who's stumbled on a num-
ber of diamond-crammed, scrolling
mine shafts. He needs your help to
negotiate these dangerous stages,
collecting diamonds and dodgin
falling rocks. Boulderdash is a fab,
taxing and original game that's des-
tined to become o Nintendo classic.
OVERALL 90%

A BOY AND HIS BLOB

You're the boy whose blob-like pal
can change into a number of inter-
esting shapes and objects just by
feeding him jellybeans (!). This
comes in handy for solving the many
platform-related puzzles that face
the boy as he attempts to save blob-
kind from an evil dictator. Fast, fun,
original and taxing, A Boy And His
Blob is skilll

OVERALL 921%

BUBBLE EOBBLE
Bub and Bob, the bubble-blowing
dinosaurs are iru.;?fp-ad in 100
meanie-filled platform levels. Luckily,
the lads can neutralise the beasts by
capturing them in bubbles then pop-
ing them to turn them into fruity
nus points! The ;i]'ruphir.s are a bit
flickery, but the skill gameplay mores
than makes up for it. A superg coin-
op conversion.

OVERALL 89%

BUGS BUNNY'S BIRTHDAY
BLOW-OUT
The 50-year-old cartoon rabbit crops
up on the Nintendo in a gome
where he must collect tons of carrots
and traverse platform levels in order
to reach his birthday blow-out. This
Fuma has all the Loony Tunes vil-
ains, but unfortunately the childish
grophics, jerky scrolling and simplis-
tic gumup\n-,r do this game no

VOUrS.

OVERALL 35%

BURAI FIGHTER

It's time to jet off into deep space
and face those evil aliens on their
home grounds. This horizontally
scrolling shoot ‘em up is a good
challenge, with plenty of destruction
to spice up the E?nmﬂp!u:.n It could
prove a bit hard for novice players,
although the maijority of you sg:-uld
find this to be o decent blaster well
worth considering.

OVERALL 79%

CALIFORNIA GAMES

Make the stars of Beverly Hills
90210 look like anorak-clad
trainspotters by taking part in the
California Games. Half Pipe, BMX (!),
Flying Disk, Fnuibnﬁ, 5ur£:g and
Roller Skating are the events includ-
ed in this skillful Nintendo package.
Great to play with friends, California
Games is an essential buy.,
OVERALL 21%
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CAPTAIN PLANET

Don the daunting mantle of the envi-
ronmental saviour of the world, as
ne battles to save the world from
environmental pollution, while rescu-
ng a few seals and elephants into
the bargain. The sub-levels of this
gome are a mixed bag. The shoot
em up levels are far to difficult while
*he scrolling exploration bits are o
doddle. The ‘pocknge as a whole is
unremarkable.

OVERALL 56%

CAPTAIN SKYHAWK
Join the eponymous Captain as he
Hies around vertically scrolling shoot-
ng levels and Afterburner-style
stoges. This is another skillful Rare
game that should appeal to blasting
ns, although shoot ‘'em up experts
may find it a tad easy.

OVERALL 90%

CASTLEVANIA

wmon Belmont is on the trail of
Count Dracula. The game itself takes
*e form of a vast platform adven-
*ure set inside Drac’s castle which
=mon explores, punishing any
wndead types with his trusty whip,
The audio-visuals aren’t stunning,
awt the action is absorbing for uﬁnng
while. Try out the sequel first though.
OVERALL 80%

CLU-CLU LAND

One of Nintendo’s early efforts, Clu-
Clv Land is a sort of PacMan clone
w2t in grids of dots. However, unlike
= PacMan, the idea in Clu-Clu Land
s to direct your fish (?) between the
dots, and thus reveal lines which
make up a sort of Cubist join-the-
2ots picture. The simplistic gomeploy
s fun, but soon grows quite boring.
OVERALL 62%

COBRA TRIANGLE

Toke the wheel of your speedboat
and race your way through 25 roces
of isometric 3D scrolling ?un, each
~ith a different challenge. Cobra
Trniangle has it oll. Great graphics,
secent sound, but above all amazing
slayability. Another classic from Rare
*at deserves to end up in your col-
wction.

OVERALL 94%

CRACKOUT

_=erly dire Breakout clone which
watures screens and screens of
wdious bat ‘n’ ball "action”. The
graphics and sound are both poor,
2wt it's the uterly boring gameplay
mokes this one to avoid at all costs.
OVERALL 21%

DAYS OF THUNDER

Jump into your NASCAR racer and
burmn around a series of tracks with
no right turns whatsoever in this NES
conversion of the embarrassingly
awful Tom Cruise movie. The graph-
ics are okay but there’s no rm:ﬁ vari-
ety in them at all. The game itself is
slow, tedious, annoying and frustrat-
ing.

OVERALL 39%

DEFENDER OF THE CROWN

Take a time warp to mediaevol
England and attempt to become king
by taking over various territories in
this strategy gome with arcade sub-
levels. The problem here is that the
strategy game isn’'t involving enough
and the arcade bits just don’t cut the
mustard ot all. Leave this on the
shelf in the software shop, where it
belongs.

OVERALL 59%

DIGGER T ROCK

At first glance, this game looks like
being a thinly disguised Boulder
Dash clone, gui on closer examinao-
tion it turns out to be an action-
packed arcade puzzler that's highly
recommended. Excellent graphics
and swingsome sound are the icing
on the cake.

OVERALL 89%

DONKEY KONG

Oh nol Mario’s girlfriend has been
kidnapped by a crozed gorilla! It's up
to the ltalion plumber to conquer
four different levels of platform
action. Donkey Kong isn’t a bad
coin-op tunvarsinnﬁut the original
itself is years old and four screens of
arcade action simply isn’t enough to
warrant the price tag.

OVERALL 45°%

DONKEY KONG JUNIOR

Donkey Kong Junior's out to rescue
his Dad from Mario’s clutches in
another four-screen platform romp,
this time set in the jungle. Just like
it's predecessor, Donkey Kong Jnr
isn't a bad conversion with a bit
more variety than the original game.
Unfortunately, Four screens’ worth of
action just isn’t enough to give the
player value for money.

OVERALL 46%

DOUBLE DRAGON

Your girlfriend’s been kidnapped by
Mr Big - the evil crime boss! It's
down to you to kick the excrement of
his cronies and then face up to the
boss in the final confrontation. This
game isn’'t o bad conversion, but the
sequel has superior graphics and
gameplay.

OVERALL 75%

DOUBLE DRAGON 1l
Dear oh dear. Your girlfriend has
been gunned down by o revenge-
crazed Mr Big. Therefore, it's down
to the Double Dragons to go and
kick some ass agaoin. This conversion
is a lot better than its predecessor
with decent graphics and enjoyable
%ﬂmapluy. Definitely the best Double
ragon game on the Nintendo.
OVERALL 84%

DPOUBLE DRAGON I

Acclaim’s third Double Dragon game
contains all the scrolling beat ‘em up
mayhem you'd expect, along with
more characters to control and larg-
er levels. Unfortunately, the game is
just too difficult to be worthwhile and
the plodding response time doesn’t
help matters much either.

OVERALL 65%

DPRAGON’S LAIR

Dirk the Daring’s darling Daphne
has been kidnopped by o big dragon
and taken to his lair! Pausing only to
grab his daggers, Dirk gives chase by
entering the side-on scrolling castle -
but many traps and meanies await.
Dragon’s Lair has excellent graphics,
but the remarkably slow, plodding
gomeplay ond unresponsive controls
make this one to avoid.

OVERALL 21%

DPOUBLE DRIBBLE

Mediocre basketball game which just
about supplies enough slomdunking
thrills and spills to please ardent
basketball fans.

OVERALL 70%

PR MARIO

Mario’s back in a Tetris-inslfired puz-
zle game which sees him chucking
different proteins into a beaker in
order to make all the nasty viruses
disappear. This is quite easy to begin
with, the action gets meaner as you
progress making for o truly exciting
test of your reflexes and brain
power. One of the best puzzle
games for the NES.

OVERALL 88%

DUCK HUNT

There's not much you can say about
this game. Dust off your Zapper gun
and plug this cart in and you'll be
confronted by wave upon wave of
ducks, just waiting to be blown away
with your fine Zapper gun. The
gruplrics are quite cute, but just
shooting off with your photon
firearm 1sn't fun or vaned enough to
be worthwhile.

OVERALL 57%

DUCK TALES

Guide Scrooge McDuck through
many scrolling platform levels in o
bid to save his massive bank balance
from a fate worse than Ga

Harrod's financial affairs. This game
features excellent cartoon ?rup ics
and very enjoyable gomeplay. Once
again, the NES comes up trumps
with a skill platform game. Hurrah!

OVERALL 90%

ELITE

Fabulous, sprawling 3D space trad-
ing game has literally months of play
in it - if you enjoy this sort of thing. A
brilliant release that must be looked
at.

OVERALL 921%

EXCITEBIKE

Vroom! Get your leathers on and get
ready to burn down one of the
bumpiest motorcycle race tracks in
historyl The horizontal track scrolling
is very nippy, providing a good feel
of speed, but Excitebike’s Fruphics
and sound are a bit wobbly.
However, these inadequacies only
serve to make the wh;a game more
of a laugh! very challenging and well
worth a try.

OVERALL 84%

FELIX TME CAY

NEW

Felix is cursed with that dread-

ed platformitis disease and

dimuﬁ. himls:rlffn as the stor of

an er rm me on

fﬂ NES. Ra%or than bose the

game on Felix's original black

and white nu:;’nﬂn:

'm dﬂ'ﬂ"ﬂlﬂ gﬂ‘“lﬂ

fil Tﬂh‘: is i m'nuhva
m. game is i i !

and funny but uI'rti|':':ll‘|::;;gI},rr

shortlived as it is very easy.

1%

FESTER'S QUEST

The Addams Family has seen some-
thing of a revival lately, and this NES
game stars the talented Uncle Fester
on o scroll-around quest to save the
Earth. The graphics aore samey and
functional, but the sound is ace with
a groovy remix of the Addams Family
tune. The gameplay though, verges
on the tedious after only a couple of
5@SSIONS.

OVERALL 58%

FAXANADU

Fairly involved RPG/platform gome
whi::i; certainly offers plenty of depth
but doesn’t feature much action and
excitement. Try it out if you're after
something different.

OVE 79%

FOUR-PLAYER TENNIS

Great tennis game which, as the title
suggests, allows up to four players to
simultaneousl pnrli:ipnl‘eJus ong as
you have the Four Score adaptor).
Well worth checking out if you own

such a device.
OVERALL 85%

GALAXY 5000

Speed around nine different isomet-
ric 3D tracks in this mega-fast, highly
thrilling road race of the future. T%ue
graphics and sound are both top-
notch, and although the scrolling’s
jerky you don’t notice it in the thick
of the action. Simultaneous two-play-
er thrills are the icing on the superla-
tive confection-related item.

OVERALL 21%

GAUNTLET 11
Guide your mediaeval character
through the hazard-ridden scrolling
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mazes, dishing out death to the
legions of evil minions that attack you.
With all the graphics, gameplay,
sound and speech of the coin-op, this
release is a tab arcade conversion
well worth investing in.

OVERALL 90%

GHOSTBUSTERS 1l

Once again, it's time to bust those
ghosts in a series of sub-levels
inspired by the spooky, and yet
vaguely amusing film. The problem
here is that the graphics are a mite
cacky, and each mini-level does noth-
ing to recreate the atmosphere of the
film on your NES. All in all, a vapid
game thot's only fun for a very short
while.

OVERALL 57%

GHOSTS ‘N’ GOBLINS

Sir Arthur was enjoying the

canoodling company of his Princess
when sudganlr an evil devil kid-
nupfed her! So he's got to run along
scrolling levels, dusting undead sprites
in preparation for the tinal conflict!
This conversion boasts limp graphics
and sound. The response is dodgy and
the gameplay frustrating. Leave this
well alone.

OVERALL 55%

GOAL!

The curse that hits NES soccer games
claims another victim with the sham-
bling debacle that is Jaleco’s Goal!
Featuring an ineffective isometric
viewpoint, stick-men sprites and
extremely annoying action, Goall is
best left alone.

OVERALL 33%

GODIILLA

What could have been a brilliant
monster-based game of destruction
and mayhem is in fact a ghastly
scrolling ﬁiﬂdulung which suffers
dreadful tlicker and frustratingly awk-
ward gameplay.

OVERALL 41

GOLF

As far as Golf goames go, this
Nintendo effort offers no surprises.
Simply take your golfer around the
video course, select your club, judge
your shot and try to ﬁoie the ball. %he
grophics and sound aren’t exactly
:-'.ﬁ-edm:ulur, but this cart offers a very
challenging, playable round of golf.
Recommended to golfing fans.
OVERALL 76%

GRADIUS

Better known as Memesis, this hori-
zontally scrolling shoot ‘'em up has all
the power-ups and levels of the age-

ing coin-op. Gradius is great fun to
lay and ranks as one the greatest
lasts available for the Nintendo
along with its sequel, Life Force. If
you're an NES laser-death fanatic,
seek out Gradius immediately!

OVERALL 90%

GREMLINS 1l

Take a trip into the scroll-along
blasting zone, this time accompanied
by those irrepressible Gremlins.
Programmed by Sunsoft, this
Gremlins-inspired blasting game is
packed with decent graphics, awe-
some sound and top-notch playabili-
ty. Yet another good example of o
Nintendo shoot ‘em up.

OVERALL 87%

GUMSHOE
Play a private eye (complete with tril-
by and trenchcoat) in this platform-
based crime buster. Gumshoe has to
cross numerous Mario-esque levels
to track down the villain of the piece.
This Zapper gun game has excellent
rﬂﬂhiﬁ undg some jaunty tunes
cking the action, but the simple
action grows dull very quickly.
OVERALL 68%

GUNSMOKE
There are some no-good outlaws in
town, so you're going fo march
around the vertically scrolling area
blowing away all sorts of mean hom-
bres. The coin-op was pretty
mediocre, but this NES conversion is
vite good fun. It's getting on a bit
ough, so blasting tans would do
well to check out a more recent
shoot ‘'em up.
OVERALL 69%

HIGH SPEED

Great conversion of the Williams pin-
ball table along similar lines to
Pinbot. Worth a look if you're a pin-
ball fan. If not, you might find the
action a tad repetitive.

OVERALL 82%

HOGAN'S ALLEY

Plug in the Zapper gun and get
ready to pump some villains full of
photons. This target-shooting game
puts you at one end of a shooting
range, with crnminal cut-outs spin-
ning around at the other end.
Though fhiﬁ is gn:||::-hin:::||||1_pr quite nice,
Hogan's Alley's gameplay is very
Iirf;lgfed and most of the game's
options seem to be exhausted after a
few sessions’ play.

OVERALL 60%

HOOK

Unoriginal platform game which

?-oris nice Tuphi:s ut is sadly let
own by lack of action and large

greus in which there's very little to
0.

OVERALL 62%

THE HUNT FOR RED OCTOBER
The fabulous Sean Connery movie
surfaces on the NES as a horizontally
scrolling shoot ‘em up. The game
itself is good fun to rﬁ ay with a nice
sense of inertia on the sub. The
problem is that the graphics look
rather infantile and the soundtrack is
one of the most discordant, jarring

monstrosities ever to plague the
Nintendo. Bear with it though, and
there's a fairly decent game to be
uncovered.

OVERALL 64%

MYPER SOCCER

A reasonable football game, which
although nowhere near as bad as the
grotty Goal and the naff Nintendo
World Cup still fails to generate much
in the way of soccer excitement.

OVE 62%

ICE CLIMBER i
Ice Climber is o pretty basic game,
the object being to control your
Eskimo to the top of each vertically
scrolling level while keeping an eye
out for enemy sprites. This was one
of the first NES releases and has
primitive graphics, sound and game-
play. Even the simultaneous two-
player action doesn’t stave off the
tedium.

OVERALL 58%

IMARI WARRIORS

Armed with just their machine guns
ond a stash of grenades, the players
must guide their on-screen heroes
through vertically scrolling enemy
strongholds and blow everything up.
This conversion has crap graphics
and poor scrolling. The response is
poor and the gnmeEluuy frustrating.
Even lkari fans will be disappointed
with this,

OVERALL 48%

IRONSWORD

This follow-up to Wizards and'
Warriors is similar to its predecessor,
with plenty of platform action and
sword-slashing thrills. The main
problem with this game is that the
gameplay is very fough, and coupled
with the rather inspiring graphics,
there's not much of an urge to see
the next level. Ironsword is above
average, but not totally amazing.
OVERALL 77%

ISOLATED WARRIOR

Become the Isolated Warrior as he
runs up the isometrically scrolling 3D
hackﬁrnunds, blasting enemy sprites
with his multi-purpose weapon.
Isolated Warrior is a great shoot ‘em
up packed with top-notch shooting
excitement. Unfortunately, this is
marred by the fact that it's very easy
to complete.

OVERALL 80%

KICK OFF

Once again, the evil hex that plagues
NES soccer simulations strikes again
in this conversion of the greatest
computer football game ever. Kick
Off retains all the brilliant options of
the Amiga version, but the game
logic is sadly lacking and there's
plean.lnf minor bugs conspiring to
ruin the game too. A great shame
ond a mojor disoppointment.

OVERALL 36%

KABUKI

Kabuki’s the man whose oriental
hairstyle spells doom to a number of
computer bugs that have infested
America’s finest defence system.
Boasting dark and moody graphics

and good sound, Kabuki is instantly

appealing. The stiff challenge and

greur gameplay make it an excellent
hadow Warrior-style plotform

game,

OVERALL 90%

KID ICARUS
It's cutey platform gome time as you
vide Kid lcarus against an army of
Eﬂddfﬂi who are just dying to clip his
wings. It's pretty good tun, but the
graphics are rather dated, and when
you look at some of the more mod-
ern platform gomes around, this
doesn’t compare too well.
OVERALL 68%

JACKIE CHAN'S ACTION KUNG-

FU

Hong Kong's foremost martial arts
expert takes to the NES in a digital
version of his silver screen shenani-
gans. This is a great scrolling beat
‘em up with cute graphics and rous-
ing tunes. It's extremely playable too
v;i_ﬂ] many levels to conquer. Buy
this

OVERALL 93%

JACK NICKLAUS GOLF

The immortal Jack Nicklaus has
endorsed what turns out to be a 3D
golfing simulation that slow, jerky
and bug-ridden. Add these incredi-
bly annoying factors with the pathet-
ic graphics and miserable sound and
we have a golf simulation that's
even over-shadowed by the ancient
Nintendo Golf!

OVERALL 48%

KICKLE CUBICLE

This game is rather similar to
Adventures of Lolo, in that you run
around a single-screen maze push-
ing blocks and squashing meanies.
Kickle Cubicle would be an excellent
puzzle cum action game, but it's just
too easy to complete.

OVERALL 72%

KUNG-FU

This gome weighs in as a conversion
of that ageing Data East coin-op,
Kung-Fu Master [remember thut?l.
There are four levels of horizontally
scrolling baddie-bashing included in
this Nintendo translation. This might
not sound a lot, but the tough, chal-
lenging gomeplay is quite a laugh.
Worth a look for r:&uf ‘em fans.
OVERALL 72%

LIFE FORCE

This is a brill version of the
Salamander coin-op, with both verti-
cally and hnri:untnﬁy scrolling
action. It's not just the smart scenery
and amazing aliens thot set Life
Force apart from other Nintendo
blasts. With its amazingly addictive
destructive action AND two-player
action, this is one ace 'n’ skiﬁ sI:um
‘em up!

OVERALL 92%

LEGEND OF ZELDA

This was Nintendo’s first RPG, but its
simple format makes it far more
accessible than most games of this
type. With its batte ck-up, this
game should provide hours of enjoy-
ment for anybody, so even thoug
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s one of the more expensive carts,
*'s well worth a look.

OVERALL 86%

LITTLE NEMO

Jolly enough platform romp in which
you guide the eponymous ﬂﬂrﬂ
*wrough the surreal and weird
Siumberland world. Fun, but offers
nothing that hasn't already been

seen in o platform game of this type.
OVERALL 79%

LOW-G MAN

Once again, we're all aboard the
ast train to Platform Central, with
.ow-G Man (so called, because he
can jump incredibly high). This game
=as |erky graphics and wobbly
sound, but somehow the urge to see
®e next level is very high indeed.
Although not an essential purchase,
g ve Low-G Man a good, hard look.

OVERALL 84%

LUNAR POOL

An entertaining idea - funny shaped
sool tables - and it’s certainly fun for
2 while. But at the end of the day,
=00l is pool and unless you're a big
*an of eightball, this one's novelty

«l eventually wear thin,
OVERALL 75%

MACH RIDER

Thus is an early Road Blasters clone,
= which you have to drive your
motorcycle down numerous stretches
o highway, zapping any of the other
sagressive drivers who get in your
way. The official NES Road Blasters
conversion isn't really up to much
aut this lookalike is even worse. The
srophics are laughable and the
someplay extremely dull. Leave this
well alone.

OVERALL 36%

MANIAC MANSION

wwcosfilm’s first icon-driven adven-
*ure 15 a real classic. It's got great
srophics, extremely involving game-
=ay and logical puzzles - things
=hich its competitor, Shadowgate
~oefully lacks. Maniac Mansion is a
worthy NES purchase, but the high
ance tag (around £50.00) is a bit of
2 bum rap.

OVERALL 89%

MARBLE MADNESS

n this Rare conversion of the brilliant
Afari coin-op, you guide a marble
around six different isometrically
scrolling courses, dodging many
oazarre hazards. The programmers
nove produced a coin-op conversion
*ot's as close to the original as is
possible with the Nintendo. Only the
ack of levels is the slight downer.

OVERALL 85%

MARIO BROTHERS

= this single-screen platform game,
“ario and Luigi (this is o one or two-
sayer game) have to run around
sunching the gantries under the crit-
wrs to knock them on their backs,
and then jump up to the same level
and boot them off-screen. It's a nice,
“wte, simple game, but only truly
worthwhile in two-ployer mode.
SVERALL 83%

MEGAMAN

It's down to MegaMan to go
through six levels of incredibly
addictive scrolling platform action,
blasting meanies. Each level is
guarded by a terrifying robotic end-
of-level boss. Mega Man is one of
the most difficult, and yet still
rewarding platform games available
for the NES.

OVERALL 92%

MEGAMAN 11
The evil Dr Wily is back for another
slapping at the hands of the world’s
3r&ulest hero, MegaMan! This boils
own to more incredibly addictive
scrolling platform action. Although
it's not as lostable as its prequel,
MegaMan |l boasts playability that
puts many 16-bit games of the
same ilk to shame. An essential pur-
chase.

OVERALL 93%

METAL GEAR

Nice graphics and ultra-violent
gomeplay make this an interesting
game to play, but only for o while. It
turns out to be more of a giant
maze game than a shoot ‘"em up,
and the unchanging scenery of
tanks and buildings makes one
screen look pretty much like anoth-
er. Not a game to put high on your
shopping list.

OVERALL 52%

METROID

Metroid is a graphicaolly impressive,
very cleverly put-together arcade
adventure with lots of unusual fea-
tures to keep things interesting. It's
a tough game ung ardent plat-
form/adventure fans will love it.

OVERALL 80%

MIKE TYSON'S PUNCH-OUT!!!
With its superb graphics and playa-
bility, Punch Out!! is the greatest
boxing game yet seen on any home
system and is a vital addition to your
collection. So grab it betore it disap-
pears, which it might well do consid-
ering what’s happened to Mike...
OVERALL 94%

MISSION: IMPOSSIBLE

This viewed-from-above maze gome
with espionage overtones casts you
as a secret agent, out fo overthrow
a subversive world-threatenin
organisation. The graphics unEI
sound are both very effective, and
the gameplay itself is addictive and
whole lot of tun. Highly recom-
mended.

OVERALL 86%

NEW ZEALAND STORY

Poor old Tiki - all of his kiwi chums
have been kidnapped by a bloated
Walrus! So, Tiki needs your help in
running around the plotform levels,
shooting meanies and rescuing kiwis!
This conversion is visuvally very similar
to the Taito coin-op, and the sound is
actually better! Unfortunately, the
game is just too easy to complete.

OVERALL 79%

NINTENDO WORLD CUP
There's something of a curse on the
poor old Nintendo when it comes to
soccer games. Nintendo World Cup is
a dire shambles, with rancid, flickery
raphics, warbling sounds and very
imﬁ Puma lay. Even when plnging
with four ployer with the Four Score
adaptor, Nintendo World Cup is a
sad digital interpretation of soccer.
OVERALL 33%

PAPERBOY

Guide your paperboy through seven
levels of scrolling isometric mayhem
in this conversion of the Ennsinnuble
Atari coin-op. Paperboy "boasts”
retarded, intantile graphics,
grotesque colour schemes, a boom-
ing cacophony of sounds and frus-
trating gameplay. The awful respon-
siveness is yet another nail in the
MFl-quality coffin. Avoid!

OVERALL 30%

PINBALL

This is a real Nintendo oldie, and has
been completely eclipsed by the
immeasurably superior Pinbot, which.
is based on a real pinball table.
Unless you're after a particularly sub-
standard pinball game for your
Nintendo, avoid.

OVERALL 45%

PINBOT

Rare’s conversion of the topper
Willioms pinball table is excellent,
with all the steel ball spanging-relot-
ed excitement of the original. With
excellent graphics, unbelievable
sound, along with brilliant playability,
this is one fabbo game!

OVERALL 90%

POPEYE

This conversion is a good translation
of the original coin-op, but it's the
coin-op's simplicity that severely lim-
its Popeye's powers of lastability. ']l
keep you busy for a while, but unfor-
tunately, the novelty soon wears off.

OVERALL 67%

POWERBLADE

It's a return to Platformsville, Arizona
in this scrolling game with shoot ‘'em
up elements. Although Powerblade is
exceptionally unoriginal, the graphics
and sound are fine for this sort of
game. What really gives Powerblade
its respectable murE is its fun and
challenging gameplay.

OVERALL 88%

PRINCE OF PERSIA

Great plotform adventure game
which features o superbly animated
main sprite. It's quite tricky getting to
grips with the comprehensive control
method, but ence mastered, the chal-
lenging and absorbing gameplay will

keep you playing for ages.
OVERALL B7%

PROBOTECTOR

Don’t be fooled by the name - this is
the official NES version of Gryzor,
the great horizontally scrolling shoot
‘em up. All the levels of the coin-op
are here and the blasting action is
fast and furious. A great NES blast.
OVERALL 81%

PRO WRESTLING

- Pro Wrestling isn't quite as exciting

as the real sport. The graphics are
laughable with pathetic sprites and
background visuals, and the sound
isn’t really any better either, sporting
very weak spot effects. Our advice is
to go for Tecmo World Wrestling. It's
got better graphics, better sound and
a huge amount of moves on offer,

OVERALL 45%
RAD RACER

This is quite a few years old now,
and surprisingly, it's still the only Out
Run-style game availoble on the
NES. Actually, any new one would
have o hard time beating Rad Racer
in the playability stakes. The smart
3D graphics make this look good
and play good, so if driving games
are your bag, this is a must.

OVERALL 80%

RAD GRAVITY

Strut around the universe with the
coolest intergalactic hero of them all,
Rad Gravity. It's up to Rad to run
around platform levels looking for
co-ordinates for new plonets to visit.
Rad Gravity is a cool platform game,
with nice blasting elements added in
for good measure. Recommended
for platform fans after a challenge.

OVERALL 82%

RAINBOW ISLANDS

Oh no! The Rainbow Islands have
been occupied by the Boss of
Shadow, Baron von Blubba and his
nasty little minions. It's up to Bub
and his power of the rainbow to put
a stop to Blubba's skylarking over
seven levels of vertically scrolling
platform action. This is a good con-
version of the Taito coin-op, ruined
by slow gameplay and poor
response.

OVERALL 67%

RC PRO-AM
RC Pro-AM is one of the most
playable NES titles around. Both the
raphics and sound are spot-on and
there's plenty of action to keep you
going for a long time as you race a
variety of radio controlled vehicles
around a series of very tight tracks
against mad computer drivers. A
must!

OVERALL 920%

RESCUE

Based on the French computer
game, Hostages, this is a multi-level
assault gome, casting you as leader
of a bunch of SAS guys out to ruin
some ferrorists’ plans for world dom-
ination and rescue (hence the title)
some hostages. The q:uphic& and
sound are poor, but the real problem
with Rescue is that each sub-level is
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very dull and foo easy to complete.
OVERALL 41%

RESCUE RANGERS
Those cheeky chipmunks, Chip 'n’
Dale hit the Nintendo in a platform
Euma of their very own, progrommed
y coin-op giants, Capcom. With one
or simultaneous two-player options,
Rescue Rangers is fast, smooth, cute
and playable. A very good game that
should appeal to plul?nrm &ms.

OVERALL 88%

ROAD BLASTERS

If you were a fan of arcade Road
Blasters this conversion may come os
a disappointment. The graphics and
sound are fairly well reproduced, but
it certainly doesn’t play the same. It's
just far too easy, and any competent
player should get through all 50 lev-
els in o few games, Once completed,
Road Blasters doesn’t have much to
attract you back for more.

OVERALL 48%
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ROAD FIGHTER

Brace yourself for what must rank as
the worst console game EVER! Road
Fighter is a vertically scrolling road
race gome a little like Spy Hunter,
but without the extra weapons,
decent graphics or gameplay.
Indeed, the scabrous, retarded game
we have here is devoid of all fun and
excitement-inducing qualities and is
a complete waste of money.
OVERALL 9%

ROBOCOP

The film’s great, but this game is sad.

Rubbish graphics, dire sound, slug-

gish controls and very repetitive
ameplay don't makes things much
un in this platform gome.

Considering the all-action movie, a

la! more should have been made of

this.

OVERALL 60%

ROBOCOP 2

Slick, but ultimately frustrating plat-
form game which features plenty of
chaollenge but nothing new or excit-
ing in terms of gameplay features.
There are tons of games like this, so
shop around before you buy.
OVERALL 76%

ROLLERGAMES

Fairly jolly, but rather repetitive
future sports simulation which could
do with better visuals.

OVERALL 76%

ROBO WARRIOR
An original, but ultimately dull game

in which you bomb your way through
a series of baddie-packed screens. It
sounds more exciting than it is
because the action is so limited and
slow,

OVERALL 51%

RUSH ‘N’ ATTACK

Otherwise known as Green Beret,
this is a fairly simplistic but very com-
pulsive beat ‘'em up packed with
senseless violence, The graphics and
sound are adequate rather than out-
standing, but they do the job and
help make this a bloody, enjoyable
rough-house romp.

OVERALL 83%

RYGAR

The graphics in this beat ‘em up are
okey-dokey and the gameplay is fair-
ly interesting (thanks to the nice
weapons), but on the whole, Rygar is
probably only worth buying if you
remember enjoying the coin-op.

OVERALL 70%

SECTION Z

If you've ever wished for a Side
Arms-type game for the NES, this is
probably the nearest thing to it,
though don’t take that as a recom-
mendation. The game is severely
lacking in excitement just becouse it's
so repetitive and the weapons are
completely weedy. Save your money
and your sanity.

OVERALL 46%

720 DEGREES

This is a very decent conversion of
the old Atan skateboarding coin-op
which sports plenty of challenge and
variety. A must for fans of the coin-
op and skateboarders in general.

OVERALL B84%

SHADOWGATE

Shadowgate is an icon-driven adven-
ture game crammed with frustratin
puzzles and thousands of unfair sud-
den death scenarios. The solutions to
each puzzle are completely illogical
(OPEN a skull to find a key? We think
not), making for an annoying adven-
ture with crappy graphics and nause-
ating sound tfo boot.

OVERALL 26%

SHADOW WARRIOR

Join Ryu as he runs around the
scrolling platforms levels, meting out
ninjo death to the evil minions of the
Overlord. Converted from the coin-
op, this a great slash ‘em up that's
well-presented with groovy graphics
and sound. This is challenging ond
superb fun and well worth your
pounds sterling.

OVERALL 90%

SILENT SERVICE

A submarine simulation? On the
NES? Yes indeed, ond while it might
sound boring, it's not. It's addictive
and involved and is a must for those
who want to use their Nintendo to
play more than just plaform games
um:r shoot ‘'em ups.

OVERALL 87%

SIMON’S QUEST
On the surface, Simon’s Quest isn't
much more than an extended version

of the original with a few additions to
the gameplay. Having said that, the
original was pretty good, so the fol-
low-up can only be even better.
There's not a lot of variety, but hard-
ened arcade adventure fans should
find the gloomy atmosphere is most
engrossing.

OVERALL 85%

SIMPSONS: BART VS THE SPACE
MUTANTS

Enjoyable game-of-the-telly-show in
which you guide Bart around the hor-
i:nc:nnh::lrl.ur scrolling town solving puz-
zles and avoiding the baddies in an
attempt to thwart the intentions of the
marauding space aliens. Not exactly
action-packed, but fun nonetheless.
OVERALL 88%

SKATE OR DIE
Skate or Die is divided into five differ-
ent sections: the downhill race,
freestyle on a half-pipe, downhill Zum
where you fight an opponent, halt-
pipe high jump and pool joust where
you battle other players. It's a fun
aome with great graphics and is high-
y recommended to board thrashers.
OVERALL 82%

SMASH TV

Williams’ amazing shoot ‘em up coin-
op, based on the classic Robotron
2084, is one of the most violent
games in history! This NES conversion
is a technical miracle with loads of
sprites on-screen at oncel The game
also incorporates all the speech ond
power-ups of the coin-op too. One of
the best Nintendo shooters availoble!

OVERALL 90%

SNAKE, RATTLE ‘N’ ROLL

Guide your snoke around the forced
3D backdrops, eating nibbley-pibb-
leys and dodging o number of bizarre
sprites. Rare striﬂe again with an
extremely playable, tachnicullly amaz-
ing Nintendo game that simply
demands purchase!

OVERALL 94%

SNAKE'S REVENGE

Snake (the hero of Metal Gear) is
back, and this time he's vowed to
destroy a jungle-based legion of ene-
mies. This generally invelved running
around the jungle (for jungle, read
maze), blowing away enemies an
rescuing hostages. Snaoke's Revenge
is extremely difficult to play, slow,
unrewarding and tedious.

OVERALL 49%

SOCCER

The action in this football gome is a
little slow, and the graphics are only
adequate but it plays quite while and
that's what counts. And even though
it's positively ancient, it's still miles
better than all the newer Nintendo
football games.

OVERALL 83%

SOLAR JETMAN

The action is very similar to the old
coin-op Gravitar, but there's much
more to Solar Jetman as you explore
o series of planets Innkin% for pieces
of the Golden Warpship. The playa-
bility is superlative, the graphics are
great and the sound is similarly excel-

lent, Put all those factors together
and you've got a simply brilliant
Nintendo title which i1s an essential
part of your collection.

OVERALL 95%

SOLOMON'S KEY

This is an excellent conversion of the

Data East coin-op, which is one of

the best arcade puzzle games out. If
ou're ofter some mental stimulation
rom your Nintendo this has got to

be somewhere on the shopping list.

OVERALL 83%

SOLSTICE
This is the first game from Ergqﬁsh
firm, Software Creations, and it's a
oodiel Guide your little man arount
the forced perspective backdrops,
solving puzzles and blatting meanies
With its excellent grophics, amozing
sound and involving g‘umaplnr,
Solstice is an essential purchase.

OVERALL 90%

SPY VS SPY

Based on the MAD magazine comic
strips, Spy vs Spy is one of the finest
two-player games ever, just because
of the vast ﬁniﬂniiul for playing
super-sneaky tricks on your comput-
er, or better still, human opponent, |
doesn’t have the best graphics and
sound in the world, but if you have
another gamer at hand willing to
play you, this is a must.

OVERALL 84%

STAR TREK

A rather repetitive adventure game
based on the cult TV series which fol.
lows the exploits of Jim Kirk and vari
ous crew members in their search for
vital Dilithium crystals. There are

some occasional highlights but this is
one that die hard trekkies will best
appreciote.

OVERALL 68 %

STAR WARS

A brilliant game which follows the
plot of the film very closely through ¢
whole variety of challenging and
addictive scenes. With its superb
graphics, sound and gameplay, this
is one of the best games-of-the-film
around.

OVERALL 95%

STEALTH ATF

A promising-sounding but ultimately
dull aerial combat game in which
you guide the fighter of the title
against the marauding enemy
hordes.

OVERALL 54%



NINTENDO MAGAZINE SYSTEM

GCGAME INDEX

SUPER MARIO BROTHERS
Originally this was the game
Nintendo gave away free with the
machine - and what a terrific freebie!
I*'s a truly classic platform gome
*hat’s just so skillfully put together
ond is s0 much fun r{mf once you've
started playing it's impossible to stop.
One of the best games anywhere,
ever.

OVERALL 95%

SUPER MARIO BROTHERS Il

This is a superb follow-up to Super
Mario Brothers, with terrific grophics,
great music and super addictive plat-
form ﬂumapln}r. An utter must - along
wth all the other Mario games.
OVERALL 96%

SUPER MARIO BROTHERS 11l
Mario and Luigi return for their lost 8-
ot outing - and it's one of the finest
vwwdeo games ever devised. Featuring
almost-perfect playability, excellent
graphics and sound along with a
massive challenge, Super Mario Bros
Il is THE essential cart to buy for your
Nintendo.

OVERALL 98%

SUPER OFF-ROAD

van “lronman” Stewart’'s Super Off-
®oad is a superior Super Sprint-style
NES game, that's great fun when
olaying with the four-player Four
Score adaptor. It's yet another skill
®are game, and a very close coin-op
conversion. The repetitive nature of
*he game may put some people off,
especially when played in one-player
mode.

OVERALL 81%

SUPER SPIKE VOLLEYBALL

¥isit the beaches of America to partic-
pate in a series of Volleyball matches
n this cool sports simulation. With its
Four Score compatibility allowing up
‘o four players to take part, Super
Spike Volleyball is o great game that
should appeal to most sports fans,
OVERALL 83%

STAR WARS

One of the greatest sci-fi movies EVER
nits the Nintendo in a truly spectacu-
ar fashion! Star Wars features many
different game styles (3D blosting,
olatform and scrolling blasting action)
eoch depicting a scene from the
movie. Although the price tag is very
migh (50.00), Star Wars remains the
oest thing since Mario 111,

OVERALL 95%

SWORDS AND SERPENTS

8ig role playing gome very similar to
the Bard’'s Tale computer game
series. Short on action, but long on
depth, this is one that adventure and
role-playing fans will go bonkers
over.

OVERALL 81%

TEENAGE MUTANT HERO TUR-

TLES

Although they're now tragicall

wncool, Turtles is a fun game that
srovides plenty of beat ‘'em up action,
= hunt of exploration and taxes your
srains too as you rescue April O'Neil.
warth checking out.

OVERALL 86%

TEENAGE MUTANT NINJA TUR-

TLES: THE ARCADE GAME

Take control of the bygone heroes in a
half-shell in this simultaneous two-
player game based on one of the
most popular coin-ops ever. Turtles |l
is a very close conversion, but when it
comes down to it, there isn't much in
the gome and the repetitive action
soon grows stale.

OVERALL 64%

TENNIS

The graphics aren’t the greatest and
there's not much sound to speak of,
but Nintendo Tennis is quite playable.
It's the only Tennis game available on
the NES anyway, so if you want to
hold Wimbledon indoors next year, it's
either this or nothing.

OVERALL 75%

TEN-YARD FIGHT

A conversion of the old Irem coin-op,
this is one of the only arcade-style
American football gomes available on
any machine, It's simple, but fun and
is worth looking at if you're new to
American football and want to learn
more about the sport.

OVERALL 76%

TERMINATOR Il

One of the greatest movies of all time
could've been an NES game to end
them all. Unfortunately, what you get
are five limited levels, most of whic
are set around a tedious platform
environment. The gome isn't awful -
it's just dull and very unoriginal. For
die-hard movie fans only.

OVERALL 72%

TETRIS

This block-based mind-teaser is the
raulas:lﬁuula game ever written. It
ooks naff, sounds naff... but play it

and you'll be instantly hooked.

OVERALL 91%

TIGER HELI

This is a fairly straightforward up-the-
screen blast in which the player pilots
a heavily-armed combat chopper. The
Tﬂphiﬁ are pretty samey throughout
the entire game, the sound is equally
bland and the gameplay is only aver-
age. Not the greatest Drﬁhﬂrﬂl ‘em
ups.

OVERALL 65%

TINY TUNES

Yet another NES plotform game, this
time starring baby versions of famous
cartoon characters. The graphics and
sound are great, and the gameplay
fun enough to keep you at it for
yonks.

OVERALL 86%

TIME LORD

This Eume has a great idea and plot,
but the overall execution is o tod lack-
ing and the game itself lacks the kind
of excitement we'd come to expect
from an MB Games cartridge.

OVERALL 60%

TOM AND JERRY

With all the potential fun and frolics of
a Tom and lerry game, it's a shame to
see them reduced to starring in yet
another unoriginal platform game.

Yes, it's fun, But there are loads of
better gomes of this sort already
nvuilul:ﬁm What o waste...
OVERALL 78%

TOP GUN

Thuu%h this wouldn’t take anyone’s

breath away, the 3D combat i1s quite

exciting, and requires a fair bit of joy-

pad skill. The graphics aren’t bad ot

all, and on the whole, this is a smart
ame. If you yearn for something
ight simulator-ish on your Nintendo,

check this one out.

OVERALL 79%

TOP GUN Il

You ARE Maverick - the Top Gun of
the title, and it's your aim to take to
the skies, complete a number of mis-
sions and blow up all the MiGs you
can in the process. Top Gun Il is not
recommended because the graphics
are extremely owful and the game-
play is very dull indeed. Only the
one-on-one two-player mode is a
good laugh.

OVERALL 51%

TOTALLY RAD

Promising sounding platform game
sadly let down in its execution. It's
just not fun enough to lift it out of the
veritable seo of plotform games avoil-
able on the NES.

OVERALL 74%

TO THE EARTH

This is the most recent of the Zapper
gun titles, and it's probably the best
of the lot. Very nice grophics and
plenty of other neat presentation fea-
tures set this apart from the other
light gun games, so if you've got o
Zapper, check it out.

OVERALL 80%

TURBO RACING

The NES is not well catered for when

it comes to road racers, so it's nice to

see a good, fast action-filled effort

like Turbo Racing. Although the
raphics are a bit rough, this is more

than made up for by the exciting

gameplay. Check it out.

OVERALL 80%

TRACK AND FIELD NI

Featuring a massive 15 events (hur-
dles, pole vault, hammer throw,
archery, clay pigeon, pistol shooting,
canoeing, hang-gliding, Taekwondo,
fencing and arm wrestling), this is
graphically and sonically superb. With
multi-player action and plenty of
tough and challenging button-bash-
ing gameplay, this is a sports simula-
tion no Nintendo owner should miss.

OVERALL 90%

TROG

Trog is a PocMan-style coin-op (two
girls are ?Iuying it in the arcade
scene in Terminator ll!) which depicts
you as a caveman out to save his
eggs (¢22) from various prehistoric
terrors. The graphics are well-ani-
mated and very cute, but no amount
of presentation can disguise the sim-
plistic gameplay,

OVERALL 70%

TROJAN

This is quite a decent beat ‘em up,
(converted from a popular coin-op of
yesteryear) but though the %ruphars
are fine, the gameplay is a bit dull. A
few more powerful weapons would
have helped make this above-aver-
age quality ?nma into something
quite special.

OVERALL 72%

URBAN CHAMPION

Urban Champion is a fairly ordinary
beat ‘em up in which you Eghf a
variety of foes. The graphics are
rather dull, and it doesn’t take long
before this four-year-old game gets
rather boring. If you're o#er a good
beat ‘em up, check out something
like Double Dragon instead.
OVERALL 54%

WILD GUNMAN

If you've got a zapper gun, stick it
into your holster and ride into town
and baottle a bunch of merciless
hoodlums who've been whoopin® it
up and scarin’ all the townsfolk. The
graphics are colourful and bright,

and the aim is to simply blast away
as many bad dude cowboys os possi-
ble. It's quite good fun, but gets a bit
boring after a while.

OVERALL 67%

WIZARDS AND WARRIORS

This is a smart-looking, but simplistic
platform game which requires an
awful lot of jumping skills and little
else which all gets a bit monotonous
after a while. There are several
superior platform games available
on the NES, the Mario games for
example, and the Megaman series.
OVERALL 72%

WORLD WRESTLING

This has got well-animated graphics,
plenty of moves and enjoyable
gameplay, and while it doesn’t fea-
ture the characters from WWF like
the official title does, we still think
i':l’és'lhe best wrestling game on the

OVERALL 84%

WRECKING CREW

The graphics are simple, but nicely
drawn and the soundtracks are
superb, making this platform ham-
mer ‘em up a treat to play. It's not
easy, and there are loads of screens
and even a designer option if you
want to try and make your ownl

OVERALL 81%

WWF SUPERSTARS OF
WRESTLING

Leap into the ring of the All-
American World Wrestling
Federation along with all your
favourite wrestlers from the popular
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TV series. This version of WWF is
good fun for a while, but it's a tad
aﬂﬁr and only the two-player option
really gives you great volue for
money.

OVERALL 80%

XEVIOUS

The original coin-op's best feature
was ifs pretty graphics, and these
haven’t been translated too well to
the comparatively chunky-pixelled
MNES, so all you're left with is a
possable, but hardly exciting up-
the-screen blast.

OVERALL 65%

ZELDA Ii: ADVENTURE OF LINK
This RPG-style game is absolutely
vast - much bigger than the original
- and it's grupgtmlly superior too.
The gameplay is also beefed up
with magic and beat ‘em up-style
swordplay, and ogain, the cartridge
comes with o battery gome-save
system. This is the Nintendo's top
RPG, and one of the most enjoyable
on any system. Make sure you give
it a try.

OVERALL 924%

GAME

ALLEYWAY

A sad version of the ancient game,
Breakout, this is one of the most
simplistic, tedious and unchalleng-
ing games available on the
Gameboy and should only be
bought by simﬁﬂring buffoons with
more money than sense.
OVERALL 27%

BALLOON KID

Become a balloon’s best friend in
this rather weird floating collect ‘em
ulo. Not only is it strange, but it's
also very dull. Things get repetitive
very soon and the unresponsive
controls don't do this cart any
favours either,

OVERALL 51%

BART SIMPSON’S ESCAPE
FROM CAMP DEADLY

Bart's been packed off to summer
camp and he's not too happy about
it. Help him escape in this multi-
level platform game, throwing fruit,
dodging other compers and gener-
ally having quite a smaort time. An
enjoyable if not overly original title
which will take some beating.

OVERALL 85%

BASEBALL

With its two-player link-up option and
addictive gameplay, Busubulris rec-
ommended to sports fans on the
move.

OVERALL 75%

BATMAN

With small, but nicely detailed graph-
ics and excellent sound, Batman is
one of the most addictive Gameboy
platform gomes around. Highly rec-
ommended.

OVERALL 21%

BATTLETOADS

Gasp! The evil Dark Queen has kid-
nopped two of the mighty
Battietoads! You, as the third member
Zitz, must now launch a rescue bid in
this beat ‘em up with platform over-
tones. Although the graphics are fid-
dly, this is o great game which any
self respecting beat ‘em up fan
should have.

OVERALL 90%

BLADES OF STEEL

Plenty of lce Hockey style action as
two teams compete on a horizontally
scrolling rink. Tﬁe action is fast and
addictive and should appeal to any-
one after a decent sports sim.

OVERALL 82%

BOMB JACK

Hit the road Jack! This is o tiresome
conversion of a hoary old coin-op
that is about as explosive as a soggy
match. It's boring, simplistic and
repetitive. Give it o miss.

OVERALL 68%

BOULDERDASH

Take the mantle of Rockford, dia-
mond miner extraordinaire in this
conversion of the age-old coin-op.
Still, the gameplay is just os fresh as
the day it was conceived, with many
levels of puzzling as you try to grab
the jewels and deodge the boulders
and find your way to the exit without
blocking yourself in. A challenging
puzzle game with which to while
away the hours.

OVERALL 90%

BOXXLE

Boxxle is a highly original puzzle
game which is recommended to
people who like to use their brains
rather than their joysticks.

OVERALL 83%

BUBBLE BOBBLE
Bob and Bub take a trip into scrolling
lattorm land. Their mission: to bub-
le up the inhabitants of each realm,
burst the bubbles, kill the meanies
and move on to the next screen.
Bubble Bobble is fast, fun and very
addictive. Highly recommended! =
OVERALL 90%

BUBBLE GHOST

This game, originally by
Infogrammes for the Amiga, puts the
player in the role of a Ghost out to
guide a bubble around an environ-
ment fraught with danger. This is o
highly original, fun title well worth
taking a look at.

OVERALL 81%

BURAI FIGHTER DELUXE

Take to the skies once more in this
herizontally-scrolling shoot ‘em up
type story ot a mega-powerful robot
and his fight against injustice. The
graphics are pretty good, there's
always lots to do and the action is
pretty fast paced. A decent quality
shoot ‘em up and no mistake.
OVERALL 83%

BURGERTIME DELUXE
Burgertime must rank as the world's
first fast food creation simulatar.
Now the coin-op of yesteryear has
returned, and it's ideal Game Boy
material. The idea is to drop burger
ingredients into a dish from some
plotforms by running over them (not
very hygienic), to make your job
harder you are chased my monstrous
pickles and hot dogs. Low on graph-
ics but high on playability,
Burgertime is a real laugh, although
it does get very repetitive after the
first few levels.

OVERALL 78%

CASTLEVANIA

Take control of Simeon, a whip-wield-
ing hero and battle your way
through four large scrolling platform
landscopes. The gameplay is addic-
tive, and keeps you going for quite a
while - but be prepared for some
annoyance, because there are some
nasty hidden surprises that don’t
maoke themselves apparent until it's
too late to do anything about them.

OVERALL 79%

CHASE HQ
Oh dear, converting this coin-op to
the Gameboy wasn't really a very
gund idea was it? Try as it might, the
ameboy just can’t cope with the
speed necessary to make this game
really thrilling. The result is slow,
sluggish and particularly tedious.
OVERALL 42%

CHESSMASTER

This chess sim has appeared on
loads of formats, but this is the best
version to date. The game is hard
but logical and all the rules of chess
are accounted for. The difficulty lev-

els are well set, so beginners can
pick it up straight away and grand
masters wun'ﬂind the going ridicu-
lously easy. Best of all, of course, it's
fully portable so you can exercise
your brain at any time you like.
OVERALL 96%

CHOPLIFTER NI

Brilliant! Guide o chopper around
scrolling landscapes, rescuing
hostages and blowing up anything
that gets in your way. A highly cool
game with massive addiction and
enjoyment factors!

OVERALL 922%

DOUBLE DRAGON

With great graphics and sound,
Duub?a Dragon is an excellent mini-
replica of the classic orcade game,
featuring all the original’s thrills and
spills. There's even a two-player link-
up option for simultoneous vigilante
antics! A must for beat ‘'em up fans.

OVERALL 83%

DOUBLE DRAGON I1I

Improves on the original with better
?n:;rvhics and gameplay. Some might
ind it a bit too similar to the first, but
beat ‘em up fans will love it!
OVERALL B8%

DR MARIO

Nintendo’s own Tetris clone maokes it
to the Gameboy, and it's great.
Highly recommended to puzzle fans.

OVERALL 87%

PUCK TALES

Although there are loads of other

platform games on the Gameboy,

this one has unmistakable Disney

Ernphitul touch and oodles of playa-
ility. The problem is that it's not

very hard, so expert gamers should

give it o miss.

OVERALL 78%

DYMNA BLASTER

This puzzle game caused something
of a stir on the PC Engine (that ver-
sion was called Bomber Man) - and
the Gameboy version is just as good!
You must place strategic bombs in
an ottempt to clear each screen of
baddies before advancing onto the
next, harder screen. Simple but very
addictive, and the second (slightly
different) version of the game includ-
edl on the cartridge makes it great
valve.

OVERALL 88%

F1 RACE

RAVE

The first four-player Gameboy goame
is here - and it even comes with a
free four-way adaptor! The game
itself is an excellent OQutRun-view
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roce, with what must be some of the
fastest scrolling seen on a Gameboy!
Great fun and excellent value for
money.

OVERALL 88%

FERRARI

Slickly programmed racing game
sadly let down by its Inugﬁn ly low
difficulty setting. Even the most inept
of players won't %ai more than a daoy
or so's play out of this.

OVERALL 37%

FOOTBALL INTERNATIONAL

Put simply, this is a hopelessly dull
football game. Get Kick Off instead -
#'s miles better.

OVERALL 41%

FORTRESS OF FEAR

A sort of medioeval Double Dragon.
The graphics ond sound are good
and the playability is solid enough to
«eep you coming back.

OVERALL 80%

GARGOYLE'S QUEST

Some pretty good gamesplaying skills
are required to make your way

around this game's unfriendly plat-
form environment, but it's all ve
addictive, and should be ::hm:lmzr out
oy hardened platform fans.

OVERALL 80%

GAUNTLET I

A perfect mini-replica of the classic
coin-op that contains all the graphics
in black ‘'n’ white), speech and
playability of the coin-op. There's
even o skill two-player mode. A must
for Gauntlet fans.

OVERALL 88%

GHOSTBUSTERS 11

#ith humorous graphics and some
guite decent tunes, Ghostbusters |l
manages to both entertain and chal-
enge, with six different missions to
*=st your brains and reflexes, Well
worth taking a look at.

OVERALL 81%

GOLF

This is a great golf gome that plays a
sr=at game of golf. Need we say
—are?

COVERALL 88°%

GREMLINS 1l

~mce more it's platforms a go-go
wh Gremlins ll. As the Mogwai it's
w2ur job to rid the world of those
roublesome Gremlins utilising the
meny traps and weapons littered
wound the landscape. Gremlins Il is
s=ainly challenging and it has some
wduJul graphics and music.
SWERALL 80%

HOME ALONE

Toke control of a digitised Macauley
Culkin, as he runs around his man-
sion collecting goodies and locking
them up in his safe. At the same
time, he must watch out for the many
burglars who've entered his home.
Home Alone is a sad, dull, boering
game with mournful graphics, forlorn
sound and awful playability. Avoid it!

OVERALL 38%

HOOK

In this version of the Spielberg movie,
you guide Peter Pan around the
eight-way scrolling levels of Never
Land, dishing out dagger justice to
Hook's minions and completing vari-
ous mini-tasks with the aid of the lov-
able Tinkerbell. Hook is quite enter-
iuining for a while, but there just
doesn’t seem to be that much to do
in each level.

OVERALL 66%

HUNT FOR RED OCTOBER

In this brilliant conversion of the Sean
Connery movie, you take control of
the Red October and guide it through
many levels of eight-way scrolling
action. A brilliant, playable game
with an amazingly good two-player
mode where the second player takes
control of an entire fleet charged with
destroying the Red October! Brilliant.

OVERALL 92%

HYPER LODERUNNER

If you enjoy a really fough challenge,
this platform game is highly recom-
mended. Normal players, however,
might find themselves wanting to
smash the cartridge up after a couple
of goes - it's that urcﬁ

OVERALL 71%

KID ICARUS

Fairly jolly adaptation of the NES
platform gome provides the fun, but
Is now getting rather long in the
tooth.

OVERALL 71%

KUNG-FU MASTER

This loose translation of the ageing
Irem coin-op is very dull indeed with
mournful graphics and sound along
with tedious gameplay. The last nail
in the coffin is the pathetic difficulty
level. One go is all that's required to
beat this vapid effort of a game.
OVERALL 17%

KWIRK
This is a r:u:zle game where your
tomato () must shift oddly shaped

blocks into gaping holes to traverse

mazes and reach the exit. It's really o
sort of Soko Ban clone - but a lot
more fun.

OVERALL 85%

MARBLE MADNESS

Guide your marble around a number

of increasingly tricky slalom slopes,

featuring many pitfalls such as acid
ools, giant vacuums and even killer
lack marbles! This is one of those
ames which is perfectly suited to the

meboy, and although it's short on
levels, it's long on playability.
OVERALL 87%

MERCENARY FORCE

Fairly dull action game which fails to
supply the nm:a:-'.sn?r ingredients to
make it a worthwhile purchase.

OVERALLG62%

METROID NI

Big and absorbing arcade adven-
ture/platform game that's well worth
checking out if you're into games of
this type.

OVERALL 81%

MOTOCROSS MANIACS

Motocross has never been any weird-
er than in this off-road biking game!
It's tricky, but is good fun - especially
against o computer opponent - and
provides plenty of amusement for o
while.

OVERALL 76%

MR DO!

Adopt the mantle of Mr Do and run

around o Boulerdash-style screen

layout dropping massive pieces of

fruit on marauding enemy sprites!

Although not entirely faithful to the

coin-op, Mr Dol is still a highl
layable conversion well worth o
OOK.

OVERALL 86%

NAVY SEALS

This platform shoot ‘em up is amaoz-
ingly super hard. If you think you can
ignore the lack of originality and
you're a good anﬂuga amesplayer

not to get too frustrated, Navy Seals
is well worth o look.

OVERALL 80%

NEMESIS

A great conversion based on the
classic coin-op. The graphics are
quite nicely drawn, and the action is
clear and eoasy-to-see. It's not sim-
ple, and shoot ‘em up fans should
really get into the action. Go for it

OVERALL 88%

NINTENDO WORLD CUP
This is a shambolic mm:ker:F of o
clapped-out soccer game. There's

--no real control over your players,

the computer has no knowledge of
tactics and the responsiveness and
collision detection are sadness
incarnate.

OVERALL 31%

OTHELLO

Although it mightn’t look or sound
it, Othello is an addictive and
enjoyable board game which you'll
go back to time and time again.

OVERALL 89%

PACMAN

PacMan is os PacMan does, and this
is as flawless a conversion of the
crumbly arcade game as you will
find. This will make some players
leap for joy, others will find it enjoy-
able for a quick go now and then.
Give it a go if you're a Pacfan.

OVERALL 80%

PAPERBOY
Ultra-blurry Emphics, rubbish bike
handling and dodgy collision detec-

" tion are the three main flows pre-

sent in this disappointing conversion
that will appeal to arcade fans only.
OVERALL 67%

PINBALL

Pinball features a three-screen-high
flick-screen table which is complete
with bumpers, flippers, drop targets
and even hidden bonus screens! It's
pretty tricky to play, but the ball
maovement is so realistic you find
yourself tilting your Gameboy
around to try and influence where
the ball goes! It's all jolly fun and
should go down well with the pin-
ball wizards amongst us.

OVERALL 79%

PRINCE OF PERSIA

This must rank as one of the great-
est platform gomes of all time, and
its combination of fiendish puzzles
and pinpoint platform action cer-
tainly make this version a winner.
Add to that the same spectacular
animation and you have a definite
must-buy cartridge.

OVERALL 92%

QUARTH

Looking like o cross between Tetris
and Space Invaders, Quarth is an
enjoyable ond addictive little game
whicrn offers plenty of challenge ond

lasting appeal. Try it out if you're
after something different.
OVERALL 90%

Qix

Qix is a very strange game, but is
nevertheless addictive. If it had
been enhanced rather like PC
Engine Volfied it would have been o
real stunner. As it stands it's just an
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entertaining game which has plenty
of long-lasting appeal.
OVERALL 81%

RADAR MISSION

Mediocre action game in which you

?Uit‘fﬂ your ship against enemy forces.
un for a bit, but soon gets dull.

OVERALL 64%

RESCUE OF PRINCESS BLOBETTE
NES Boy ond His Blob was quite a
laugh, so Lord knows where the pro-
$rummer5 went wrong with this one.

he puzzling jelly bean action would
be fun, but there’'s too many wide
open spaces where nothing happens.
A shame.

OVERALL 68%

REVENGE OF THE ‘GATOR

Al lost there's a great pinball game
on the GameBoy, full of ramps,
bumpers, multi-balls, bonuses and all
the trappings you'd expect from o
four-screen table. Pinball fans will rel-
ish it.

OVERALL 921%

ROBIN HOOD

MNEW

An original approach to a film
license. The game is packed with
puzzles and RPG overtones that
add up to a large and interesting
game. Definitely worth a look.
OVERALL 88%

ROBOCOP

This ranks as one of the most success-
ful games of all time and was con-
verted to almost every format known
to man. This version is pretty good,
but the small graphics make things
like the targetting and face matching
sections very difficult, which is a
shame because otherwise it would be
great.

OVERALL 72%

RODLAND
NEW
Tam and Rit take their sticks to
the hides of a variety of cutesy
platform in this slightly

itive Game Boy excursion
into Rodland. All the intermission
screens and bonus stages of the
coin-op are present but the inter-
est level doesn't last long.

OVERALL 74%

R-TYPE

The Gameboy now plays host to one
of the best known sﬁum ‘@em ups ever.
Use your top flying skills to survive in
this pretty tough conversion of the
coin-op. The graphics are pretty good
and it's highly playable, although the
small screen can maoke things o bit
fiddly.

OVERALL 82%

SIDE POCKEY
Side Pocket is a pool simulation in the
best tradition. Playing is a matter of
lotting ball angles and tapping the
Il with the correct force required.
Master ballistics professors will love
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this one, although anyone else’s inter-
est may wane pretty quickly.
OVERALL 73%

SKATE OR DIE

(TOUR DE THRASH)

Whilst this has a promising title and
looks like it might be fun, the imple-
mentation is poor. The main game is
a just a viewed from behind
showjumping variont. The bonus half-
pipe event is quite entertaining but
doesn't justify the price tag at all.
OVERALL 63%

SKATE OR DIE Il (RAD ‘N’ BAD)
Skate or Die Il is an entirely different
game from the original. It's a super-
speedy plattorm skote game with lots
of montoya skate-style action to be
had. If your interest in conventional
platform games is waning, try this for
size.

OVERALL 81%

SNEAKY SNAKES

Those wicked reptiles who appeared
in the brilliant NES game Snake,
Rattle ‘'n’ Roll are back agoin in this
superb Gameboy arcade game. An
absolute must.

OVERALL 89%

SNOOPY'S MAGIC SHOW

The plodding plotform gameplay
belies the tricky puzzle action in this
thorou h[ly enjoyable game. It's not
particularly tough, but while it lasts it's
very addictive.

OVERALL 84°%

SOLAR STRIKER

After a couple of goes this up-the-
screen shooter soon becomes boring.
It's all right, but there are no real sur-
prises to keep you going bock to it.
OVERALL 69%

SOLOMON'S KEY

Good adaptation of the coin-op plat-
form/puzzle gome. The gameplay is
addictive, and the only gripe is that
sometimes the titchy grophics make it
difficult to see what's going on.
OVERALL 82%

SPEEDBALL 11

NEW

Not so much Speedball as

blurred ball, the Game Boy's

tiny screen cannot cope with

the intensity of this future sport.

If you've never experie th
me on any other system then

the action is just far too confus-

ing.
OVERALL 65%

SPIDER-MAN

Spider-Man is a thoroughly enjoyable
beat ‘'em up which has some amazing
graphics and plenty of variety. A must
for wall-crawlers everywhere.
OVERALL B85%

STAR WARS

The first of this epic saga, Star Wars
on the Game Boy is every bit as good
as the NES version. Enjoy the top class
platform action as the plot of the film
unfolds.

OVERALL 89%

SUPER HUNCHBACK

Jolly platform game starring everyone
favourite's deformed character. There
are loads of secret screens and the
action is challenging enough to keep
platform fans happy for quite some
time,

OVERALL 81%

SUPER KICK OFF
The greatest football game ever is
now on the Gameboy and it's as

ood as could possibly be expected.
%bviausly the small, monochrome
screen does present certain problems,
but the speed and playability of the
original are still there. Easily the best
sports game on the Gameboy.

OVERALL 93%

SUPER MARIO LAND

Although this brilliant game doesn’t
take long to finish, there are loads of
secret things to uncover and the
gameplay’'s so good you just keep on
?ning back to it! A must-buy for plat-
orm fons everywhere.

OVERALL 90%

SUPER RC PRO-AM

Those Rare guys are at it again - con-
verting one of their fab NES carts to
the Gameboy. This time it's of the iso-
metric-view radio controlled car rac-
ing game, The body shop adds some-
thing to the game and it's certainly
highsrr playable, even if it does suffer
from a bit of o lack of variety.

OVERALL 87%

TEENAGE MUTANT NINJA TUR-

TLES

A decent beat ‘em up with plenty of
action and some great grophics to
drool over. Turtle fans are bound to
go bonkers over this.

OVERALL 20%

TEENAGE MUTANT NINJA TUR-

TLES I

It's more of the same down in Turtle
land. Another beat ‘em up with large,
clear and well-animated sprites along
with a smidgen of platforming. It's
harder than the original and there's
also some sampled speech. Once
again, Turtle fans will love this.

OVERALL 85%

TENNIS

One of the best Tennis games avail-
able on any system, this is challeng-
ing, addictive, and lets you play virtu-
ally any shot you could m::nnrnf.:lli/y..r do
with a racket. Highly recommended.

OVERALL 86%

TERMINATOR 2

As film licenses go, this must rank as
one of the best going. There are only
five levels, but there's plenty of vari-
ety, an enjoyable puzzle section (for
once) and loads of action, along with
great graphics and sound. It won't
take too long to complete, but it's still
a fab gome.

OVERALL 920%

TETRIS
Free with the UK version of the

Gameboy, lhisfpuula game is
uhsululal';r territic and unbelievably
addictive. It's incredibly easy to get
into and is one of the best Gameboy
games yet seen.

OVERALL 95%

TRACK MEET

This thoroughly enjoyable Track and
Field-type sports simulation features
great graphics and some superb pre-
sentation points. It's brilliant fun ot
first, but the rather samey nature of
the gameplay means it does get dull
after a while - and the button-pound
ing action certainly takes it out of the
Game Boy.

OVERALL 75%

TRAX

Snooze-inducing driving-type game
which lacks the poce and excitement
to get the adrenalin flowing.

OVERALL 59%

WIZARDS AND WARRIORS

Quite a jolly platform goame, but
unfortunately games like this are ten
a-penny, and while it's not a bad
game, there are loads of better ones
to look out for.

OVERALL 78%

WWF SUPERSTARS

Get into the ring with fomous names
such os Hulk Hogan and the Ultimate
Warrior, and then promptly get
thrown back out. WWF has great

graphics and loads of moves but the
tournament is far too easy to win. If
you have a second ployer around
often, though, it's a great link-up
ame,
VERALL 85%

BLAXZING SKIES

MNEW

hbbighing el i
of the lesson which warns us
never to judge a book by its
cover. The attractive graphics are
poorly animated and the gome
plays like a, well, in fact it
doesn’t play ot alll A steaming
wreck and no mistake.
OVERALL 49%

CONTRA SPIRITS
The finest 16-bit console shoot ‘em
up money can buy! Contra Spirits has
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=l the blnshng you'll require from a
gome clong with incredible graphics,

amazing orchestral soundtracks and
smconny oddichive qualities! An essen-
e = J.H.l'}’{

OVERALL 95%

nm FIGHT

apcom have a reputation for produc-

‘i; fine Super NES games, and Final
Sght is no exception. It's very close to
e coin-op original with one level,

sne character and the two-ployer
"‘{:dE removed. Beal ‘em up fans will
srobably explode with excitement
=hen they play this.

OVERALL 922%

F-ZERO

This is one of Nintendo's flagship

gomes for the Super NES, and it's not
surprising! Featuring super-smooth
amazing 3D graphics, along with

'--gn -speed action os you zoom

sround 15 different trocks, F-Zero is
=n essential purchose.
OVERALL 90%

GODS
Hardly a deity whe red
n compa

to the best Super NES

games in existence but an inter-

asting excursion into the realms

of the gods all the same. The

Mwurdmnhutmihodlﬂs
muduwnundihe

mocg: ne's capabilities are

almost completely ignored.
Some new ideas and a high
level of challenge are nnnugh to
raise it above most.

LEMMINGS

Save those brainless, svicide-motivat-

ed Lemmings from an death in this

orilliant, fun game. The graphics and

sound are but it's the fresh, original

gﬁrmﬁplny that makes this the superb
at it is

OVERALL 92%

MARIO PAINT

NEW

Fun though this may be, ot
first, the novelties soon wear
nﬁ.ﬂoﬂ-lﬁuurrundmu:i:
designers are hopelessly limit-
ed and fail to function as true
educational tools, though
they're OK for a laugh. The
swat the fly coffee break fea-
ture is the only aspect of the
package that classes os o
game, yet it's hardly woth sixty
notes the inclusion of
the rather excellent mouse.
OVERALL 65%

THE MAGICAL QUEST

Capcom work their magic on the
Super NES once more with their

ﬁﬁ'l Di license. Mickey's
qun‘t I:MT of surprises r.lnd is

and ln:hummc.ﬁ'he i

gome sees n:u mun.
umounlumuru

hmlmhmulldﬁld-l
S i S T I
in
:3 it wasn’t so goddom myl
s
OVERALL 41% -

PAPERBOY Il

Paperboy returns in this multi-direc-
tionally scrolling effort. The aim is to
deliver papers to all your subscribers
whilst avoiding enemy sprites. The
graphics are little better than the
Master System version, and the extra
directions you can go add nothing to
the gameplay. Like Paperboy him-
self, this ultimately fm@ to deliver.
OVERALL 41%

PILOTWINGS

Toke a trip to the Pilotwings ocade-
my for advanced flying in this visually
5Iunnlng game. Hong-gliding, jet-
packing, rmrm:hutmg and plane-fly-
ing are all here to be enjoyed.
Alihaugh the novelty does wear off
after a while, Pilotwings still ranks as
a highly pluyuhlﬂ exquisite game.
OVERALL 90%

RIVAL TURF

Although it features o simultaneous
two-player mode, this is very much a
poor man'’s Final Fight. The action
simply isn’t exciting or varied enough
to be wc-rfhc]c_;eﬂlng Check out Final
Fight instea

OVERALL 48%

SIM CITY

In this highly original game, you cre-
ote and nurture your own city, deal-
ing with all the usual problems of
over-crawding, pollution and various
other environmental disasters. This
might sound boring, but Sim City is
actually very deep and involving and
hours literally fly buy when you play
it. A truly classic cart.

OVERALL 93%

SUPER ADVENTURE ISLAND

You might as well ignore the title.
This is actually Wonderboy on the
Super NES, converted by the game's
creators, Hudson Soft, This cart plays
identically to Wonderboy but with
enhanced graphics and amazing
music to beef up the proceedings.
It's good fun, but it can be complet-
ed pretty quickly.

OVERALL 78%

SUPER CASTLEVANIA

Simon Belmont is back! Once again,
Drac is cousing him a bit of aggro,
so Simes tracks aocross the platform
kingdom into Drac’s castle and
attempts to dust the Big D himself.
Super Castlevania has truly excellent

graphics, sound and gameplay, but it
is a bit easy to complete for experi-
enced players.

OVERALL 91%

SUPER GHOULS ‘N’ GHOSTS
Once again, Sir Arthur’s back to save
his girlfriend from the perverse
t:lu*h:hes of Lucifer in some more
scrnlllng pluHurm tomfoolery. Su
Ghouls ‘n' Ghosts has it nII brilliant
graphics, amazing sound, awesome
ameploy and o really mugh chal-
? enge. An essential buy for your
Su;mr MNES.
OVERALL 94%

SUPER KICK OFF

NEW

Well, was this game worth the hype
or what? The answer is probably no,
unfortunately. The gameplay is
nowhere near as good as in the orig-
inal 16-bit versions and so it looks
like another long waoit for something
better. Sensible Soccer perhaps?
Save your cashl

OVERALL 73%

SUPER MARIO BROTHERS IV

The man with the meanest dungarees
in town is back for some more multi-
directionally scrolling shenanigans os
he attempts to save the Mushroom
Worlds from the twisted Koopa.
Boasting cool graphics, super sounds
and AMAZING umapfur, Super
Mario Brothers |V is probably the best

video game in the world.
OVERALL 98%

SUPER R-TYPE

Take on the might of the Bydo empire
in this souped-up version of the clas-
sic horizontally scrolling coin-op.
Super R-Type is great fun to play and
has some great graphics. The prob-
lem is that the game slows down a
lot and it's very easy to complete,
with nothing more to see on the
higher difficulty levels.

OVERALL 82%

ar.Wuhuvun't
Hﬂmﬂmuﬂafﬁodﬁul
OVERALL 92%

SUPER SOCCER

Soccer is soccer, only this time it's
played out on a third person per-
spective spin ‘'n’ scroll pitch.
Mthnugh it's a treat to look at,
there isn't much of the pitch viewed
at once, making passing very diffi-
cult. The ball movement is also
quite unrealistic. Technically pol-
ished, but lacking in the playability
dapurlmunt Super Soccer is only
really recommended to die-hard
football fans.

OVERALL 79%

SUPER TENNIS
The Super NES' spin ‘n’ scroll
raphics chips are used to create o
st, smooth third person perspec-
tive tennis court, populated by cute
sprites that swear a lot (on the
lapanese version). Super Tennis is
the best tennis game ever pro-
duced. Its playability is unrivalled
and as a two-player game, it's the
tops!
OVERALL 94%

UN SQUADRON

Known as Area B8 in Japan, this
side-on scrolling shoot ‘em up coin-
op conversion isn't as mﬂhnimlly
amazing as Contra Spirits, but it's
just as playoble and even more
Iusfuhla The graphics are stunning,
the sound ducﬁni and the gameplay
highly exciting. Another Capcom
winner.

OVERALL 94%
WING COMMANDER
NEW
An outstanding game on the
PC, Wing Commander doesn't
have the necessary excitement
and outstanding | ay to
uphold its on
attention placed on presento-
OVERALL 62%

ZELDA 1l

Link returns in this viewed-from-
above scrolling quest with thou-
sands of screens, loads of puzzles
and some great gruphlci and
sound. This is the definitive adven-
ture game for the Super NES, but
be sure to buy the American version
of the game because the Japanese
import version has lots and lots of
indecipherable foreign text.

OVERALL 95%
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For the 8 bit entertainment
systam manufactured/marketed
for and on behall of

Nintendo Co., Limited of Japan GAMESPLAYER'S

This cartridge is nol

"‘:"i::{,:.i:;:;:“ “Two of the best Nintendo games around”
e — Dominik Diamond, BBC Radio One
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Requires game deck and one
regular game cartridge for use,




WHAT A BEAUTY

Spots are bad news. When one hits, strike back. Ask your chemist for fast-fighting Valderma Active Gel. Valdel'l'na

Washing daily with Valderma Soap further outwits the evil zit. Combat acne. Treat your spots with Valderma. -4 E
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WE ARE A GROUP OF PEOPLE DEDICATED TO PRESERVING A PART
OF CLASSIC GAMING THAT SEEMS TO BE OVERLOOKED MOST OF THE TIME.
NAMELY CLASSIC VIDEO GAME MAGAZINES.

OUR GOAL IS TO PRESERVE THESE MAGAZINES BY DIGITIZING THEM
BEFORE THEY ARE LOST FOREVER.
BESIDES LETTING PEOPLE ENJOY THE ARTICLES DIRECTLY THROUGH THE SITE, ==t W S
WE ALSO CREATE CBZ FILES CONTAINING THE COMPLETE MAGAZINES [ 5% e
FROM START TO FINISH, WHICH GIVE US THE BENEFIT OF CREATING
MUCH HIGHER QUALITY VERSION THAN WHAT'S FEASIBLE ON A WEBSITE.
THIS WAY ANYONE WHO IS BUT A MOUSE CLICKAWAY WILL BE ABLE

TO ENJOY THEM ONCE MORE.

WE DO HOWEVER ONLY SEEK OUT MAGAZINES WHICH ARE PUBLISHED PRIOR
TO THE YEAR 2000,

UNLESS PERMISSION HAS BEEN GRANTED BY THE SP PUBLISHER

IN QUESTION TO DO OTHERWISE.

THE ONLY EXCEPTION TO THIS RULE ARE DREAMCAST EXCLUSIVE MAGAZINES,
DUE TO THE NATURE AND CIRCUMSTANCES Mo%p THE SYSTEM:
REPRINTS AND RE-ISSUED CLASSIC MAGAZINES IN ANY SHAPE OR FORM
(DIGITAL VERSIONS INCLUDED) WILL BE TREATED un&m MAGAZINES.

WHICH MEANS WE WON'T BE SCANNING THEM.

THE REASON FOR RESTRICTING OURSELVES TO mem'-_\ PUBLISHED
BEFORE A CERTAIN DATE, IS TO GIVE PUBLISHERS ENOUGH BREATHING ROOM
TO SELL REPRINTS OR DIGITAL VERSIONS OF THEIR OLD MAGAZINES:

THESE ARE HARD ENOUGH TIMES AS IT IS FOR H% THE LAST THING
WE WOULD WANT IS TO HAVE ANY KIND OF NEGATI “ECT.

‘Nintend

A'es I WAG N

WE HAVE NO INTENT NOR DESIRE TO PROFIT FROM THESE MAGAZINES

IN ANY WAY, SHAPE OR FORM. NOR DO WE HAVE ANY DESIRE TO FINANCIALLY
HARM ANY PUBLISHER, EDITOR, WRITER OR PERSON INVOLVED IN CREATING
THESE, OR ANY OTHER MAGAZINES FOR THAT MATTER.

WE ARE NOT HERE TO DO HARM, BUT TO HELP PROTECT; THEIR LEGACY.
THAT IS WHY THE PRE-2000 DATE IS IN PLACE:
TO PROTECT THEIR BUSINESS AND LIVELY-HOOD, AND TO MAKE SURE THAT WE
WILL BE ABLE TO KEEP ENJOYING THEIR MAEAME@ MANY YEARS TO COME.

DJECT POSSIBLE.

N
[

WE WOULD LIKE TO THANK EVERYONE WHO MAKES THIS)]
FROM THE ORIGINAL WRITERS, EDITORS AND PUBLISHERS,
TO EVERYONE INVOLVED IN ACQUIRING, DIGITIZING, PRESERVING
AND RELEASING THESE MAGAZINES.

FOR PEOPLE WHO ARE LOOKING TO HELP US OUT, IN WHICHEVER WAY POSSIBLE,
BE IT BY DONATING MAGAZINES, SCANNING OR EDITIN
PLEASE JOIN US ON THE FORUMS.

ONE LAST THING:
IF YOU COME ACROSS PEOPLE TRYING TO SELL ANY OF OUR RELEASES,
PLEASE DO NOT SUPPORT THEM!

S - VISIT US AT
WWW.OUTOFPRINTARCHIVE.COM

THESE SCANS HAVE BEEN KINDLY DONATED
BY MORT OVER AT



