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Could this be
the Super
Nintendo’s
 answer to the
spikey blue
hedgehog?
Bubsy the
a1 Bobcat
could well
prove to be
the fastest
critter yet
seen on
home console, so
NMS scoops the
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NINTENDO HELP SYSTEM

ZELDA 1l - 62
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world once again for
the EXCLUSIVE on this
tasty little number.
Flick ahead to those
white hot preview
pages immediately and
all will be revealed.
What? Are you still
here? Go on, be off

That's right, Holly Would is
set to hit the NES and Game
Boy. Read on...

NEWS -

All the gossip on Gamesmaster live:
who was there, who was doing
what, and what the NMS lads got
up tol We also offer early glimpses
of The Toxic Crusaders,
Combatribes, and Swamp Thing -
all of which are heading for a
Nintendo system near you!

HIGH SCORES -

Well, we're in here - are you? The
so-called cream of Nintendo game
players have unveiled their best
efforts for your delectation. If you
think you could beat.what's on dis-
play, then drop us a line and a
photo - if you dare...

Q&A -

Nope, sorry to disappoint you, but
you are not going to see Street
Fighter Championship Edition for
the Game Boy. These and other
heavily-optimistic questions are
answered by the ever-reliable Jaz
this issue.

S.E.A.L's MAIL BAG -

Questions, questions...and only the
S.E.A.L can answer them! Is it o
bird? Is it a plane? Is it a rather
useless seagoing mammal with
ridiculously large flippers and com-
ments more cutting than a bowl full
of fishooks? Read on and find out,
because there's never been any-
thing like him!

NHS -

The Doctor is inl This month the
NHS once again comes to your res-
cue with the continuing guide to
Zelda Ill, a wealth of Parodius-
related info, and a whole host of
small - but perfectly-formed - snip-
pets fo aid any struggling patients.

GAME STYLES -

This month, fighting games come
under the microscope. Although
Street Fighter Il is widely regarded
as THE definitive Super NES beat
‘em up, are the others still worth
bothering with? Steve Merrett
emerges from scrap ofter scrap,
punch drunk but with a full report.

INDEX -

Where else would you find concise
reviews of F-Zero, Popeye,
Excitebike, R-Type and Lemmings?
Nowhere other than the complete
guide to Game Boy, NES and Super
NES games - the NMS index.

NEXT MONTH -

As sultry and mysterious as ever,
the Next Month page is once again
here doing what it does best. Want
to know what's in Issue Six of NMS?
Turn to this page and all might just
be revealed...
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EDITORIAL

NAME: Tim Boome.

NAME: Julian Rignall

mer BIRTH:Pr dhm DATE OF BIRTH NUS/I8S"
o blu w# | & EYES: Blue (somet|ias tede
. S At SEX:Oh, alright then. "
gﬂ;tﬂ:drﬂuh ﬁ'll“ SRt HEIGHT.§ 2" |
Imﬂ" Bttt ol en ‘.lﬂl : WEIGHT: 67710 Boz.
w A CHEST SIZE44 on @ good day.
: : T iy SHOE SIZE: Ridiculogs
. ek WHERE DO YOU LIVE:Sorf Loadon,
mmmmmw& m{r [ WHAT SCHOOL DID YOU GO T0:King
AT SCHOOL DID Y GO 10 Ysgel D Edword V1 Schoel, Southemplon,
Trogaeon ond Pe=;lors Aberysruyth WORST TEACHER.Al of rhem eacept David Dykes and Bricn Lyndea, whe ore The Busisess

WORST TEACHER:-Mr Yarley

MOST ANNOTING HABIT : Tolbing for doo mech oad for 100 loed

STUPIDEST THING I'VE SAID THIS YEAR: Watch me wheelis my motocbike off thet speed bemp.
FAVOURITE GAMES Sereetfighter || Super Shar Wers, Seper Maria Kort, Super Mario World, F1 Eshous?
Heat, Spandarry Workds, Soper Teand

WORST GAMES. M you've beea reading the mogazine you'l know exnoly which oass | hate!

FAVOURITE MUSH . Very voried indeed - my sehection of tapes to go with my Walkmaon thy week inclodes
Killing Joke, Shamen, Red Hot (hili Peppers, Frimal Screom, Depache Mode, Foish No More, Piak Floyd, J
The Prodigy sad @ couple of Techno compilations Rl o~
LIKES: Motorbikes, bot cors, onimahy, 1he counirysde. peoce ond quisl, fl'::l'tﬁ'm ;:-c-d“,h '
wporty, emply roods . | covld go on lor howrs

MOST ANNOTING HABIT, Ecrrowing people's pens tod puttieg them in my mouth

STUPIDEST THING FVE SAID THIS YEAR: No Pacl, I'ms st telling yoy my middle name
PEOPLE I'D RATHER NOT KNOW Joo cad David Mostgomery from Hastings, lhmpmﬂs T8
oirye: friends mifimon oad perioacl Income Tan advier e
FAVOURITE GAMES Sereetighter 7 Stroethghter 7 (hompeen blillion M“Sﬁm:
Tenait, Hells Of The Things. mmmmm (ress, Crossfive with the

gools token off Dropping The Lot Morimem Pojosti.
ﬂMT{:”nfﬁ ﬂ%i' :ruwhiﬂﬂnnd (resswoe &ﬂiﬂfﬂ.
mu S Hhenm Dt The Prodgy mmﬁnu,:n The Sky
ﬂmwm Mlﬁrhﬂrdn! Darek ond Clive

DISLIKES  Troftic joms. stupsday, intoleronie: _ -. “q,. ; i, hiocd o beoon P M m.“ﬂ{if OF J,:\i_ﬁ.I Top Bonono T-shint
SOEL .| covie o S f s e E Sl EAVOURITE PLANT:My Yuc ﬁ“ﬂm four times ond pow sits in th bofhroom.
Hupige: Fl ﬂllln The I‘lllﬂil = maum: FOOD the complugely beilliant Gelden Fith Bar m Forringdan Road
qiln’m'-ihﬂmﬂw?’r i L | 'WE mmm from McDonelds
g i il Lm L
) ! (3] A":.h T ON NMS:Sitting where you ore, hawingasiigh,

STﬂ.TE OF WORK DESK:Full of other people’s meks. i
FAVOURITE DART PLAYERS ar%mmlmmmum-nn my lirst throw,

FAYOURITE § R
. -BI;S[PH( %ﬂm W’lﬂfmdrﬂdmmm'ﬂm
Wokinghom Couneil Chombel; The Atomic Weapons Reseasth Establishment, -
.-lﬂmﬂm Prison, Reoding; the Club 7 Restaurent, Corhy. One day b mighttell you why,
FAVOURITE FILMS:Mod Max 2, Die Hord 2, Prodotor, Ten Smnd;hull%'hﬁurim -
tellogy, Wings Of Dasira, averything directed by John Corpenter Thing which is
probably my oll-time Number One, Breckfost Club, The Seven Samural, all the Carry On films,
Godfathers 1 and 2 but not 3 which wos trap, 201, A Bridge Too For, Das Boot, This Is Spinal
Towp, Midnight Rus, hundrads more.
FAVOURITE BOOKS: Troosure lsland, The Adventures of Huckleberry Finn, Holliwell's Film
Guide, The Book of Heralc Fallures {1 and 2), Groot Disosters Of The Stoge, Carch-22, ll the
Sharlack Holmas books, Das Boot [unedited - It's huge!), loods more
WHAT | WANT OUT OF 1593:Warld paoce, on end o storvation, Incredible news from Voyoger,_
o long summar, o shert wintar, the (nvention of o self- pru{luillng ghectric aran iz dumes o
Blind Date, plenty of loughs and that special phone call !mn Luntess D, Al

_fl'—— B e

J_-_ e T

e, O
mm (bass pla rT und the :!mmmm wha | can't remember,

rmvﬂﬂﬂlﬁmﬂhﬁmkf I con't swim properly, so anything Thmlﬂﬂm -

BEST PLACE I HAVE EVER BEEN THROWN OUT OF Never been |hrmfr-guim-dun + ek me

how!

FAVOURITE FLLIASs! love !umﬁ#hﬁl Mﬁ.ﬁlmmhgr Aﬂam Epan'jnl Edﬁlu, Blode
F{umr,lhl.ﬂﬂﬂu Mohicans, Wlﬂ'ﬂnmﬂm spring bo mind Emmedlul'@j There are
Imﬂqﬂhﬁﬂ*s which duferve o mention, b ﬂrrm'lquﬂmﬁd and gone blank”
FAVOURITE BOOKS:Aytteo Senna's Guide to Good Drivigg, IncredtbiwStrange Films, Leanord Hﬂhi
Movie Gulﬁ,w,hmilm Induitrial Light ond Hq'.gu aguin, | could mantion loads more bt my
brain hos seized tp.

WHAT | WANT OUT OF Iﬂ&hpmm

NAME ANGUS SWAN
DATE OF BIRTH. 12/09/70
EYES:Two

SEX:Yeu pleatal (Geoon)
HEIGHT 58 1 ling
WEIGHT . 10w!

FHE =
L l :--'|."I -:.Ih-.r : -'f

- WHERE DO YOU LVE:A : 7058 in Toteabes RSP e RE DO YOU LIVE Tuenpde Lone
ot SHOOL DID 0 The ghos=-_. Penirew Loadon
Mgt Sehoc s e M2 e S WHAT SCHOOL DID YOU GO TO. Osslier Hill
WORST TEACHER ey Parker = gos e School, Rochdole
WORST TEACHER Mr Bespoly) - if that's how you spelhatl
MOST ANNOTING MAEIT Getiag-bon eacted ove Iﬁ“ﬂﬂ‘.
snmmsrigunmmmmm
PLOPLETL & mmnaa@ihuh:muw#ﬁi«ﬂ#ﬁmh
work ¥ woon ond mysell whan Fim ned v
BV OURITE mwmtu&hm:ﬂhﬁm Cuper Mario Kan, Kiry's
Dosarniond. Super R ML, Contes Spithts Acroner. Smesh TV ond Totel Comage, the
Marko 8¢ oinball toble Wid the (oo Dodors end Nunes
I WORSPEAMES: Mogic Sword, Blues Brothers, Tinus the Fox, TKD Bexing, Robecop 1N
FAVOURITE MUSI(-Boneyord, Leany Krovitz, Helmet, Ministry, Alice Donut, Sloyer's Reignin’
Blood’ album. House of Pain, Roge Against the Machine, Wortime, Princs, lﬁ.m
LIKES: My lamily and frieads, the rain, ond timg lomysell. \,
DISLIKES: Lies and folse protgacas, being iy -IHIIEIMH
WORST ARTICLE OF Lm%m&uﬂu'- o socks that | wes a3 o lest reson,
FAVOURITE PLANT Hugo, datmous itees, tiny llowers ond oil things In betwess.
FAVOURITE FOOD My Mum's’ _
MOST HATED TV CELEB: Thet idiel off Koynotes and Buin: Wowdia,
WHAT I'D BE DOING IF | WASN TG g 1oy Murse Iraining,
STATE OF WORK DESK Vorles. %
FAVOURITE DART PLAYERS:| hate domgill _
FAVOURITE SWIMMING STROXE:Any thiag thet works and dossn 1 moke me look 1co stupid.
BEST PLACE | HAVE EVER BEEN THROWN QU OF The Jazk Cabein Comden. They wouldn's
even bet ma through tha door|
FAVOURITE FILMS, Cyrano De Bergerac, Euuulr and the Boos, Akira, Rabocop, oll the Star
Woars Hims, The Thing, Monan De Sources,
FAVOURITE BOOKS: Tarry Pratchatt's Discworld novals, The Little Prince, Jonothon Livingstan
Soogull, Almost anything that's aety-lorty
WHAT | WANT OUT OF 1993: Love and happinisa

1 !, 5T ANNQTI) u"J.E ; l st

RRPUPIDEST THING |'VE SREDSFRRETELR Yas, I roke the job

BPPLOPLE I'D RATHER NOT KNOW.-Fraser Mcue - that's ol

FAVOURITE GAMES.Of ol tims? The Eidolon on (84, Streethighter |, Super Maric Kort, Dig Dug. My Eh:ns =

Magicol (onthe, Gountiet Romport, Ecto, Sum City, Super Teans, Porslion ((64), Woball oo

WORST GAMES: Howard the Duck ((64), Universal Soldse: S-rmh TV (MS], Biakightes, Szrron Grand Prir {

Chollenge, Bloes Bros (NES) ]

FAVOURITE MUSK Power-dowven synih ""‘""“"“l"* “Sﬁmh,fﬁﬂﬂi_uhq redazonts [

Hc (oiode King ond Mags Moyer. | %
LIKES: Toleromeaighall ﬁnlr*hi: my u-nfh‘l'rq #’U!‘IELEM ol meihﬂnnd

mw Tray, Really good foos 006 wine Tiungs

mmm CLOTHING Dmhhu ond Stripes hooded rnp whith lies festaring in the bot-
T of my wardeoby | Hhought it was' o tool in the Second Summer of Love. Blow me i | wasa't mistaken|
| B PUART 1N plead the ‘Tifth' on thet one, ond | don't hove any in my conservalory, onstable

MOST HATED TV CELER:Timmy Mallet. He's... (the remainder of this section has been censored)

WHATV'D BE DOING IF | WASK'T ON NMS: Maybe starting o Phd, investigating structures of longuage.
STATE OF WORK DESK: Oscillates berween cluttered ond cleor, | blame it on the ‘Rad Stippoge Etfad’, os his
dusk ks noxt 1o mine ond regulerly his 'Tiling cobinet’ 1opples aver onto my desk.

FAVOURITE DART PLAYERS :Um.. ar...yoiks) | HATE dants.

FAVOURITE SWIMMING STROKE:Braast Stroke - becousa | con keep my heod above water.

BEST PLACE | HAVE EVER BEEN THROWN OUT OF :To be truthfully dull, nowhere of tonsequente.
FAVOURITE FILMS:Alien, The Little Foxes, Hairspray, Down of the Decd, Beouty ond the Beost, the original
A Nightmore on Elm Stroet - every sequel was a trovesty of this dever film

FAVOURITE BOOKS: The [nuurnuu: ToduscTeanwbabe D Mchorville, Hoort of Darkness, Cot's Eye, Equal
Aechons,

WHAT | WARL DUT OF 1993:1' have the 3’ .Hﬂlhﬂﬂ of the gang:con toke the digit they won!




i S —

Welcome aboard the Good Ship NMS  the greatest yet - and with so much looks set to be the best year ever for
for another voyage through the won-  crammed on these pages we've sim-  games, and next month we’ll be
derful world of Nintendo! I'm keeping ply run out of space. Just room to tell  telling you why. SEE YOU THEN!
this short because this issue of NMS is  you that from what we've heard 1993 TIM BOONE

NINTENDO PEOPLE SYSTEN vicierasigastr =

NAME Steve Merrett.
DATE OF BIRTH-19/9/68

EYES:Yes.

SEX-Occosionally - you ton't be
too carefil these days..
HEIGHT:5 11"

WEIGHT -Dunno, | think I'm just
over eleven stana

NAME Andy Fingol O Floberty

McYire

DATE OF BIRTH: Flower child.
EYES: Graen and lovely.
SEX-TBA

HEIGHT: Lanky,

WEIGHT:13 and o hall stones.

SEX: .llul!
HEIGHT-6'1"

CHEST SIZE. Pigean,  WHERE DO Y
SHOE SIZE:Big tens, ~ WHAT SCHOOE
WHERE DO YOU LIVE:A lnte  TOOulder H I_., -
wiloge colled Horley which is bét o ond Golwick ( pos .  RENCHER:Miss Pob;on - nice person, tro :
_everything o ke needs, kcbob shops, o Chilte:« - und Ehis e ' B” Pntkmg iy nose WORST TEACHER:ir's got 10 be General Zod. our megalomaniotal heodmaster,

Lo 0 0 UFIDE'ET THING I'VE SAID THIS YEAR-Tom from
() S

d of games. MOST ANNOYING HABIT Being o bt moody of fimes. .
STUPIDEST THING I'VE SAID THIS YEAR:Yes, I'd love to do &

PEOPLE I'D RATHER NOT KNOW.Cloudso Schiller, the just woa 't leove me olone

PEOPLE I'D RATHER NOT KNOW.Steve Merreft's ocol hiNgeest. John Majos
FAVOURITE GAMES-Sireet Fighter 11, Sim Ciry, Legend of Zelda, Super Pong, Super

pted e vad if mas DDBOMy mutual. Tennis, Porodivs, Super Aleste, Lemmings, Kirby's Dreamload, Super Ghouls and FAVOURITE GAMES: Streetfighter "92, Streets of Roge 2, Micro Machines, Contro
_ HHNIHE S11:0 fimd it hard sustaining inderest in thi., Ghests, Micro Machines, Battling Tops. Spirits, Mario Kort, Kirby's Dream Land, Shark Baiting, Alligator Wrestling
TPIDEST THING I'VE SAID THIS YEAR: Tl gat this round in’ and a0’ when this WORST GAMES Castalion, Wings 1, Blugs Brthess Dastb Yalley Rolly, Final Fight, WORST GAMES:Road Fighter, Crackout, Dark Castle, Pin The Tail on the Donkey
really neot pirl osked me to dance - VIl never understand why | soid that. Nooh's Ark, Desart Srn . Duck Hunt, e it S . FAVOURITE MUSIC:Alice Donut, Roge Against the Machine, Corrasion of
PEOPLE I'D RATHER NOT KNOW:Yau know who you arel FAVOURITE MUSIGREy Ayers, Mark Misrph Dan, Sk ndsr, Jon Conformity, Buzzcocks, Sex Pistols, Smokey Robinson, Alice in Chains, Wortime,
FAVOURITE GAMES: Dldies: Boulderdosh, The Eidolon, Ballblozer, Rm-m Contro Luciin, The Baian Auger Teinily, Mors . Phillp Glass, Eﬂlﬂi 'ﬂ"rli and Fire, Boneyard, Nine Inch Nods, Faith No Mare, Williom Shatner, o bir of the old
Spirits, Street Fighter 11, Super Tennis, Mario IV, Mummies And Do A Elvis, Sttt Walker :; phwny Cash, Glen Compbell, Horoe Silver, Art Blokey, Rolond Brohms or Tchalkovsky moyhaps, Jone's Addictian, Sick OF it All

WORST GAMES: The Blues Brothers, Game Boy Spid
FAVOURITE MUSI{ Eurl::‘ LISM, 5 g,

_ Mose Allison, Psychedelio, Eddio Jofferson, dodgy
D1 Poi : _ iwndhuduhnmmnhhhmm

phew Adom, farting, cult =t LIKES: Jocqui, going bock up North for some , my cot, Wilson, my
#Boddiel and Rob Newmon, % sxbended lomily, Broce Forsyth, Morecambe an , Les Dawson. Turkey -
tountry not the bird, the Loke District, sesenading the NMS stalf with ey velver.
\woleed renditions of populor dhassics. my bike.
| ﬁUHES:Hﬂ,DﬂHHm'rm‘Tﬂm.
to be Modonna, Madonna, Deocon
WORST ARTICLE ﬂf ﬂm My

LIKES-Security, interesting people, lamily and friends, concerts, thet girl from
GamesMaster Live with the plerted nose wha said hello (sigh), tube loonies,
DISLIKES: Governmant for one thing, Elecroshock therapy,
WORST ARTICLE OF CLOTHING:My potent Swamp Sod

. < thot unfortunately fun info o
PLANT:Tom
ary viokence, Kybetrying | | GRMBMRILE 700D Splent

S TV CELED

Bur of wear

mﬁ
Richgrd gnd
: . ot Shaep,
WHAT ['D BE DOING IF | WASN'T ON NMS. Finishing college or just travelling
FAVOURITE DART PLAYERS: Jocky Wikson, that woman who plays Gratbags and

udy the Twee Twins, thot

nhhi‘funr Torby, lmﬂ‘(wmrrm:mf Pot
oy Rudd, Bonnie Longlord - loads!

WHAT I'D HE DOING If | WASNT ON NMS:Still on bloody CU Amigo, | exped. sweet pol crunth bar with chis wan loods of maney for charity on Bullseye

STATE OF WORK DESK. Chootic, Especially when Andy's mysteriousty dears itsalf! MOST HATED e TV-types and ‘tred” Kids show prasentars. FAVOURITE SWIMMING STROKE Pratending to hove drowned in the river,
FAVOURITE DART PLAYERS: My Aunty Cath. WHAT I'D BE T ON NMS:Honging around on strest tormers BEST PLACE | HAVE EVER BEEN THROWN QUT OF :McDonalds for osking for o
FAVOURITE SWIMMING STROKE: Retriaving the brick in my jim-jams. STATE OF WORK Lommunist. McUpChudk.

3 BEST PLACE | HAVE EVER BEEN THROWN OUT OF : Tho old Chichester cinemo (for FAVOURITE DART PLAYERS:Jim Bewen and Bully, FAVOURITE FILMS-Plonas, Troins ond Automobules, Bill and Ted's Encellent
gobbing thewed up Treats ond Revels from the bokony on to the people below). FAVOURITE SWIMMING STROKE:-A curigus min of the breast stroke and the Watusi, Adventure, Hellioiser, Hollbound, Necromantik, Suburbio, Losi Boys, Down of the
FAVOURITE FILM:Aliens, Terminator Il Day O 4, Down Of The Daod, FAVOURITE FILMS:Borbarello, Night Of The Hunter, The Wicker Mon, Goodbellos, Deod, One Flew Over the Cuckoo's Nest, Tha Shining, the Stor Wors Trilagy
Goodliellas, Popillan, and ba Toxi Driver, The Long Good Fridoy, Midnight Cowboy, Vanishing Point, Eouy Rider, FAVOURITE BOOKS: Corcher i the Rye, On the Road, One Flew Over the Cuckoo's
FAVOURLLEBOOK: Ametiton ok Of The Dead, The Billy Liar, The Knack And How To Get It, Alien, Terminator |1, Citizen Kane, Out OF Nest, England’s Dreaming, Calch 22, Runes, Anything ot oll by Terry Protchen, the

Piftsburgh #f Kids anavel The Past, Once Upoa A Time In The West, Bounty, onything with Crispin Glover in. first three Necroscope books. Ghoul, Roise High the Roof Beams (arpentes, Lokita,
OF 1993: pn Noel Edmond's FAVOURITE BOOKS: Anythisg byJomes Eliroy, The Goodies Book Of Records. Manom Des Sources. Joha's Diary,
T pr Who WHAT | WANT OUT OF 1993: The uninhibited spread of love, peace and barmoey WHAT | WANT OUT OF 1mmﬂnunmmum
throughout the univerie ond o large cosh sum,

NAME: Dave Kelsall LSTD. NAME Froser Gray, NAME: Tom Cornelius Co.
BIRTH 07/09/68 DATE OF BIRTH:I con't DATE OF BIRTH: 27/12/68.

EYES:A sort of Dolphin Blue, remember - | was very young af EYES: Two (yownl),

SEI:HHII.I : the time, SEX:Yas

;*fﬁllﬁlﬂ-i: 4 EYES: Two, HEIGHT 510",

{Hgglgi?“h SEX:Mole WEIGHT-Ten and o holf

SHOE SIZE. tﬂLs HEIGHT 5 8" Shone.

WHERE DO YOU LIVE-Istinglon. WEIGHT: 10 Stones. CHEST SIZE:Don 1 kaow

WHAT SCHOOL DID YOU GO CHEST SIZE-36°

10 Ellesmere (ollege SHOE SITE

WORST TEACHER: Mr Sompsan
MOST ANNOYING HABIT-Telling parkies 1o Tom Cox for cheap gogs
STUPIDEST THING I'VE SAID THIS YEAR: Do we get paid for overtime?
PEOPLE I'D RATHER NOT KNOW-The people -hu stopped Sinead 0'Cannar from
singing ot the tribute to Bob Dylan!
FAVOURITE GAMES:Zelda 1, Stor Wars, Rﬂiﬂjﬂ- on fr
Elite, ET, Manit Mines, I.'Im:lms ond i
WORST EﬁHEﬁ ESWAT. Dol |
ol et the piﬂrﬂ pst I |
L3 '.5|l‘-1lﬂi 0'Ca
), akEtiznne, The (F
_ ﬂﬁimm
l:l'-luir o on
G:-Green hoot

H L SifE y 1o
| ,lr.-_=+=___ g ! =
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ﬂUPl THING [ THIS Y EAR: Risky Woods prev
dgl s e s
PEOPLE 0 RATHERNOTKNO: e Cro eckrom the bodlanis
FAVOURITE GA o Kart, Porodius, Baohazard.

WORST GAMES: uu'r Plnnm

FAVOURITE MUSIC:Slayer, Slow Boat 10 Bornet.
LIKES:Sog Paneer, Horry Enfield, Elly, The Big Breaklast.
DISLIKES-All politisans, The Royols.
WORST ARTICLE OF CLOTHING-Ki
FAVOURITE PLANT

atulus, 30 Death Chase, \

RA Hi NOT KNOW: Hoven't met
! 1. Su;pnr Probotector on the Suparl

g LD

i nhug

on, the o ol v hosds dopping(!) Tom o Davo (Qvite}
§ momeal when preiont meets poyl

SPARTICLE OF CLOTHING. Birshay suit
FAVOURITE PLANT: Robert
FAVOURITE FOQD: Pasto.
MOST HATED TV CELEB: The Word's Mork Lomar for pouring

Minogue,

I
WHAT 1'D BE DOING IF | WASN'T ON NM5: Warking on
STATE OF WORK DESK Unidy,

F‘ ] ' |
FAVOURITE FOOD:Curries, Posis Turkish Dol ok
MO5T TV CELER: Timmy Ma =

o | WHATI'D® ASN'T ON NMS:Maon Mothines Seqga.

M STATE OF WORK DESK. Clean if Frazer stopped pushing all of his muck onta it
FAVOURITE DART PLAYERS: Thot fat one.

FAVOURITE SWIMMING STROKE: Butterfly

BEST PLACE | HAVE EVER BEEN THROWN OUT OF Madonna's bed.
FAVOURITE FILMS. The Star Wars Trilogy, The Wizard of Oz, Alien, Fried Gy
Tomatous ot the Whistle Stop Cole.
FAVOURITE BOOKS: The Mok Biel Geo
WHAT L kbl 03 Loods of

DURITE SWIMMING STROKE:Front Crowl (this s really interesting, isn't [17]
BEST PLACE | HAVE EVER BEEN THROWN OUT OF :1 never get thrown out,
FAVOURITE FILM:Blade Runner

FAVOURITE BOOK :London Fiakds.

WHAT | WANT OUT OF 1993 World pears

EAXQURLIE DART PLAYERS: Soery, don't get the point of this §

OURITE SWIMAING STROKE: Doggy paddle.
B CE) Vi REVER BEEN THROWN OUT OF The BBC
FM'ELIH I FILMS: llede Runnee Breaklast A2 Tillony's, Block Rain
FEndar's Gome by Orson Stoft-Cord.
OUT OF 1993.To be o better designes.
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If you were at the fabulous
Gamesmaster Live show, you’d
know that THE article of
clothing to be seen in was an
NMS t-shirt. Available in glitzy
grey or beautiful black, these
wonderful pieces of fashion
design sport a grinning Mario
above which is the NMS logo -
stunning stuff.

With designers such as Vivienne
Westwood and Geoff Banks
gagging to know our secrets of
fine taste, we are proud - nay,
honoured - to offer you, our
beloved readers, the chance to
own one of these fine shirts.

Yes, indeed, you too can dress
with all the style and finesse
associated with the NMS. team
simply by donning one of these
stunning t-shirts. They come in
two sizes, young whippersnapper
Medium and Tim “Ba”’Boone
sized XL - just the thing for
covering that new gut you’ve
developed since Christmas!

Please complete the coupon and return to
NMS T-shirt Offer, Tower House, Sovereign
Place, Lathkill Street, Market Harborough,
Leicestershire, LE16 9EF.

Please ensure your cheque/Postal Order/
International Money Order is made payable
to Emap Images Ltd.

UK ORDERS

Please include a postage and packing
charge of 50p per item within your
payment.

If you wish to pay by VISA, you can phone
our order hotline on 0858 468 B88.

EUROPEAN & OVERSEAS ORDERS

If your order is to be delivered within
Europe, please include a postage and
packing charge of £1.00 per item within
your payment.

If your order is to be delivered overseas
(rest of world postal zones 1 & 2), please
include a postage and packing charge of
£2.50 per item within your payment.

We suggest that overseas readers pay by
International Money Order.

Offer closes on June 20th 1993.

Please allow 28 days from receipt of order
for delivery.
Order enquiries, please call 0858 468 811.
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@ Send to : NMS T-shirt Offer, Tower House, Sovereign Place, Lathkill (Please enter quantities required in boxes)

@ Street, Market Harborough, Leics. LE16 9EF
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w SRl il T D BT LT o R ety o e e i el SR Grey NS T-shirl 4t el A
®  Please use block capitals ) GreyNMSTsshirt = XL = £6.99 i
e Card Expiry date ............... /9...

@ :l Black NMS T-shirt M Ao PSR L it
L -

® S T A T AR A e i RS R FL S S e S A BB R S S s j Black NMS T-shirt XL EGQY i e AL #
: TS e e T e s e S e B AR T p R P sl S R AT S S A TOTAL Pla il R
SR L e S e T o L o LT e BOSICOOR it cionssintsasisnisarshossash Please add 50p per item, postage & packing

® (Euro/overseas readers see ‘How To Order’)

@

® T B S A AL TR 5 S e R AR SR A ot S S S Please allow 28 days for delivery

®

@

®

L]



NINTENDO NEWS NETWORR

NEW GAME « MOVIE & TV « COMIC ~ REPORT - HRRDWARE - ANIMATION  EVENT

NMS GO MAD IN

UNBELIEVABLE! You've 7:10 express to Birmingham. Missing from the inviting people to try their luck against a third divi-
probably heard already bleary-eyed party were Andy McVittie and NMS sion goalie! US Gold had a huge

about the runway suc- Street Fighter Il champ Gary Harrod, busy fairground ride
cess of GamesMaster putting the fourth issue of NMS to bed. At and a sumo ring
Live, Britain’s biggest 8:36 the team pulled into Birmingham station, W - complete with ,
ever compufer games little expecting what followed... . lardball suits - '
show held at the while Gremlin kept
Birmingham NEC for Spanning halls 6,7 and 8 of the massive the NMS crew

three whole days in NEC, all the major players in the console happy with
December! The NMS market were there. Nintendo, of course, Chupachup lollies
boys were out in force sporting a rather spiffy Streetfighter Wall as people queued to
to meet you lot, and with so many machines we soon lost count! use their Mansell
what a rip-roaring time Ocean had a massive video wall showing simulator,

we had! Being the all their latest titles,

super-fit sort of bloke
that he is,
STEVE
MERRET

got his
voice back
first and
volunteered
to write this

and even had NMS and its sister

an atrocious so-  magozines MEAN MACHINES SEGA and MEGATE-
called Kim CH were located bang in the centre of the arena,
Basinger with Gremlin, EA and Ocean either side of us, and
lookalike to Nintendo and the Gamesmaster stage a short walk
promote Cool away. The proximity of the Nintendo stage proved
World. In useful waking tired NMS members up too. Every
addition, the morning the Bandai lads and lasses had a well
Mancunian impressive work-out, joined by Tim, Steve and
semi-diary ¥ _ gionis were brave marketeers Marc Swallow
of events. We ) _ s | ¢ also giving and Sarah Ewing
were all Y S T.F | Wl oway EVERY » also manning
much too ' ‘ mlﬁ computer our stand!
tired to Sl imagin- What's more,
argue, so take able and we also got to
it away that a complete watch the god-
man! set of Ocean titles for each to awful singers
one lucky winner every day! Amidst other mangling various
exhibitors, such as Virgin - whose Quasar songs during the
DATELINE: Friday proved immensely popular - and EA, who were early morning

December 4. Having displaying their Super NES versions of Deseri Karaoke sessions!
dragged themselves out of Strike and NHLPA Hockey whilst also inviting peo-

their respective beds at some  ple fo win customised leather jackets in their Road Although we knew the show

unearthly hour, the NMS Rash challenge. Other attractions included was going to be good, nothing could have pre-
team struggled on to the Imagineer who were promoting Super Kick Off by pared us for the crowds that flocked through the
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GAMESMASTER LIVE REPORT

doors. With Tim, Steve, Rad,
Jaz, Gus and Paul manning the
three stands, they were rapidly
swamped with NMS readers
and all their time was spent
answering questions and sign-
ing mags - Madonna's got
nothing on us! Our stand also
boasted three Street Fighter Il
coin-ops and the boys were
often seen dishing out severe
whippings to everyone they
played. We also hosted the
Street Fighter Championships,
which went down a storm.

CHALLENGING

Three times a day, Dominic Diamond graced
the Gamesmaster stand and invited members
of the crowd to try their luck at assorted game.
Street Fighter 1l and Push Over were just two of
the games played, with Dominic providing
commentary ably abetted by Tim and Jaz.

Despite the size of the crowds, bunching up and Other challenges were

slow progress was avoided thanks to the additions
of the NEC’s wide aisles and it was still possi-

ble to scoot from stand to stand -
even at the busiest time of the day. In F.‘_.
addition to busying ourselves on the
stand, we were also drafted into other
areas. Tim, for instance, linked up with
Dominik Diamond to win an argument
about the so-called bad effects of com-
puter games on Central TV's Friday
Night Live and Joz was presenting chal-
lenges on the GamesMaster stand.

taking place on
the EA stand, the
Nintendo stand,
and over at US
Gold - who had
a punch ball so
that stressed-out
punters could
try their luck!

THE
BEST
SHOW

EVER!

Although

they must rank as the three most
tiring days of our lives, there’s no doubting that
Gamesmaster Live was THE computer games
show of the year. We'd also like to take this
opportunity to say hello to everybody who took
the time to come and see us and have a chat,
and to all the people who worked on the
stand. It was an excellent event with a brilliant
atmosphere, and and with another bigger and
better show planned for next year, we’re going
to do the whole thing again! Watch this space
for more news soon!

FLIPPIN’ CRAZY OR
wor?

On the final day, it has to be said that we

went a little mad. With the NMS stand sur-
rounded by vast crowds, Tim flipped his lid

and started flogging copies of NMS issue 3

and the Street Fighter |l video for a quid! Needless
to say, we were even busier than before with Steve,
Sarah and co running around like madmen trying
to answer questions, sign mags, and hand outf the
said bargains. And just as it would start to quiet
down a little, Tim would flip again and start hand-
ing out more freebies! By the end of Sunday, we
had walked around the stand so many times that
we were all three inches shorter, and we'd all lost
our voices the next day!

MEGAMAN V

Returning for a fifth adventure
against the forces of evil this
summer is Megaman. In this
torthcoming NES platformer,
the robo-suited hero is up
against the evil Protoman who
is threatening the world from
his four-storey castle - each of
which is guarded by a series of
massive robots, As in past
games, Megaman picks up an
assortment of power-ups to
assist his fight for good, and
these include o nifty attack
robot called Beat who effec-
tively doubles our hero's pow-
ers! Once again in the hands
of Capcom, Megaman V
should hit an NES near you
some time in June.

OVERLORD

Ex-owners of the Commodore
Amiga may have encountered
a rather good space strategy
affair called Supremacy. Well,
lucky NES owners will soon be
able to experience its delights
- albeit under the new mon-
icker of Overlord. Basically,
Overlord is the nearest the
NES is ever likely to come in
recreating Frank Herbert’s
Dune series. The game sets
the player the task of master-
minding the colonisation of
four previously inhospitable
planets - using a graphically-
stunning sequence similar to
Star Trek’s Genesis device to
depict it. Of course, organising
such @ mammoth task involves
building up armies and putting
together fleets of ships con-
taining farming, building and
factory implements. The
Amiga game was instantly
regarded as a classic of its
type, and the NES version
should be available within the
next two months,

CES SHOW

As the hard-working NMS lads
work late into the night getting
this issue to you, Tim the Ed is
currently taking it easy at the
CES show in Las Vegas. We'll
be bringing you a full show
report next month, with news
of every new Nintendo game
set to hit the machines in

1993 - and beyond...
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ITAINT EIISY BEING CHEESEY

Chester Cheetah, the star of those Cheeto crisp
ads, is soon to muka the transition to the Super
NES. Developers Kaneko have dropped
Chester in a large arcade/adventure

which sees the cool cat trying to

escape from a well-protected
200. To escape from a lifetime
of being gawked at by all
manner of weirdoes,

Chester's mission involves @S
finding his motorbike and re- e
enacting Steve McQueen's P/
performance in The Great -'
Escape. Unfortunately, though,

the zoo owners preempted his

plan and have scattered key parts of

the bike around the zoo. Thus, avoiding the
pursuing Keepers and dangerous animals,
Chester’s search brings him into contact with
boxing Kangaroos and rollerblading tortoises.
Small caches of Cheetos are used to replenish
lost energy, and other objects are available to
temporarily endow Chester with special powers

With Microprose's F-15 Strike Eagle cleared
to take off on the NES and Game Boy, o
Super NES version is also under development.
Super Strike Eagle is currently entering play-
testing in the US, and is obviously much
faster and more detailed than its predeces-
sors. Featuring the same missions as before,
Super Strike Eagle makes the most of the
Super NES's mode 7 feature to update its
planes smoothly in the all-important dogfight
scenes. More details are scarce at the
moment, but a preview is on its way.

STRIKE TWO
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such as X-ray vision and super speed. You'll be

able to find out whether Chester Cheetah:Too Cool
To Fool is as tasty as the Chester’s crisps when the

game is released in June.

Formerly known as Bells ‘n
Whistles, Twin Bee is unmher
veﬁlcnily scrolling blaster set
for Super NES stardom. The
game first appeared in the
arcades and was converted
brilliantly to the PC Engine a
year or so ago. Basically, the
player controls a small space
craft which encounters
numerous nasties on its way
upscreen and the action
becomes more fast and furi-
ous as the game progresses
- a familiar scenario, but
Twin Bee is particularly well
executed. The coin-op was
one of the most under-rated
arcaders ever, featuring
some of the smoothest shoot
‘em up action ever seen, and
we're looking forward to the
SNES version with bated
breath! More news just as
soon as we can!

-

—
A

W The full gome hos just arrived in the
NMS offices, and, to be honest, first impres-
sions oren’t that good. A full review will
oppear next month.

s

141 e
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A Joining the ranks of Axelay and Super Aleste comes Twin Bee from
blost &:pens, Konami.
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A Power-ups golore os the adion starts hotting up...
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BART'S BACK

Fans of Smash TV should start
gearing themselves up for
another megablasting chal-
lenge - because the sequel’s
on its way! Total Carnage
abandons Smash TV's .
gameshow scenario, it instead |

pits one or two players against

the might of an alien invasion.

The same ‘rotate and fire’

control system is used, and

even more weapons have been thrown in for
good measure. In its arcade form, Total
Carnage was one of the most popular coin-ops
of last year, and from what we have heard the
Super NES game should be equally as hot.
There's no release date as of yet, but we
expect that Acclaim will be making an
announcement very soon.

"'hllu-.p:-.,l‘_

Although bashing each other with over-large cotton buds has
captured to the imagination of countless viewers, the UK version
of Gladiators still can’t hold a candle to the US original. In an
attempt to bring some of the overseas lunacy to our shores,
Gametek are about to reveal an NES multi-event game based on
the American series. Featuring all the events of the TV version -
including the powerball, the wall, and the pugil-sticks - one or
two players are invited to smash the hell out of each other for
cash. American Gladiators was programmed by UK development
team, Imagitech, and it seems likely that an as-yet unnamed UK
software house has their eye on releasing it over here using the

ITV Gladiator logo. More news as it happens.

FANTASTIC VOYAGE

Ah, Columbus’s epic journey. As he sailed
the seven seas in search of the country
which was destined to become America, lit-
tle did we know of the battles he faced. Ah
yes, in 1492, Columbus’s heavily-armed
ship had to do battle with wave after wave
of enemy ships and large end-of-sea boss-
es. Yes indeed, Misawa's Christopher
Columbus has certainly taken a few liberties
with the epic tale, and has in turn metamor-
phosed the tale into a horizontally-scrolling
blast. Mammoths and power-ups also play o
part in this weird blaster, although - per-
haps thankfully - there’s no news of a UK
release date yet.

NEW GRME
BY: MIGAWA

aUPER NES

FIGHT, FIGHT,
YOU FOOL

In an attempt to add a little variety to the
boxing theme, ACS’s Power Punch |l pits the
player against a series of inter-galactic
pugilists in a fight to the death. Soon to be
available for the NES, a number of special
punches are available, but the alien players
feature even weirder ones, including the
ability to detach their heads or move at
light-speed! A panel of impartial judges

keep an eye out for dirty moves, but it's pos-

sible to distract them to use the odd foul
move.

Springfield’s finest resident,
Bart Simpson, is once again
returning to the NES - this
time to fight against
Radioactive Man. Donning his
Bartman cloak and hat, this
scrolling mixture of shoot ‘em
up and adventure themes sees
Bart somehow getting
embroiled in a fight with
Radioactive Man having fallen
into a comic strip{!). Four
chapters of action await the
yellow-skinned one, and these
in turn have been split into
thirteen sub-levels. In addi-
tion, Radioactive Man has
three evil cronies - Swamp
Hag, Julius Crab, and Lava
Man - and these, too, should
be defeated if Bart is ever to
escape. Initially armed with his
fists and feet, collecting
power-ups allows Bartman to
fire lasers from his eyes and
throw ice crystals, Once again,
Acclaim are responsible for
this bout of Simpson-based
lunacy, and expect a review
very soon.

MAKE YOUR
OWN CARTOON

Bored of platform games and
blasters? Well, all you NES
owners will soon have salva-
tion from those imaginative
peeps at Konami. With their
Tiny Toon platformers gracing
virtually every Nintendo con-
sole known to man, Konami
are now inviting ployers to
have a go at piecing together
their own mini cartoons in
their latest title, Tiny Toon
Cartoon Workshop..
Backdrops, sprites and anima-
tion are all at the user’s dis-
posal, and assorted preset
effects are also on offer.
Finally, any finished work may
then be saved on to a video
tape for further viewing. More
news soon.

NMS STARS

Having seen Gary Harrod
walk away with their Street
Fighter Il golden joystick, stay
tuned to Channel 4's
Gamesmaster, because NMS
staffers will be there offering
their definitive views on all the
latest games - fame at last!
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TECHNOS SLUGFEST

Starring three street-wise
fighters, The Combatribes is
another Super NES addition

to ‘II'H&FFir'H:II_II Fight-style slug- I_‘_ 22 & . sl I
bl R S Y TEAN
of a Iiﬂle-knnwn Tecmos = = e — 5

i (R SUPER NES
ihe ovil Splotterhoad gong. RS D V6. S BEAT EM UP
Controlling one of three

characters, the player has o f‘ 7. ; fﬁﬁ 4 "" e l‘ | f'
number of punches, kicks f% M f
and throws at their disposal - ¢ ' '
including the ability to swing ¢ ..r&w- o >
stunned opponents around
to KO other fighters! And is A As with [heﬂer £heetuh, Combatribes has just come into ihe office - a full review next month.
this isn’t enough for you,
there’'s also a Street Fighter BULLOUA
ll-style option, where the o e B2
players are pitted against
each other in a one-on-one W 4, ‘
fight. There's no release date ————— T i - g e _,..#' o fa {-1] o A There hasn't been a decent Final Fight
as of yet, but expect The R, . - . ' A A T S Ay P lone | but i¢ Combafiibes bett
Combatribes to appear on a ' - e L SRS I T - et LHL DIBETIES T
than the terminally dull Sonic Blastman

Super NES near you late this .
year. and Super Double Drogon? Let's hope so.

FLRAYER 2
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ANIMATION

< ANIMRTION
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A mighty Drakkhen has been struck down and the ,
kingdom plunged into infernal darkness.You and /|
your companions have been chosen for a perilous

quest - to seek-out the remaining dragons,

combine your powers and save the world from it's

dark and deadly curse.

So select your weapons, summon your courage
and begin your journey through this mighty

3D realm... .
Spectacular special effects will leave you

gasping as you cross a colossal and wildly

changing landscape in breathtaking real-time ‘
travel. Armed with only your wits, a lethal
array of weaponry and a sprinkling of magic
spells, you'll battle with more than 50

ferocious monsters along your hellish path.
Remember: you have the power to create your
own characters as you go...because in this

dark world you'll need all the help you can g&i\:#

o
ol i

4 o
!: =Y 'I--

Drakkhen. You can almost smell the fear.

GAMEZONE-excellently packaged and
mind-numbingly addictive. 88%
SUPER PRO-Gameplay 88%,

Longevity 91%. Instantly exciting

and absolutely loads to do.

Infogrames Ltd T
g9 . biChe NINTENDO ¢, SUPER NINTENDO ENTERTAINMENT SYSTEM'™,
18A, Old Town, THE NINTENDO PRODUCT SEALS AND OTHER MARKS

DESIGMATED A5 "TM" ARE TRADEMARKS OF NINTEMDD,
Clapham, London SW4 OLB
PIIOGA AMES gead hes I3 BICCAAMES qon Fegridiigs) Frachmgrn s ol INFOOEEMIL Y &

Tel: 071 738 8199 INFOGRAMES 1989 - 1992 Devaloped by KEMCO JAPAN,

GAMES WELL WORTH SHELLING OUT FOR
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One of the latest cartoon fads, Troma’s Toxic
Crusaders, are soon to appear in a scrolling
beat ‘em up for the Super NES and NES sys-
tems. Released through Nintendo themselves,
Toxic Crusaders features that well-known
radioactive hero, Toxie, battling against Dr
Killemoff and his many cronies. Toxie is armed
with his frusty mop to dish out justice, and he
also has a number of devastating moves at his
disposal. It seems likely that Bandai will be dis-
tributing Toxic Crusaders in the UK, and a

review should follow in the next twoe months. 1\
EW GANE &9*

IT'S CLEAN UP TIME!

Currently enjoying a revival through his
Saturday morning cartoon, Swamp Thing'’s for-
funes now see him about to slime on to the
NES. The evil Doctor Arcane is on the trail of a
special potion which, if mixed properly, will
revert Swampy to his normal human form.
Arcane has also created a series of mutants to
aid him in his search. As Swamp Thing, the
player quides our botanical hero across o
series of platform-laden screens, whilst also
getting to grips with Arcane’s mutants. There
.are four levels in all, and Swampy's task is
made slightly easier by the power-ups which
have been conveniently left around the play
area - including stones which Swampy throws
at any oncoming foes. THQ are the team
behind Swamp Thing, and it’ll be available
some time in March.

A Dozens of Arcane's evil adversaries stand between Swampy and
his long-term nemesis.

NINTENDO 16

A Bosed on the kids' cartoon of the some
nome - here's Swamp Thing.

A Eoch of the four levels introduces new
mutonts to contend with.

ULTRASEQUEL

Although his first Super NES adventure was
a trifle disappointing, Ultraman fans should
start preparing for his next game - the logi-
cally-titled Ultraman VIl! Once again using
the one-on-one beat ‘em up theme,
Ultramian VIl pits the bullet-headed hero
against a series of outlandish aliens.
Apparently, several new moves have been
added to give a little more variety to the oth-
erwise limited action but, apart from that,
news is scarce. A full review should follow
soon.
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A Aher the first gome, perhaps it's better that Bandai have
skipped straight fo number seven in the series.
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IT'S OFFICIAL! Just as we were putting this
issue of NMS to bed, word reached us of a
forthcoming NES version of Street Fighter II! A
top level contact reports that Nintendo have
licenced the conversion out to an as-yet
unnamed developer and the game should be
released later this year. Quite what limitations
will be imposed by the relatively humble NES
chips is unknown, but a dodgy pirate version
has been doing the rounds in Japan with only
four characters, although it seems unlikely that
Nintendo would want the same of its official
version. As soon as there is anything else to
report, you can be sure we will print it. Stay
tuned...
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STREET FIGHTER Il

- NES VERSION IN KS

THE HAT IS
BACK!

Before searching for the Lost
Ark and invading the Temple
Ot Doom, Indiana Jones
explored the world in an
attempt to rescue a rare arti-
fact from the elusive ‘Claw’ -
well, according to Jaleco, any-
way. In their new NES
arcade/adventure, The Young
Indiana Jones Chronicles, Indy
explores five zones in search of
Claw and the missing valu-
able, Starting in Mexico, Indy
battles against all manner of
baddies before moving on to
France and eventually to a
dogfight above the German
cities - and then on to the
Claw’s secret lair. All manner
of extra weapons are at hand,
and these include knives and
grenades. There's no release
date as of yet, but stay tuned.

GROAN
ALONE

Oh good (heavy sarcasm),
lucky NES owners are soon to
share the not at all contrived
adventures of Macauley Culkin
in Home Alone Il as THQ pre-
pare to unleash o tie-in some-
time in the next few months.
For those of you who haven't
seen the film, basically the
events of the first Home Alone
are magically transported to
New York, as Kevin
McCallister's parents once
again lose him - | bet Esther
Rantzen doesn’t know about
this. However, armed with five
useful weapons, Kevin's NES
alter ego is given a series of
scrolling locations within which
to defeat the pursuing Wet
Bandits who he got locked up
in he first film. We can’t wait...

GOT THE

TIME ON YOU,
CLOCK!

What's the spookiest piece of
Mario merchandise we've seen
this Christmas? The large
Mario alarm clock, that's what.
So ugly is this device, that our
very own Dave Kelsall has had
endless nightmares since he
saw one - or perhaps he just
looked in the mirror...
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NINTENDO NEWS NETWOR
JALECO GET BUSY

Super NES owners are soon to be inundated
by a series of newies from Jaleco. Leading the
puck is Dead Dance, a massive 16MEG beat
‘em up featuring some of the largest sprites to
hit the machine. Controlling a streetwise punk,
the player is faced against a series of oddball
fighters in the usual fight to the death - hope-
tully theirsl However, to ensure that the advan-
tage is entirely in their favour, your opponents
carry all sorts of weaponry, including spears
and knives, so the battle isn’t going to be easy.
Along the same lines comes Rival Turt 2 which
again enters beat ‘em up territory, with the
player and a friend out to rescue their true
love (they obviously share her) from the hands
of a massive crimelord. Details are a little
scarce at the moment, but expect a full preview
Very soon.

Fans of Ice Hockey are similarly well catered

for as USA Ice Hockey limbers up for a Super - o _

NES debut. Using the same viewpoint as EA's i Za— AV ¥
NHLPA, USA Ice Hockey features larger sprites "T-F ‘“n"’;' Em mm
and film-like intermission screens whenever a S P !
goal is scored of if a fight should ensue. One bt bon i 5*2’5'":::7_-.’.*.'1;:;'
or two-player action is promised, and this R S—
looks like it could be a winner. Finally, Jaleco

are also working on an as-yet unnamed Alien

Syndrome clone, Armed with a powerful laser,

the player is dumped in a series of alien-infest-

ed corridors, and has only a limited time in

which to find the exit. A title should have been

decided by the next issue, so more news then.
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NINTENDD NEWS NETWORE
LETTERS PR

One for the younger player,
Mickey's Safari In Letterlond
mixes educational aspects
with the mouse-related plat-
form fare we have come to
expect. A series of important
letter tablets have gone
missing from the local muse-
um, and Mickey has volun-
teered to the retrieve them,
Guiding him across a mas-
sive scrolling play area, the
player negotiates a series of
platform-based screens
whilst aveiding all manner of
anti-Mickey creatures.

Whether the game manages to
successfully combine education
with arcade action remains to be
seen, but Mickey should be hit-
ting the NES in May.

NEW GRME
BY: NINTENDO

A Mickey gets all educational in the
sponking new fitle for oll you "younger"
players out there.

RANMA ROUND!

One of the weirdest beat ‘em ups we have seen, Ranma, has
been crammed into a 12MEG cart for an impending release.
Selecting one of a number of fighters - including a vicious
Panda(!) - Ranma is basically the weirdest one-on-one fighting
game you are likely to see. Each of the game’s twelve characters

features a variety of attacking and defensive
moves with the Panda relying on his enormous
bulk , for instance, whilst others specialise in
headbutts and low kicks - one guy is even
armed with a bow and arrow which fires light-
ning bolts! There’'ll be a full review of this oddi-
ty next month with more details for your delec-
tation.

MORE TENNIS
MARLARKEY

Game Boy-owning John McEnroe wannabes
have salvation at hand later this year as UBI
Soft release Pro Tennis Tour for the little hand-
held. Using massive sprites to depict the play-
ers, Pro Tennis Tour invites the player to com-
pete around the world for cash prizes whilst
playing some of the toughest players around.
Considering the two button limitation of the
Game Boy, UBI Soft claim to have managed to
cram in all the expected lobs, spins, and
smashes Tennis fans have come to expect. In
addition, the game also makes use of the

BY: NINTENDO
- SUPER NES

Game Link cable to allow to players to compete

against each other - although it's not sure
whether they can play together in a doubles
match. A definite release date hasn’t been
decided for the game, but UBI Soft are hoping
to have it in the shops towards the end of April.

WHAT THE
DEVIL?

Super NES-owning Golf fans
have never had it so good,
with PGA Tour and lrem Skins
already gracing their machine.
On their way from Japan,
though, are no less than three
versions of T&E Soft’s Devil's
Course series. Boasting what
T&E claim are the most
detailed 3D graphics yet,
Devil's Course offers a full set
of clubs and assorted weather
and ground conditions. The
four carts offer a series of
international courses, ranging
from beach-side ranges to
particularly tricky tree-lined
courses. A release date has yet
to be set, but June seems like-

ly.

SELF SER-
VICE

French developers Loriciel are
set to take the likes of Super
Tennis and Amazing Tennis
head-on as they unleash
International Tennis Tour.
Based on their popular Amiga
Tennis games, International
Tennis Tour is a one or two-
player game using a split-
screen mode for the latter. All
the usual varieties of court sur-
face and and shot styles are
available, and the game hits @
Super NES near you some time
in May.

SON OF A
BEACH

Don those loud shorts and rub
sunbleck on your forehead,
because a Super NES conver-
sion of California Games Il is
on its way. Featuring five
events - including body board-
ing, snow boarding, hang-
gliding and skateboerding -
Cally Games Il has been pro-
grammed to make use of
Mode 7 during its 3D sections.
In its PC and Amiga forms,
California Games Il came in
for a bit of a kicking - mainly
due to its slow running speed.
However, if the speed problem
is solved it seems that Cally Il
could be a winner. More news
soon.
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about Bubsy is that he's FAST.
This cat knows a thing or two
about top speed. Start him run-
ning and he is soon belting along
at a fair old lick, but point him
down a hill and he shifts so fast
he's just a blur! Not only that,
he's capable of some pretty nifty
mid-air manoeuvres if you're
quick on the joypad, and after a
short time you'll become the
speediest cat on the planet!
The last thing Bubsy likes to do is stand around
waiting for something to happen, and he makes
his feelings known if you dawdle, waste time or
do anything else which is even remotely sad.
This is actually quite a good thing, because all

>~ @-?ﬁp A il ; - o, the enemies you're likely to encounter are a tad
23126 QIS5 6 b L | . {il] swift, too, so it pays to keep your speed up!
HIHT!!IN 20 ’




4 q_ @ ,

CATTY COLLECTIBLES

Bubsy earns special bonuses and skills by
picking up the objects which litter his world.
First up are the red, yellow and green yarn
balls for bonus points, while finding one of
the T-shirts scattered about the landscape
grants our lad an extra lite! Crates of yarn
are also handy, but we'll leave you to discov-
er their surprises for yourself!
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IT,S A CATASTROPE!

Bubsy has a wide variety of ene-
mies to contend with, but they
fall roughly into two groups:

WOOWLIES: These are either

standard woolies; the rock-
throwing type; the rolling log
variety or the catapult-firing
mega-hard men that are best
avoided wherever possible.

CRATES: Yes, these seemingly
- | c harmless items have a mind all of
o y X ", b their own, containing such nasties as bananas
. A Hm‘"m‘,i‘ﬂmlﬂmmdﬁ with o cutesy- which cause Bubsy 13 slide out of control, anvils
- Wulesy h“““]_". Bubsy ‘ﬂﬂmﬂﬂhw--}’ - that fall on his head and tacks - exploding pins
; | E which prove lethal!
' Every enemy has its own characteristics, and

you're going to need to be familiar with them all
before you can get anywhere in a hurry!

A "Water lough,' thought Bubsy as he leapt
towards the end of the level.

Bubsy's world is HUGE, made up of loads of dif-
ferent levels through which to battle. Each level,
a world in itself, is split into three chapters.
Here's a quick look at the first two worlds:

WORLD 1: This is a grass, rock and water
area with villages and perilous water slides scat-
tered throughout. The three chapters of this
world are the Cheese Wheels Of Doom, the
Forbidden Plummet and a Bridge Too Fur. All are
fairly distinctive, but they do have one thing in
common - they're great for tuning up those joy-
pad skills for the harder worlds to come. The
bosses of this world are three giant flying saucers
commanded by well ‘ard Woolies.

WORLD 2: A giant fairground where roller-
coasters and the like dominate the scenery.
Bubsy is best off dodging the coasters, but he can
ride in them for extra zip and jump on the boun-
cy air-balloon things to gain extra height. If he's
lucky, Bubsy can even hitch a ride on a rocket car
through the skies above the tair, or find the warp
doors to shoot him paost all the trouble ahead!
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PURRFECTLY ENORMOUS

Bubsy is such a massive game, a huge develop-
ment team has been working away on the game
for ages. As you can see from these sketches,
they've put a lot of thought into the characters
within the game, giving each one a distinctive
personality. Most of these early ideas are still
found lurking within the game, although they
may have changed slightly to suit the worlds
they live in!
The designers have put a lot of time and effort
into animation, particularly of the main Bubsy
sprite, making him one of the most nifty little
critters around and capable of some quite stag-
gering feats. As you can see from these sketch-
es, hedoes everything a hedgehog can, and @
whole lot more besides!
So could Bubsy be the boy to knock the spiky
one into touch? Accolade certainly think so, and
from what we've seen of the game already
they're going to give him a serious run for his
: o . i money when this game hits the Super NES in the
; ? ? Q« 9 . 18 = e Spring. Rest assured that NMS will have the first
Review of the game, so stick around for the low-
' | e . down on Bubsy real soon...
A Bubsy contemplates aking Kooling.and'Morphine for his terrible constipation’
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RELEASE
FEB
CONTROL
JOYPAD

GAME DIFFICULTY
EASY

CONTINUES

3

SKILL LEVELS
I

RESPONSIVENESS
VERY SLOW INDEED

15T HOUR SCORE
COMPLETE

ORIGIN

Conversion of the fairly popular
Irem arcade machine of the
same name which is influenced
by such classics as Midnight
Resistance.

ne name is mentioned time and time

again whenever soldiers of fortune are
gathered - The Specky Commandos. These
two rather vertically challenged and pudgy
brothers wear foot-thick goggles Mr Magoo
would be proud of. Surprisingly, they're
amongst the most dangerous men in the
world.

Being short, fat and near-blind was a bit

of a disadvantage when it came to the bros

trying to pick up their first few jobs, losing out

as they did to Clint Eastwood, Boba Fett and
the A Team. But once word of their skills got
around the offers came flooding in.

Right now the Specky Commandos are
being hired by their government, who are
currently having a bit of a tiff with a mad sci-
entist and his secret island nation. Instead of
sending in the army and gefting it all over
with quickly, the military generals have
decided to save a bit of dosh and send in two
foot soldiers to do the job. Thus you now find
yourself in control of one of the infamous
pair, traversing the platform infested terrain
hoping to put a stop to the mad scientist and
his evil plans. So what else is new?
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Gunlorce hopelfuls artack the Krypton Factor type levels with gusto.

. COMMENT

Graphically, Gunforce is
excellent, The sprites are
well drawn and shaded
and some of the back-
grounds are also pretty
good, although the anima-
tion is a bit stiff. There’s
also loads to do, the screen
is always packed with
RAD things to shoot and there’s
an enormous variety of
things to shoot with - be it weapons or
vehicles. Sadly though, Gunforce is very
bad indeed. For starters, if Gunforce was
any slower it would be running backwards.
The sprites crawl lethargically around the
screen as if it was siesta time on Gunforce
Island, and the lack of pace soon becomes
horribly frustrating. This isn’t the only
problem either. With only five levels it’'s not
the longest game around, and it's so easy
that anyone who can’t complete it on their
first go needs help badly. For example - the
first end of level guardian doesn’t even get
chance to shoot at you until just after you
destroy it (unless you stand there waiting
around for it to do something). If Gunforce
were faster and harder, and possibly
longer, it'd be a great game full of blasting
action and variety. Sadly, only sloths with
no reactions who can only stay awaoke for
about fifteen minutes whilst they complete
it could glean any real enjoyment out of
this.

I &VK

Although the mission concentrates more on
stealth and sneaking into enemy strongholds,
the brothers aren’t averse to taking control of
vehicles stolen from the enemy should the situa-
tion require it. Luckily for them, there are loads
of these lying around, some empty (with the keys
in the ignition), and some with their still-breath-
ing occupants inside! Shoot the driver and their
vehicle is yours, although you should be careful
not to blow it up in the process. Most vehicles
have some sort of armament as well as protect-
ing the controller from damage. In one-player
mode the directional controls cover the gun and
steering, but when there are two players pre-
sent, one player steers whilst the other takes
aim.

JEEP The most common of all the vehicles, the

jeep is armed with a heavy-duty laser. It's really
best at running your enemies over, as the raised
platform and armoured windshield which gets in
the way make it difficult to target ground forces.

MONORAIL These electric-run platforms are
more useful as transport than a battle vehicle.
There's very little protection from fire, and some
monorails don’t even have the usual laser to
defend with. Not actually all that good.

HELICOPTERS Helicopters are very smart
indeed. The player has free reign of the screen
thanks to the flying-through-the-air capabilities
the chopper provides, as well as a fully service-
able tast-firing laser rifle.

MACHINE-GUN NESTS Although these things
are stationary and don’t actually move any-
where, they're pretty good when it comes to
killing things. If hordes of soldiers are rushing on
screen, commandeer one of these and watch as
they all die horribly.

CABLE CARS Very similar to monorails, these
ofter slightly more protection from overhead fire,
but are still pretty feeble, and some of these are
unarmed too. Sadly, there is no way to avoid
using cable cars, unless you fancy a nice plum-
met down to death from a great height.

GIANT ROBOTS These robots are slow and
laborious to control and the lasers mounted on
them fire slowly and cannot be aimed straight
up or down due to their strange front mounting.
They do, however, offer great protection - espe-
cially from other robots!
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Being the adept mercenary
warriors they are, the brothers
are pretty accurate with their
guns and are able to fire them
in whatever direction they
choose, simply by the player
pressing the appropriate direc-
tion on the joypad and press-
ing fire. Being especially
clever, the Brothers Specky are
also able to perform this feat
whilst in mid-airl This allows
them full rotational shooting
capabilities at all times, which
is handy because all the ene-
mies have them too! This all
makes for a feast of gunfire
from all angles and some
tricky targeting problems.
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How To Cnnrrnl Prompt the two chaps to run left and right by pressing those directions on the D-
pad. The men can crouch if the D-pad is pressed DOWN. Climb lodders etc by
pressing UP on the D-pad.

| like the
arcade
game for
its tough
difficulty
level and
fast, frantic
action. |
hate the
Super NES
~ version for
its laughably low difficulty
level and slow, laborious
action. Okay, it might look
good - the sprites and
backdrops are very smart -
but everything else is
appalling. The speed of the
action, or lack of it, is
astonishing. It's like play-
ing the game in slow
motion, and even the con-
trols are sluggish beyond
belief. But worse still is the
super-low level of chal-
lenge - | finished it on my
first go with my first life
without even trying hard.
I's so ridiculously easy
even a complete donut with
the gaming abilities of a
demented baboon could
finish it within an hour. And
then what? With no difficul-
ty levels to fiddle with and
a two-player mode that
makes the game even easi-
er, there’s simply no lasting
appeal at all. If you want a
brilliant platform blaster
check out Super
Probotector.

Fire weapons

SELECT: Pouse/unpause game.

How To Pfﬂ’f Use the joypad to guide your Specky Brother across five platform levels of blasting
action, defeating the guardians at the end of each stage and taking care not to
lose your three lives either by being shot or having the timer run down to zero.

NINTENDO 25




% . —— r:

= ey _ _ b

iy . - .2 - e - - I_,_-_ I-..l

-----

The Brothers start their adven-
ture with standard issue rifles,
which are octually pretty
pathetic and have a very slow
fire rate. Luckily, by shooting
the crates found around each
level the chaps able to get
their hands on a variety of :
much more destructive hard- 4 . | Disappointing intro, the intermissions are
ware. - " _ all the same and there ore no options.

1. AUTO:

Pretty much the same as the
regular rifle, except the fire
rate is much increased. Loads
of ammo - 999 shots to be
precise - is included with each

& Well-drawn sprites and good use of colour

icon picked up. ; ¥ 9 . |  and shoding. The backdrops aren’t tao bad
, - " either,

2 LASER: s ;' s ~ Tho animetion is protty feeble and the

The laser fires a bit faster than 5 ; ' | scioling s stow and jorky.

the rifle, plus it's far more

powerful and is very good "n

indeed at blowing things up.

Quite a few shots are granted i =

the player with each icon No tunes play during the game and the

picked up. effocts are quite dull ond bod.

3. FLAMETHROWER:

A constant stream of high-
power flame is |jetted out from
this piece of kit. Loads of fuel
is provided, but just watch how
quickly it runs down as you
fire!

4. BAZOOKA:

Easily the best death-dealer of
the lot. More powerful and
quicker firing than the rifle.
And with shots which travel
through the enemies, this is
the weapon the cool merce-
nary about town likes to be
seen with! Sadly, there's not
much ammo with each
bazooka icon. Boo!
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ABILITY

. Plonty 1o shoot...
«the problem is that the action is terribly
slow and quickly gets very dull ond boring.

ABILITY

Only five short levels and no chollenge
whatsoever. Whal's more, onte you've gone
it there's no compulsion o play it ever

agein - even with two ployers!

OVERALL

Great graphics, but the rest of
the game is a shambles, with no
challenge and no lasting appeal
whatsoever. If you want decent
and challenging platform blast-

A
E

— £ = ing, check out Super Probotector
% Dare you foce the might of Fred Scuttle? | jh_s?uld

NINTENDO 26




et

TRINMEMNT

A multi-level shoot 'em up based on aspects of all three LETHAL WEAPON
movies. You can choose to be either one of the two high f ﬁr kpower cops...
each having his individual strengths - and weaknesses! T 3le are many

0TS 10 COmpIEtE-HCIuTinG e TeSeus Of a RIoHappes rI the persuit
and arrest of drugs runners, finding and arresting a police murderer, plus

many more. You choose the level to suit your objectives within the game-play. @W F ~ *"7
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Greetings, and welcome to Kart Meister’. Surely an elementary task for some
the Challenge System. Fresh from Christmas members of our bragging staff? But we hadn’t reck-
and a total rewiring, the ScoreMonitor Mk IV has oned on some truly shambolic play, which our
decided to create a new arena for your gamesplay- metallic referee now has the displea-
ing skills (since you're always pestering us on the sure to relay to you...
phone about how hot you are). Hence the arrival of
the NMS Challenge. Each month we hope to abduct o
highscoring, heroic reader and put him or her up
against one of the grossly inflated egomaniacs on
the NMS team in our noxious Challenge Chamber. To
kick off, the ScoreMonitor assembled the so-called
office ‘experts’ to battle it out for the title of ‘Mario

THE ROADS TO
VICTORY

As ScoreMonitor | took great trouble in devising the chal-
lenge to give each player an adequate chance (to make «
fool of themselves). This meant coming up with three
rounds of a knockout competition. In the first round, four
pairs would take a match race on one of the easy
Mushroom Cup races. The winners played the semis over
one Flower Cup race, leading up to the finals, which
were held over the best of three Star Cup races. And all
at 150¢cc! At the draw the game was set: Steve Vs Rad,
Rob Vs Andy, Gary Vs Jaz and Paul Vs Gus. The sad tale
unfolds...

IMARIO CIRCUIT 1)

~ ajoint skid start, of the pant,  ing on the track. However, the
et by LV M ETRS A ) e i e -Eﬂﬁﬂb—';i-l = =

used a red shell to seize a well-shaky himself, driving

commanding lead. After straight info a banana skin on

being sent spinning once, the open road. In the end, Rad

Steve never seemed to recov-  was the winner - by default
er and sef to landscaping the rather than skill.
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GETTING SEATED
COMFORTABLY

| knew that | could never let the would-be chal-
lengers pick their own characters, since some of
the snivelling spawn would keep us waiting all
day, whingeing that they could only win with
Toad or Princess. In the event the pick-a-charac-
ter-out-of-a-hat ballot provided a plethora of
groans from the usual moaning minnies - the
place sounded like an Arthritis Hospital on a
very cold and wet day. This is what transpired:

~ANDY McVITTIE

The man who is to Mario Kart what Moss Side is to English Tourism
was grateful enough to get the moustachioed plucky plumber. He
cloimed he couldn’t play with anyone. On past experience, | believed
him.

* JULIAN RIGNALL

Anyone who thought the all-powerful one would completely fix the
ballot (should that be Julian Rig-it-all) was reassured when Jaz just
happened to pick the best all-round kart, Toad - purely by chance of
course, He of the shaven temples and smugger-than-smug visage
grinned all the way to the games room.

~STEVE MERRETT

Dismay all round as Steve picked the next best, Koopa Trooper.
Dismay for the crew who knew that Koopa's hard suspension makes it
the best handing kart of all, and dismay for Steve knowing that hard
suspension means hard bumps, and he with his still-so-tender chal-
fonts...

| wasn’t expecting a great
amount from the cack-handed
production Editor and our
refugee Mean Machines hos-
been, especially when Rob
needed reminding of the con-
trols as the race wos

starting. In the event

cutting daisies with gusto, as
Andy sped ahead with Mario.
“Where are You#?”, cried Rob.
The answer was “in front” for
the entire race as Andy sped fo
victory, adding the humiliation
of lopping Rob once on the
way.
there were no sur-

prises. Rob set to

*x ANGUS SWAN

Trust the Caledonian Calamity to choose the Simian entrant, Donkey
Kong. The white-vested knuckle scraper best illustrates Gus' position
on the Mario Kart evolutionary ladder.

*RADION AUTOMATIC

Despite his protests, Rad chose well in the spiky demagogue that is
Bowser. Both have two great similarities - very sad haircuts and com-

plete lack of success with women.

* PAUL DAVIES

The Northern Git grabbed the Princess, a character with whom he
identifies due to split ends. However, this is one gal who needs the
gentle touch - a technique Paul has yet to master (despite numerous

failed attempts).

~@aARY HARROD

Gaz, the man who fancies himself so much he has to wear a prophy-
lactic if he looks in the mirror, demanded a character befitting his

office prestige. He duly got Yoshi, the clapped

-out Citroen 2CV of

Mario Karting. The big man cried, but he had asked for it.

* ROB BRIGHT

And very finally, Rob. Rob had been around since Christmas Eve,
when he arrived blue-lipped on our step, a student account loan
statement of frighteningly overdrawn proportions in one hand and a
wacky rag mag in the other. Taking pity we brought him in and he’s
been loafing around ever since, living a typically student-type life -
lying in until the pubs opened and going to bed when they closed.
However, we needed a token sad case for the challenge, and since it
was Tom from Megatech's day off, Rob volunteered. Fate delivered
Luigi into his less-than-grateful palms,
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had to be dragged to the
games room, under threat of
removing all reflective surfaces
from the office. When the octu-
al race commenced Jaz got the
advantage of a zoom start,

edging in front of Gary on the
parilous chasm-bound course.
A thin-lipped grin emanated

trom the Pat Sharp imperson-

ator, who doesn’t know the
meaning of the word ‘fair’ as
he sped away dropping

bananas and shells in his

¢ Fou I;;{Jﬁ

® ®© ¢ 0 ©® ©

wuka Gu:yhoguninlchg
chances, which was a bad
move as he quickly dropped off
the course twice in succession,
extending the Kajagoogoo
reject’s voluminous lead still
further. Toad - a rather suitable
monicker considering the
nature of the person at the
controls - sped on to a rather
merciless frouncing, lapping
the red-hot-favourite-turned-
shambling-damp-squib twice
before finishing. It was a sad
day for Paleozoic Art Editors.
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'-ﬁ'ﬂtl But lurking beneath ihui
shaggy mane were less genteel
ideas, as Paul took the Princess
into an early lead. But thanks
fo some canny play, and
Kong's superior speed, he was
shocked to see Gus passing
him on the back straight. The
Pictish fool was himself shaken
at his sudden lapse into skill
and reassured himself by

ﬂ"‘".d-

ANDY VS aUS
[EHﬂsT VALI.EY 2)

off the course. Whi
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\vufﬂes Ant[jr und Guswara
uhout fo be served with a
large dollop of Maple Syrup.
Bucking every trend, Andy
managed to give Mario a
zoom start, but the lead was
briet as Kong closed fast. In

1;' bl&ll‘ i

fact, Kong could have won - if
he hadn’t lost. But lose is what
he proceeded to do, in true
Brits-at-Wimbledon fashion.
Bang! Kong's into a wall and
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 yet ﬂ:lsl‘ u:."l'hn rlmdtwn Iups
consisted of Carry on Bowser
Castle 1. Paul spent as many
valuable seconds pillar kissing
as Gus spent bouncing off
walls, with no decisive leader.
As the tension mounted the
Rochdale refugee obliged the
Harry Lauder Kid by hitting one
of his own old shells. From
there, Gus made the best of it
and scraped home with Kong.

L 1"-"'5 '1‘-.
”THQ .[:‘I.HJ *-Ip.jl f ;" rlL.-:‘:ﬁ r -.
g, ng's q‘i:lhris Jig ||.
or 1l fgﬂga nEaTm Thudl

Murio shows no. man:r with his

shell. Kong by this time has

gone to pieces, but Andy’s
strong sense of community tra-
dition makes him start throw-
ing himself off at every oppor-
tunity. Kong starts to make a
surprise comeback, but the
gap is too big to close before
Mario limps over the line, and
Andy cannot believe that Lady
Spawn has given him a place
in the Grande Finale.

Ly

i'm’m,ﬂs second phu&e, clmmmg - and Rad/became a rider of the
he didn’t know the Flower Cup  chocolate speedway ashe

courses. He needn’t have -
protested, as his prophetic
words were realised immedi-
ately. Spurred on by the sickly
Kajagoogoo-like music, Chris
Waddle doppleganger Jaz
sped off across the Choco *
Island horizon, and Rad
couldn’t see him for Flake. In
contrast, the man with distort-
ed coiffure skidded at the line
then lumbered through the
ditches in half-hearted fashion
Did El Supremo show mercy at
this lack of '_-'_1|:‘_||l:'l.:'“r'l:EF Not a bit if

’.

was unf :pinmng. Thoru
wasn’t much more Rad could
do, but a late glimmer of
hope came in the form of o
mushroom speed up for him.
Using all his gaming skills he
chose exactly the most inef-
fective point in the course to
use up, narrowly missing one
of the man-eating plants on a
sharp bend, much to the
amusement of his rugby-shirt-
ed opponent who cruised
effortlessly over the line and
into the final.




THE ALL STAR LUP FINAL

(KOOPA BEACH 1, VANILLA LAKE 1)

1 L i i 4 i - ’ . E | i e
{nfn -H'.-'. ' i 1 MLICT ilaleilal 1 "l 1 0 | I:Ir T it ]

r:v!,:‘:.~:."-'.', hat one-otmy HP2s burst and the XR3i down Southend seafront; whilst Mano is
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,[g; hqs mgfn patand T rignt |
mdnugas u zoom siurt..,‘[h&cqn_' astin . " be )er can e ordto
mmng styles n:uuldnih&gr&ular. Toad i (S iree=d — mh ouimmﬁph uiﬁmas sefore |
. . mrks up one - nil.
The second race is bound to be the clincher,
so where better than the frictionless plane of the
Yanilla Lake. Both karts make cautious starts,
aware of the danger posed by broken ice and
cube bollards. Quickly justified, Andy
begins fo put in a performance wor-
thy of the average Brit ice-skater,
except he doesn’t look darling in a
trouser suit. Of course, the slippery
boss and his toad feel quite at home,
and his strange luck guides him
through the cube areas without a single
bump. In desperation, Mario takes to
some foolish acceleration, but has yet to
work out the subtle difference between a
straight and a bend, and thus slides out on
every corner. Jaz cannot accept the fitle
with magnanimity, and reinforces the les-
son with a homing shell - and a reminder
who pays the wages. The game is over - Jaz
has won. Tyranny has triumphed over inepti-

tude, and a strange hush comes over the
office as Jaz parades around in robes had he
commissioned in advance. | needed to unplug.

NOW DO IT!

Having experienced the Agonies and Ecstasies of the
Challenge, have you the stomach to join the fray? We
want able highscore heroes to come forward and accost
our reviewers in video combat. Just fill in this coupon
correctly and post it to us, with a picture if possible.
Each month a lucky reader gets to come down and fulfil
his dream and then go for a slap-up chip lunch with us.
A word of advice - no SFll or Mario Kart challenges. Pick
something fresh, and give us a jolt. All forms clearly
marked to: HEED ME WRETCHES, | WILL WEAR THE
CROWN, OH YES! NMS, PRIORY COURT, 30-32 FARRING-
DON LANE, LONDON ECIR 3AU.
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WIN A TRIP

 busy chaps "J: :3- 1y j_u'?“' 0“"!&‘“5"'
Claymc uﬁ on ¢ Sug ar NES near you. It's a
f re: **“r e, herc |F ;u; dﬂy—lik& substance -
' r a late 93 reiense. However, how
Il e :hunl:e to meet the team behind
? (o) ; and actually fly over to Interplay’s
County-based offices in America to do it!
laymates works is that a character called
n Is out to rescue his father from a band of
il k dnr,lppers. On scouring his Dad’s office for
~ anything which may give him a clue as to his
" whereabouts, %ﬁﬂnn stumbles across an unusual
.machine. Unfortunately, on operating the ornate

deviﬁe. his ﬂesh is turned to clay... | ﬁﬁ S

The gnme pl:ks up with the clay-based Cluytun L
- exploring a series of scrnlling locations in search of
his Father. Water scenes, platform areas and a
series of obstacles stand in his way, but being
nade of clay has certain advantages - including
e ability to change his form! Yessiree, Clayton is
bestnwed with five - count ‘em - personalities,
ranging from a fast-climbing cat to a fish, and —
using these features is essential when traversing | ""IKES"

characters line the route, offering useful advice or
the odd red herring.

the deadly landscape. Additionally, other ‘helper’ i
- -

To win this chance in a million prize, we want to )
know WHY you think you should be flown over to r <
the states. In no more than 25 words, let us know "'_L'-
what merits you earning this excellent expenses- |
paid trip to America - with Disneyland and the
Universal Studios Theme Park only minutes away.

One of the NMS crew will also be going, and that
makes the prize even more special. So, get your

thinking caps on and send your reason to: L UES: 05

i CLAY FOR TODAY COMPO 1 A

NMS
EMAP IMAGES
PRIORY COURT
30-32 FARRINGDON LANE
LONDON .
EC] 3AU
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PRICE:£24.99
BY: NAMCO

RELEASE
TBA

'CONTROL

HOWPAD - 7 o |
'GAME DIFFICULTY
“MEDIUM
GONTINUES

- UNLIMITED

SIEII.I. LEVELS

BESPOHSIVEHESS
EXCELLENT

1ST DAY SCORE

~33000

ORIGIN

 This is o Game Boy conversion
 of the arcade original with New

- Dig Dug, an enhanced game,
also ndudell

NINTENDO 34

ay, way back - about ten years ago, in

fact - a company called Namco was rid-
ing high in the arcade business. Games such
as Pole Position, Pac Man and Dig Dug made
their name and Namco’s titles were always
simple but explosively addictive affairs -
especially Dig Dig. In fact, it's a testament to
the game’s playability that it has been revised
and updated for this new hand-held version.

Starring a little miner named Digby Dug,

Dig for short, the aim of Dig Dug is simplicity
itself: clear the screen of pests. A little suspen-
sion of belief is required to take in the sce-
nario, though. It seems Dig is the minuscule
protector of a garden, and the main foliage
pests reside underground. Using his incredi-
ble powers of excavation, Dig is armed with a
air jet which is used to inflate the burrowing
beasties until they explode and die.

As you might expect, the monsters who live under-
ground are a strange lot, with even stranger
names. There are only two types to learn, so let’s
get acquainted...

Poolca is the most common monster, a sort of
tomato in a scuba mask. He simply runs along the
corridors, trying to collide with Dig. Once he's on
the trail it's quite hard tq shake him.

Fygar looks for all the world like a dragon. Like
that mythical beast he has the unfortunate ability to
breathe fire One blast of which results in crispy
Dig. Fygars patrol the corridors and give warning
of their fire blasts by coming to a halt.

RS IR I T st L
; femviﬁ‘b 2 :rt& ri.f'-'l'ﬂ? TN

Fygor reludantly submits to some impromplu liposuction.

Dig’'s weapon is a vacuum wonder. When fired, o
hose extends in the direction he is facing, bumping
between the walls. If it finds a meanie within its
range it attaches automatically and starts bloating
the monster with compressed gaos. After three
pumps, the meanie explodes into harmless scraps.

=, COMMENT

g Dug has very

I‘- % ‘>sp¢dnl memories
for me: it was the
first game | really

_— o ~went ape over.
| f‘/_ Hwhmmu

D *\gfﬁ\ fresh and playa
@/lt as the day | :hpped ms
L e

more than pa
GUS  due to the excellent and
faithful conversion Namco have created.
The graphics, sound and ‘feel’ of Game Boy
Dig Dug are spot on, even down to the ani-
mation and small touches such as the music
stopping when you stop moving, and the

flowers planted each round. For many of
you the closeness of the conversion is irrel-
evant. Surely this is an ancient arcade
game which has passed its sell-by date?
rong! Dig Dug comes from a time when
playability standards were high, and is just
for the Game Boy medium. It's

immediate, challenging, and absorbing. It's
the perfect Game Boy cart to have in your
pocket for a dull half hour. Just plug it in
and you're away. It's also one you'll come
back to again and again to push up that
high score. The new version that Namco felt
compelled to include is generosity to a
fault! It's really tough, with a style of its
own, which really means two separate
games for the price of one. One of the best
releases for the Game Boy in months, and |
for one love if.




One further and horrifying ability of the Pookas and
Fygars makes itself apparent rather quickly. When
feeling particularly bloodthirsty, they turn into
ghosts which gives them complete freedom to move
round the screen as they wish. Normally they are
constrained to move in the corridors that Dig has
dug. Dig is kept aware of their position by the spec-
tral outline of their faces.

Dig Dug's mine will be closing soon, because it's
far too uneconomic. More miner sprites for the dole
queue. ..

Rocks away! All that's left is Pooka scrapings.

As any keen gardener knows, the average
garden is full of stony bits which make turn-
ing the soil a birrova pain. These happily

turn to your advantage in Dig Dug,
though, as they are used to drop on a
meanie’s head. This is effected in one

of two ways. The first is to build a hori-
zontal funnel underneath the rock, but
get out of the way fast. The other methed

involves digging o long vertical tunnel up
to a rock. It's possible to stay below the rock until your prey is in the tun- ki
nel, and then move aside. Try and catch more than one meanie in a ROUND ClLEAR?

rock ambush for multiplying scores.

IMPROVED DIGC DUG!

Perhaps thinking Dig Dug was too simple a concept for the mighty Game Boy, Namco
have included an expanded version of the game ~ the originally-titled New Dig Dug. In
addition to killing the meanies, progress to the next round is made by opening a portal.
This is effected by collecting the keys which are littered around the playfield. The play-
field in the new version is expanded, but provides more problems because iron blocks
begin to make an appearance. As the rounds progress, the number of blocks begins to
form a maze which adds to the confusion.

.~ START BUTTON: Pause/Restart.
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LONG-TERM INTEREST

Dig underneath these to make

nels until they reach a wall and
reversing. They also flatten
everything in their way.

Cherry bombs are safe until
undermined. However, if they
topple and hit the ground they
explode, killing anything in the
vicinity.

Stands for 16 tons, in the rib-
tickling cartoon tradition.
Basically flattens things like
rock, but doesn’t disintegrate
when it hits the ground - often
blocking Dig’s path.

Do you think Dig wonts o beer?
NINTENDO 36

‘em roll. Bearings roll along tun-

New Dig Dug offers another three weapons for
Dig's armoury. However, like the rocks, they often
rebound on the player if they're not careful:

PRESENTATION

4. Two separote games included on the con,
The recreation of the arcade’s presentation Is

G

foultless. . i
No options relating to difficulty, and no high
score table,

SRRy |

GRAPHICS P

A As close 1o the arcode as is possible on the
Game Boy. Cute, dear and fast.

Very occasional slow-down, due to lots of
sprile movemenl.

SOUND

A The original music and effects have been

poried exactly onto the Game Boy. Greal diddly
tunes and FX

The sound of 1982 isn't quite state of the an
now. Appreciate its limitations.

=0 STy

A The challenge of hoving o high score ossures
its octive place in your collection.

The gomeplay won't surprise you after a
while.

PLAYABILITY

A Dongerously addictive, duo 1o its simple
rules ond controls. Eosy 10 play ol the begin-

ning.

Not o game lor lovers of comploexity.

OVERALL

A classic conversion of an old
arcade classic. The perfect ‘pick
up and play' cart, and Dig Dug
lovers couldn’t ask for more.

Tell me, did Dig get a cord from Acclaim and o Ferrero?
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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 deadl
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-D:

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!

S CAMEBOY

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
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RELEASE
TBA

CONTROL
1 JOYPAD

GAME DIFFICULTY
MEDIUM

CONTINUES
5

SKILL LEVELS
3

RESPONSIVENESS
GOOD

15T DAY SCORE
ORIGIN

Lethal Weapon - The Game, is
licensed from the three smash
Lethal Weapon movies featuring
Mel Gibson and Danny Glover.

he floor of LA Police Headquarters is the five major headaches at the front of the

needing reinforcement - due to the filing cabinet.
weight of unsolved files stacking up! The first four files are routine detective
Criminal rackets are making a mockery work, rescuing hostages, defusing bombs,
of city justice, so it’s time to call the two that sort of stuff. You need to accomplish
best cops in the Department back from these to be given a slice of the heavy action
an enforced vacation. It's a desperate - a file contained behind the door marked
measure, because these two are wild ‘access denied’! Dun-da-run-dun! Until then,
guns, unpredictable and prone to it's a matter of exhausting legwork, investi-
unorthodox methods. As it is, they are gating town locations and shooting lots of
the only operatives capable of solving crooks. Yum!

T

Sometimes it is necessary to enforce the law
forcibly, ie their are tons of bad guys out for your
blood. Both cops have two methods of aggression.
The tavoured one is the regulation hand-arm.

A Blimey, no wonder there's bubble coming frc

COMMENT

I'm pleasantly sur-
prised with Lethal
Weapon. During its
development, the tiny
sprites and all-too
' familiar gameplay
just didn't do anything
for me. However,
. whilst Ocean have yet
" again aveided doing
STEVE anything remotely
new, the large plat-
form-laden areas offer a real chal-
lenge, and Lethal Weapon's difficulty
has been set at a near perfect level.
Although there's no real difference
between either Riggs or Murtaugh
(after all, all Danny Glover does is
moan about how he's too old for all
this stuff), the characters are respon-
sive and have a number of moves at
hand. In terms of shoot-outs and
fights, there's more than enough to
keep fans of the films happy, and the
many baddies add to what is already
a tricky game - especially since
there's a special level waiting for
when the others have been complet-
ed. A little more variety would have
been nice - and I'm surprised there's
no driving section in here, as they
play a large part of the films - but
Lethal Weapon is a playable, if a little
'safe’ licence.

Fired when standing, ducking or jumping. Most
enemies take only a single shot to despaich.
Shots are limited to six rounds per magazine.

LEG

When at close range, unarmed combat comes into
its own. The devastating effect of a leg to the face
should not be underestimated.
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THE
LOCKERS

Most people head for the
lockers when they want to
change. And the same goes
tor you, but you change liter-
ally! You always start as
Riggs, so when you feel like
handling Murtaugh head for
here. Mysteriously, the two
‘pardners’ are never seen in
the same place ot the same
time. A buddy tiff, perchance?

#
The hub of all your opera- ls :
tions is the local municipal |
cop shop. The game starts w
in the corridor here, with g
each separate mission
selectable by walking into
the relevent door. The corri-
dor is on two levels, linked
by a lift. if you have difficul-
ty handling this contraption
then you should just seftle
for a desk job.

THE SHIP

The climax of the first mission takes

[

= - e =

place on board an old steamer. T
Problems here include life-threaten- 3

ing life preservers, careless galley

cooks, and old boilers (of the non-

human variety). endure all that and

you get to play bouncy on the life-

rafts, before returning the serious

matter of criminal investigation.

HOUR DAY  WEEN MOMTH  YEAR -.) s
I'l
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gy tunnel network

COMMENT

Well, Ocean, bottom of
the class for originality.
And Lethal Weapon
isn’t going to win you
S any ‘Game Most Like Its
IrT Q Licensed Film’ awards,
For the most part this is
strictly routine stuff, in
terms of graphics, ani-
mation and gameplay.
However, Lethal
Weapon shouldn’t be written off that
easily. Although it has absolutely no
wholly original features, it has been
assembled to be good fun to play -
challenging yet not frustrating. Each of
the missions covers a large area, and
the assortment of obstacles is well
arranged to suit the level theme. There
is also a wicked sense of humouvur that
bubbles beneath the surface, especially
in the sewer level. Being able to start
any of the first four missions, but keep-
ing the last in reserve is a clever way of
structuring the game. When you look
again, you realise there ARE some
good graphic effects - the ship, the
sewers, and there are also so nifty level
sections, particularly the fan section in
mission four. Thankfully, the three skill
levels mean that cracking this huge
game is going to take a while. 50 in the
end, Lethal Weapon seems to lie some-
hwere between the very good Addams
Family, and the equally poor Robocop
Ill. Moderately recommended.
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CALM AND S
LOLLECTED o weaa -l | I 3vrny
There are three components to [ NN\ SRR SN - N

Lethal Weapon that need to be

maintained at all cost. Happily, supplies of
each are collectable, found in the most curious
corners of sewers, malls etc.

SHIELDS

Shields represent your life-force or dam-
age meter. Each agent has only one life,
made up of five shields. Each enemy hit
removes half a shield, but long falls, or

being impaled on spikes remove a whole
shield at a stroke. Life is replenished by

collecting any bullet-proof vests you find.

MAGAZINES } &3

{ 5 3
GQ and NMS are their preferred reading. 15 ..'.

Actually, these are bullet magazines, S
each containing six bullets. As levels pro-

gresses, the amount of shooting increases,

so a good supply of these is vital,

TimME

The level time-limit is indicated top-right.
Failure to complete the mission in five
minutes result in a lost shield. Your cur-
rent time remaining may be increased by
a minute for each clock dial you pick up.

SCONRE ODBB D

PO

¥

How To [umml Move Riggs and Murtaugh in standard platform fashion. Up/Down ladders, Left
and Right across flot areas. Swimming in water is performed by joypad direction.

X ;! SHOOT!
P,

When one agent has lost all
his shields, the game contin-
ves with his partner, who is
able to start from the point
the unfortunate died.

R B

-
i

How To Plﬂ}’ Locate the level jend to each mission, by ‘neutralising’ foes on the way, and jump-
ing onto conveniently placed platforms.

NINTENDO 40



A band of international Smugglers has set up .
: -

shop at the local docks, running a huge contra- - d

band warehouse. Your first mission takes you

et i

there. On the quayside the main obstacles to

negotiate are massive cranes, which must be

scaled, with o view to avoiding the boaot-hook

wielding dockers. At the top of the cranes, a pre-

carious aerial ballet is performed by jumping coans saaerre . (1)
from girder te girder, and hook to hook. Watch . S

out for the odd clumsy workman overhead. i

Below you sharks patrol constantly, waiting for o

Mel morsel.

A Riggs: The Oldest Swinger In Town...

. MISSION 2 -
S SEWERS

O

B - ——— ——— The second mission involves
s i some subterranean sicky
Syl X T e blues, as you plumb the

. : M SN S S — - Jh—*-t-.q----‘ & e depfhs Df ﬂ"IE' sewer nEI’Wﬂrk,
(11| e to catch some bomb-planting
- v e = = terrorists. Rather than just use

Deadly spikes prove instantly fatal to Riggs.

Yuk, why is that water yellow?

Uh Oh, someone’s planted
a bomb in Dorothy Perkins,
in fact, they've occupied the
entire shopping mall. The
mission is simple, eradicote
all balaclava ond fur-hood-
ed anorak wearers in sight.
Start off in the multi-story
car park, ascending each
level, trying to avoid the
suction pipes which turn the
level into o strange game
of snakes and ladders.
Once out of these drab sur-
roundings, jump around the
mall escalators, shooting
everything in sight. Once
the exterior is clear, you
access the shop interior,
wiping out the gunmen in
the Littlewood’s produce
section, and subduing the
odd maniac carrying two
fire-arms - it's like shopping
in the Arndale centrel

rubbish bins like any normal
bomber, they've planted them
in the depths of the subway.
This means a frip through alli-
gator territory, and a dip in
fluid that has a dubious yel-
low tinge to it. The only other
way to cross is on top of the
random piles of junk, or by
climbing the slippery chains.

——— WLED .bucl-: on dry land ihel
o scene is hardly more salubri-
R ous, with the deadliest of

spikes and strange brown
projectiles falling out of holes
- don't think about them, just
keep moving.

MISSION 4 - THE HOTEL

The penultimate mission is personal. Your pal Leo
Getz is being held ransom in a downtown hotel, for
a massive ransom. Your rescue mission starts by
making covert entry into the hotel’s service quar-
ters. In the drab wooden corridors you have to
watch out for loose

tloorboards, and

beware of the

treacherous open

lifts, that have no

sides. Later, climb-

ing across pulley

wires, and riding

on hoists is the only

way to get closer to your objective. The most taxing
section is found in the hotel’s ventilation system,
which is a maze of winding corridors and the odd
giant fan which operates periodically, either blow-
ing you away, or sucking you to a shredded doom.

MISSION 5 - 2

The last mission is only accessed after the other
four are in the ‘solved’ file. The details must
remain a secret here, but suffice to say the idea
of bent coppers murdering people to hide their
mis-doings is pretty close to the mark

PRESENTATION

There are three skill levels, and o few other
minor oplions. Loads of other cut screens.
-The cut screens are rather grainy in quality. No
two-player together option is o bit rough

GRAPHICS

The attention o detail, variety and nice use
of colour is witnessed heve.
-Foor onimation, ond some bockground ideas
that don’t come off, lets the side down.

SWHD

Each level has its own rock-action type
soundtrack.
«The sound FX are not very distinguished, and
the music won't oppeal fo everyone.

* PLAYABILITY

A mixture of pleasant fun 1o begin with, then
nice surprises pop up later.
-Lethal Weapon isn’t action-packed, mind-
bending or wildly ployable,

LASTABILITY

The lirst four missions may be tackled in any
order, and they are big.
«On the easlest level this may be too relaxed
for some. Others may get bored before then
with the prediclable action

OVERALL

A reasonably good platform
adventure, that tries to keep the
films in focus. Will appeal most
to lovers of platform games.




If this title is anything to go by then there’s
more than one way to lose your marbles,
working here at NMS included! The latest
Taito game, On The Ball, presents a weird set
of circumstances whereby a glass ball is guid-
ed through a slightly surreal set of mazes.
The maze is rotal order to get the mar-
ble from the! it 1o the goal in the
shortest t re Is also @ time
limit to .ﬂE bit more
exciti
New of all the games in ﬂn world, you
not really suppose that guiding & ball
Fx:i one place to another i§ likely iﬁ.runk
“very highly in the excitement stakess
However, On The Ball is definitely on G ¥aiito
some if.mi:‘. due to its incredifle use of the™
Super NES Mode 7 effects ingenjunction Wi‘lh
its original gameplay. The result is o twisty-
turny topsy-turvy passage intés strange and

wcmwﬂmwhy ar skill.
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- RELEASE
e FEBRUARY
~ § CONTROL
~ 8§ JOYPAD

~ § GAME DIFFICULTY
B EASY

~ § CONTINUES

THREE

SKILL LEVELS
ONE

RESPONSIVENESS
SPOT ON

1ST DAY SCORE
COMPLETE ALL FOUR SKILL
LEVELS

‘8 Originolly released in Jopan os
~ 8 Cameltry, On The Ball is an
original game for the Super
NES created by Taito.

Later screens odd more devious elilients to the trials

How To Control

Jump and speed up the ball.

Rotates the maze to the left/right

How To Play

bonus time opportunities.

Tt Edd 1)

Remember that the ball doesn’t move, only when jumping. The ball is guided by
rotating the maze around it and this is done by either pressing the LEFT and
RIGHT buttons or using the D-pad for the same job.

Simply control the course of the blue marble by rotating the maze around it and
reach the Goal within a given time limit. Smash down blocks that get in the way,
avoid hazardous blocks that detract from the time limit and keep on the ball for any shortcuts or

WF

s, 4

l:rmwauﬂusdiraﬂinmmlhemdni wth triol

MARBLEOUS

Although there is never any actual control of the
ball’'s movement in the maze there is the facility
to make the ball jump out of trouble, or even

speed the ball up to get around the maze faster.
muﬁmnﬂylundynnfhaiuhrhuh

MNo Function.

No Function.

START: Starts and pauses the game.
SELECT: No Function.
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COMMENT

| first played On The Ball
on import ages ago when it
was called Cameltry, and
although | was initially very
impressed by the ideas and
the amount of work that
had gone onto the design
and programming, | also
felt it was far too easy, with
only the special stage and
RAD beyond holding any sort of
challenge. Unsurprisingly, other than the
name, On The Ball hasn’t been changed in
any way and so the same criticisms apply.
The control metheod is well worked out and
it's a great idea for a game, it's just that it's
nowhere near hard enough. With a few
trickier puzzles and shorter time limits, On
The Ball would indeed be a classic, but as it
is you should be able to nip through all the
courses on your first day, and after that
there's little compulsion to do it all again.
Perhaps an On The Ball 2 would be worth
considering, but until that (unlikely) event
I’d make sure you give this a good go
before purchase.

A LUCKY CHANCE

Each of the trials is played against a time limit. If
o trial is completed in record fime, the remain-
ing seconds are added to the next round as an
added bonus. The powers that be in the On The
Boll universe are more lenient still if it looks like
a close thing. If a trial is completed with only a
split second to spare then the player is present-
ed with a Lucky Chance fruit machine screen to
maoke up on some lost time. Pressing the jump
button stops each of the three tumblers in turn
and a maximum of thirty seconds can be
obtained here if the player is careful.

. Pl ol = T -y L

.. to updaie the game's
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Perhaps
one of the | .
main argu- | ¥ A oy - o | %! s f T
ments in - '- " A
the Super

NES’

favour is

the wide

selection of

truly varied
PAUL "V

rapidly becoming available
for it. On The Ball is one of
| the most diverse. The con-
cept is simple and the
{ gameplay is fun if not a bit
1 too simple in the first three
levels, it is possible to com-
plete the first Plane of the
| game with very little effort.
However, it is on the
Second Plane that the trials
become more challenging
and more addictive as the
levels progress and for this
reason the cart must be
regarded as one of the bet-
ter titles available for this
machine at the moment. If
you are the only person
likely to play On The Ball
Then don’t hold out for
much in the way of long-
1 term interest. Compete
! against a friend, however,
and On The Ball holds
more than enough hours of
- | anyone. S s €175
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saling boxes at all costs.

BOSS! BOSS!
THE PLANE!
THE PLANE!

On The Ball is presented as o
wmwnofro!uﬁonﬂlm

o [T
:'h_r ; .' [

. There are neof inlermission scroens and o
password system.

" The fitle screen is vory bland, even il it twists |-
and urns abowl a lot.

. I's Mode 7 ahoy from start 1o finish.
Tastelul colours used in complex backdrops 1o
“mmm

,l; Things don’t change much. It's just mazes,

-ﬂnnimmm

. Crazy tunes ond amusing sound eHecs that
all fit in with the nature of the game.
~ The tunes repeot themselves ond the sound
effects are few.

. The competitive noture of the triols presents
@ challenge and the difficulty level increases

‘significantly further on.
~ Net really immediately exciting enough for

. The control method is simple ond instinclive
¥o use. It's with two players thot On The Ball

reaches its full potentiol, thoughx
* Point grabbing isn’t for everyone. Less fun

Another weird and wonderful
game for the Super NES that is
great for two competitive point-
grabbing puzzle-o-maniacs but |
not necessarily the business for a

single player looking for big




oly Perfect Christmas Movie! Yes inc
@Entmnn Returns is heading toward
an NES near you at high speed.

For those of you who haven’t seen
the flick (count yourselves lucky)

it concerns the dastardly Max
(Penguin) Schrenck’s bid for
mayorship of Gotham

City. Plus there’s the
Catwoman, an

undead feline-loving
secretary out to

wreak vengeance

on her evil boss

who killed her in

the first place. Oh
gh, and there’s
i circus of

minals
g to

BATMAN..

RETURNS

BATANTISGAS CAPSULES

Where would Batman be without his faithful
Batmobile? On the bus, if you think about it. But
public transport being what it is, it's a good job
Batso does have his fine car to be going on with,
especially as it gives the programmers of Batman
Returns a good excuse to bung in a driving level.
Here, the viewpoint remains the same horizontal
from a slightly raised standing, but instead of

TBA
CONTROL

N i iy, L e o
Batman is able to shoot is machine
EA"E anFIc“"“ guns| He also has a limited supply of homing
MEDIUM/HARD ;i::lilﬂ which are best saved for taking out air-
| e enemies. However, destroying enemy cars
cemul'IEs and bikes isn‘t the end of them, for the bodies of
PASSWORD the drivers fly through the air and try to cling onto

| your car, smashing it with their bear hands.
Should this happen simply thrash your car from
side to side for a bit until they fall off and get run

over. Hurrahl

]SKII.I. LEVELS
g(ESPIIHSWEHESS
1ST DAY SCORE
50000

ORIGIN

A conversion from the film of § -
the same name and follow up to k N 2|
the scores of Bat-games already 1 f I
available on the NES o g | =

, S - = [ -

Sesg- F g " Hang out your Batman on the Siegfried line...
e o . =
|- -E;wﬁ

s > O O 0 O O O o o




Batman Returns has got to
?omohlu-mlwk-
ng games to shuffle onto
the NES in a long time. The

WHY DO YOuU INTERFERE
WITH MY REVENGE?

The kind of question you con expect 1o be ugl:ed throughou! the course
of the game. Yown!

tinct, the use of colour is
tasteless, clashing and
BAT SHARK REPELLANT NI 7 T B e i,
s is still, on
Although Batman is a big, brave hero who the bright side Batman Returns is actually
prefers fo use his mighty fists and feet in his not bad. At first, the Double Dragon “influ-
pursuit of the enemy, there are times when o enced” gomeplay seems a bit old hat and
sneaky bit of long-range hit and run tomfoolery dull - for it is. But once you get into the
is the order of the day. This is where his trusty swing of things and reach some of the
Batarang comes in handy. However, this is not pretty rock later levels it's quite good fun.
the same trusty Batarang as featured in the There are loads of little things which make
i comics and TV show, but a cordless throwing the game much better, like the zillions of
| blade of deadly sharpness. However, there’s not animated story pieces and tonversation
much room for pockets in a slinky ouffit like his, between characters, plus some interesting
| s0 he may only carry @ maximum of nine game ideas such as the rooftop level
Batarangs at one time. The trusty Batarang as where Batters is mp, sliding off the
whrwﬂhmmebvnhl -tech wet slates. It's a bit formula, with the stan-
grappling gun a im fo reach high :luul uence
windows and swing over things, as well as occa- dﬂﬂnﬂ "q 5 Iulcul M o

sionally using it as a weapon against flying ene-
mies. Use of this item is, thankfully, unlimited.

How To Control Use the joypad to move

n around the screen.
Buttons in conjunction with cerfain directions
produce special moves, syuch as the xsliding
kick and the block.

—_——
Holy ineffective flying batleap! _
< —
"x.__--«;; fﬁ *
Py Ty T ';M 2 :“ oy E"‘- e
T ﬁ}e Attack/Operate special item.
e =
N i "
Arggh, Skinheod attack! i
SELECT BUTTON: Select spe-
B . cial item.
2 START BUTTON:
'_: ) Pause/unpause the game.
- s : - 5 f = Hﬂ*TﬂPlﬂr Use the joypad to move Batty
- S a1 W through the many scrolling
y = | levels ot Gotham City, sorting out the ene-
| mies of justice on his way. He uses Batarangs,
Bat Grappler and other gadgets to help him
in his quest.Should Batman’s energy bar be

THE BAT SIGNAL BLAZES INTO fully depleted, he dies and it's game over.
THE SKY AND BATHM RETURNS

TO GOTHAM CITYVY.

AN
@ O O© O Q"W @ Q© Q@ & C srvinmpe



BAT RE-ATOMIZER

Batman is a skilled pugilist (ie
he's good at hitting people),
and is represented as such in
the game. As well as his regu-
lar face-punching aftacks,

Batman has o number of
opponent-maiming tricks up
his armoured sleeve. Mr
Wayne (for it is he) also per-
forms s cular leaping
kicks. If things get particularly
hectic, the boy Batman is also

able to block one attack ot o

tfime.

TiIM
somebody

comes to definition
and not a clue on colour
;:::lhthln:’l‘m.'l'heupdm
at BR instantly puts
you in a bad mood
because it looks so naff,

=
-

-—
5,

but once you start playing
the game you realise it's
not actually that bad. The

They must hove got this one from the Crystal Moze.

idea to present that game
as a Double
beater was hardly the

nspired brainwave
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A loads of presentation screens, onimated
sequences ond in-game plot-related activities.

" No opfions, alos.

 Gannh! A motley-looking visual travesty,
with mallormed and wobbly sprites, horrilic
colours, useless onimation and no positive aes-
thetic qualitios whatsaever.

A There's tunes, tunes and more lunes than
you con shoke o stick of here.
" Some of the effects do sound o bit dodgy.

A Quite good fun once you get into if, ond
there's olways loads 1o do,
it's oll @ bit slow, though.

A, Plenty of levels 1o toke on, and things get
pretty rock later on.

" That kooky possword cat mokes the game o
lot easior o complele,

~ Areasonably enjoyable game
which won't set the world on fire,
but is still not bad at all.



SUIPER MINTENDD.

BN PAL VERSION NS
/f" 5

|ARRENN You see, this particular cave is a tunnel entrance to Domino Domain - a mini-world
comprised of nine different continents. G.l. must negotiate many screens of
A~ blocks in that level.

mind-teasing problems. Each level has a door
l' '
-- il “ = B U pretty casy...NOT!

to the next. To open the door, the “Trigger”
Ocean Software Limited 2 Castle Street Castlefield Manchester M3 4LZ © 1909 neD RAT SOFTWARL OCEAN SOFTWARE LUMWITED

domino-block must be felled by causing a
chain reaction with all of the other domino-
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greed to prove yourself better than the
other “gamers” present on these
pages? If you think you can do better
than the shower on display here, send
your alleged “high” scores in to me on
the coupon provided below, unless of
course you aren’t really as good as you
reckon you are...

The Score Monitor (Mk 1V)

After the gauntlet flinging of last issve,
this month’'s High Scores situation has
certainly improved. That's not to say
that this month’s bundle of efforts is
anything more than shambolic! What's
more, there’s a few scores still stand-
ing from previous months - and pretty
shoddy ones they are too. Where’s your
spirit of competition? Where’s your
spiteful need for revenge and lowly

® SUPER NINTENDO

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

- I"'\l_:_—::u 5 b

)00 000,00

(30880

6,275,580 Paul Davies, Manners Central,
NMS

SUPER MARIO WORLD:
9,999,990 Jaz Rignall, Ego Corner, NMS

dad i_l_.i::q_.L

dd

CONTRA SPIRITS:
2,196,450 Peter Amor, Bristol, Avon
SUPER R-TYPE:
FINAL FIGHT: 4,057,100 Michael Barmby, Wakefield
182,000 Raod Automatic, High Score Master, NMS
SUPER SOCCER:

43-0 Gordon Brady, Dublin, N Ireland

3
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F-ZERO:
89,400 Gordon Brady, Dublin, N Ireland
SUPER SMASH TVv:

JOE & MAC - CAVEMAN 88, 192, 665 Scott White, Newbury Park,

NINJA:
265,000 Daniel Nix, Audley, Stoke-on-Trent, Staffs

PARODIUS:
1,002,000 Jom, Hounslow, Middx

STREETFIGHTER I1i:
2,074,877 Christopher Bluck, Blackpool, Lancs.

SUPER ADVENTURE ISLAND
472,600 Jam, Hounslow, Middx

SUPER ALESTE

Essex

Normally scores like this would be ridiculed
os a work of fantasy, but there was photo-
graphic evidence to support this claim,
Proving your claim is a good way of getting
them into the page.

SUPER TENNIS:
720 Dave Clay, Portsmouth, Hants

UN SQUADRON:
1,655,800 Graham Cook, Bootle,
Merseyside

® SUPER SCOPE

B ALEL AL LML
bl e

BLASTRIS A:

18,600 Steven Newman, Gosport, Hants
BLASTRIS B:

11,200 Jeremy Holman, Bromyard Herefordshire
LAZTER BLAZER A:

628,400 Steven Newman, Gosport, Hants

NINTENDO 50

LAFXER BLAZTER C:

1,286,400 Steven Newman, Gosport, Hants
MOLE PATROL:

844,204 Jeremy Holman, Bromyard, Herefordshire




CALIFORNIA GAMES (BMX):
68,530 Jet the Labrador, York dincire, NMS
So where are the rest of the events scores? | want
them NOW, and | won't permit delays. After all, is
there no-one out there better than o dog without
the blessing of opposable thumbs? Durham

CASTLEVANIA:
1,565,000 Robert Deacon, Plymouth, Devon

113,785 Henry Forster, Normanton, W Yorks 23-2 playing as Russia Andrew McQuaoker,
ﬂurlin-g?on Co Durham
DUCK HUNT: '
254,100 Bobby Thompson, Nowhereton PROBOTECTOR:
1,518,000 Steffen Sletvold, Norway
DUCK TALES:
$11,650,000 Greg Blair, Dunfermline, Fife, SUPER MARIO m
Scotland 679,950 PhilipCook, Childwall, Live:
GREMLINS 2: SUPER MARIO BROS 3:
5246 Robert Wood, Seaforth, Liverpool :

HOOK Dorset

® GAME BOY

BART ESCAPES FROM cAaAmMpP
DEADLY
374,712 Danny Offield, Ilfracombe, Devon

BATTLETOADS

36,270 Beb Pullen, Doncaster, S Yorks
Thﬂllll."w
DOUBLE DRAGON I11:

5900 Bobby Wong, Hebburn, Tyne & Wear

CHOPLIFTER 2

7250 Tim Johnson, Reading, Berks R-TYPE
CONTRA

364,700 Bob Pullen, Doncaster, S Yorks.

NAVY SEALS:
102,500 James Harding, Sturminster Newton,
Dorset

@JINIMY CHIN
CHANBER

Iimpressed? No, neither was 1. I#'s up to you
fo put these degenerates in their place by
sending your submissions for adjudication.
Ouwur strict procedures require photographic
ID of sender - so get sending those pics, no
mafiier how sad they look! But first, peruse

the corner set aside as the “Jimmy Chin”
chamber - for liars, cheats and the Scum of
the Earth.

2 l?ﬂ#ﬂﬂhmuaim,ﬁuﬂmdm

HYPER SOCCER:
58-0 Andrew McQuaker, Durﬁngm Co

MEGA-MAN:
11,101,600 Steffen Sletvold, W i
NINTENDO WORLD cup:

1,420,000 Doniel Sharood, Bridport,

NINTENDO WORLD CUP:
60-0 lan Wilkes, Redditch, Worcs

PITFIGHTER:
$1,432,840 Anthony Druce, Henley on

REVENGE OF THE “"GATOR
720,540 Tim Johnson, Reading, Berks

SUPER MARIO LAND:
520,190 Gareth Jones,

SUPER KICK OFF
10-0 lan Lea, Wigan, Lancs
From now on | want to see teams, not just

89 950 Bob Pullen, Doncaster, § Yorks

SCOTES

TETRIS:

Stockport, Cheshire 470,935 Penny Teags, Southampton
TURRICAN:
873,930 James Harding, Sturminster

Newton, Dorset

| WISH | COULD PLAY GAMES AS WELL AS THE NMS
BOYS, BUT THESE SCORES WILL HAVE TO DO

NMS

30-32 Farringdon Lane,

LONDOMN

ECIR JAV

NAME:
ADDRESS:

SYSTEM:
GAME TITLE:
SCORE/LEVEL:
GAME TITLE:
SCORE/LEVEL:
GAME TITLE:
SCORE/LEVEL:
GAME TITLE:
SCORE/LEVEL:

e
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Dear Jaz,

Plaase could you answer the following quesﬂnns for
1. Is Jimmy White's Whirlwind énookaer coming out
for the Super NES?
2. When Mario Paint and the mouse come out, will it
be possible to use the mouse with games like
BHIT T 1Ty g0 - if SUS TRy : np—

3. Do you think that the Megadrive version of Street
Fighter 1l will be better than the Super NES one?
4. How many levels can you do on Lemmings?
DaﬁdBeech Chafgmv

- g m ;

THE DTS

Dear Jaz.
To cut a long story short, please answer these
questions:
1. Is the Super NES version of Joe And Mac
Caveman Ninja any good?
2. When will Sensible Soccer be out? |'ve played
it on my Amiga and it's ace, but will it be made
better for the Super NES?
3. When will Terminator be out as it looks brilliant?
4. What is Black Belt Street Fighter [I7
Paul Smith, Swindon

= = L R AN L

Dear Jaz,
Please answer my questions:
1. Is EA Hockey any good on the Super NES?
;_zEugg?mt do you think is the best game for the Super
N
3. Are either of the Sonic The Hedgehog games
coming out for the Super NES?
That's it for now, keep up all the good work and | will
buy evary l$5LIE

TlagbpeE | ] *

JAZ:1. It's very slick and the graphics
are great, but the problem is that the game- : ' .
play’s not very exciting and it's very easy to

| complete. 2. Probably by Summer next year. |
spoke to my good ol' mate Jops at Sensible
Software (the game's programmers) and he
reckons it'll be even better than the Amiga ver-
sion! Wowzer. 3. Early in the New Year - wait
for the review as looks can be deceptive. 4. A
faster version of the normal game.

J S HEUO 10 My LrTLE -
FRIEND

Dear Jaz:;.a_man.

I've just sold my Megadrive and
purchased a Super NES with

Street Fighter I1. | would be very .

grateful if you'would answer my
queries about some games:
1. Is WWF a button basher as
with my Megadrive version,
because that naffed my joypad up
after a while?
2. Which is besl: F-Zero or F1
Exhaust Heat?
3. Is Super Probotector the same
as Contra Spirits?

4, Is UN Squadrun as gaod as it

Axelay fi nally be released mr the
Super NES?

Thanks you very much,

Michael Price,

Southampton

0 FmalFight t:-iuyur any good and which import

Dear Jaz,
Please print my letter as | think a few other people
would like to know the answers to my questions.
Here we go...
1. Could you please tell me when Super Star Wars,
Mickey Mouse, and The Lost Vikings will be officially
released for the Super NES?
2. Is the Pro Action Replay really worth the money?
3 I thlnk Utnpla is bnll on the PC, whan will |t ba

company should | buy it from?

5. When will the 32-Bit cart be available?
Thanks,

Martyn Boyle, Port Talbot

PS: | think your mag is great, and so was
the Street Fighter |l video.

A

Dear Jaz,
Please will you answer the following questions
about my trendy Game Boy?

1. Is it possible to get my Game Boy to run
through a TV like they do in the GamesMaster
Zone at Comet?

2. What is your all-time favourite Game Boy litle?
3. Have you got any news on any future Game
Boy titles?

4. What is your opinion of WWF Superstars 27

5. Are there any extra life cheats for Tiny Toons?
lan Lea, Wigan

JAZ:1. Not without buying special
equipment that costs about £1000. 2.
Predictably, it's Tetris. 3. Keep reading the
magazine - we print everything we can. 4. It's
pretty good - but not brilliant. 5. Naaaah.
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I.EARN FROM THE MASTER

Dear Jaz,

o NMS, the totally hip hop, happening, well-cool, radical magazine
for Nintendo,
| would be totally thankful if you could answer my questions.
1. Is there any way of getting back issues of MEAN MACHINES eg
nos 1-57
2. With my pocket money I'll only be able to get SNES games every
couple of months, so could you tell me some games that would last
that time? ' What ig the
3. What rating did Super Ghouls ‘n’ Ghosts get? LS Could tg"rng howtu com-
4. Will any more Neo Geo games come out on the Nintendo? " ®Blote Te e st
5. What's Streetfighter 3 like? | | A _What éganmsam
6. Is Nintendo working on Super Mario 57 ! ot in 1
7. Which is the best type of monitor to get out of Sony, Philips and
Mitsubishi?
Eoin, Ireland

JAZ: 1. No. 2. Read the reviews and then check the

game out. Super Mario Kart and, when it's available, Super Star
Wars should do the trick. 3. Check out the index at the back of
the mag. 4. Yeah, there'll be more information next month. 5.
Not telling. 6. Yes. 7. Whichever one is the cheapest.

— "ill

FIVE-HIT FIST FRENZY!

Please could you answer these questions for me.

1. Are Contra Spirits, Contra 3 and Super Probotector all the same
game?

2. What is the release date for the Super CD?

3. Is F Zero any good because my mate says it's crap?

Stuart Sharp, Stoke-on-Trent, Staffs

JAZ: 1. They are indeed. 2. It hasn’t been announced
as yet. 3. Your mate’s talking out of his behind - it's great.
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* Could you please solve these questions for me:
1 ls it true that Straat F:ghtar I is in France?

an will the offic /ersion of Golden Fiaht 2=

e S SRR B NS ST
L

LSVMERIAULE VivmaLTY DRIVING THE BIG WHITE BUS
]
' Dear Jaz

Dear Jazza,

-;'r

!lh?:::ﬂ fawbt;"g%wm m“mynu arately m - | have just this moment finished reading the letter
Mario Pain i to you in the October edition of NMS regarding the
7-'.1-'-* ouse be used with orKing @ blowing of the Super NES' fuse when used with a
TR SR - ; adaptor. My questions are as follows:
mur'a T, i “ = whlnh i thebettar e 1. Is this the case with all sorts of adaptors - ie
o : 5
3. Whi::h is b&ﬂqr Super Aleste or mmy? ones for British to Amenc_:an and Japanese, etc”

2. Are there adaptors which use one game rather
than two?

3. Will the fuse definitely blow?

4. If it does, where can | get the machine repaired
and how much will it cost?

B i I g i '_ James Bowskill, Kildwick ml
L Arthur s Wurld '5 the bEt AEIW 4 I{ar:t * JAZ:1. Yes - when you run any sort of
s e S s g A R g adaptor that uses two cartridges, extended use
puts your machine’s fuse at risk. 2. No. 3. As |
said, extended use DOES put your fuse at risk.

4. A computer repair specialist, and he can
charge anything up to £30.00!

4, What am yuurﬂva favnunta Supar MES game@?

:  NES CD syst
TN _- o L LU Uidl LIS oUPE! IND O L/ ayalelll Wikl Uc

B AT T T F
o LOUSINS '
= e BN e B
} v 1

" ik Wi-ﬂ;,;rt:, AL i 1..; ﬁ?ﬁ_; L u.-f '.ll
g ﬁ

ler NES glestions ples

er Double Dfg gon which I€ L -
riticism is thatyou ::In ‘get ; | SECRET BOT“-E
el Is there a sf ﬂl way of g
& ke ; (I : ~ Dear Jaz,
Please answer the following for me:
1. When does Steel Cage Challenge come out for
the Super NES?
2. When will the personal organiser come out for
the Game Boy, and how much will it cost? |
- 3. Is Super Mario Land |l for the Game Boy similar
to Mario World on the Super NES?

Darren Rode, Cockfosters @
JAZ:1. Not for ages yet - program- . A

W AW - ould’ € | : o ‘WU!JWCW bnraat- ming is still only just underway. 2. If it ever :J-
i A O o A i ing gz sle or soon to be gets released | should think it'd be at the nor-
¥ | - availabla | NES'?* " mal £24.99 price - but it's doubtful that it'll ever
! L9 1S CORE b1 i 1] shops where | c&n &JY AT s some of Super Mario World IV’s features, but
- . —— — f its own.
T NES games from? All my local oy Inane e
. e ) shops only Eeﬂcrapmllke ——

S WM W W ponkey Kong and C
elapadeas =00 .24 EWharathahaIIcanlmnitsuicide?T

— I 1] 7 junmlnglnauatufglueandfrumah@'lhun ¥
— e . to no avail. Please help. SN
11 g3 ' b’ﬁ? lad-Tr
o4 L& 3 JAZ:A.
w / o s =
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"©J ProPad

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

e Autofire e See-thru casing
® Slow motion * Rapid fire mode

SUGGESTED RETAIL PRICE £16.99 INC. VAT.

Another winning product from . . .

Available from

BEATTIES e BOOTS @ CURRY'S @ DIXONS e FUTURE ZONE e GAME o
HMV ¢ W.H.SMITH @ TANDY e VIRGIN e and all the Best Computer Shops
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Here he is... put your hands and flip-
perstogether and welcome the

Nintendo Magazine System SEALof NIACKEREL PATE

Quali,y. Who is he? Where does he

come from? What does he stand for?

Who cares! All we know is that from
now.on, S.E.A.L will be answering
the Ie;ll'ters around here and doesn’t
take tripe from anyone. So if you've

' pmething to say, you've drawn
some pictures or have incriminating
phABtos, send them in to: PUSH OUT
THE ENVELOPE WITH THE SEAL
MAILBAG, NMS, PRIORY COURT, 30-

ECTRBAU.

Dear SEAL M
| am writing to ¢ in.
with ace reviews ando
to complain about the
v issue of NMS was £1.95, the's

[ &

third was £3.95. | know the gifts are

transfer and video wer@ smar
price. | filled in the questionne
said that | would payexts@ior a
main problem is that | gar
because they hadall
cash together!

Paul Forster, Rackham, Kent

3mnmenom LANE, LONDON,

COD AND CHIPS

t about the brilliant mag
PSAN0 No no, | am writing

firét sssve and

od Gift.but My
an't get a copy of isstie three
soid out before | could get the

¥
&

SEAL:That's the problem! The Streetfighter Ii
video was so massively successful that we sold
out very quickly. We're hoping to be offering a
back issue service very soon indeed - stay tuned.

- :
HALIBUT SAUCE
First | wotld like to say that |

‘couldn’t believe my eyes when |
sa British"wersion of SFII. It
was appalling campared to its
Japanese counterpart. The pic-

“ture only hiisﬁhalf the screen,
whereas the Japanese version
doesn | leay@ apy space. Another
thing is th e Tbet a lot of
people walted for the official ver-
sion to become available believ-
ing itwould be'priced at around

; y only to find out it was actual-
FPe5 - it's'a disgrace. If | owned

" NINTENDO 56

|
2

FEL
a Uk SUEE{NES | would buy a
convertor and a Japanese copy.
I'S'got a bettef picture and it's not

as slow.

‘Thomas Elliot, St George, Bristol
SEAL:Ah, you are forgetting
something rather important!
When you play Japanese
games on a British machine,
they are just as slow as their
official counterparts. The only

Dear SEAL

| recently bought issue thrée to get the
Street Fighter video, as | am a keen SF|
fan. The reason | bought it was because i
said on the front cover "Every move, Kick
and punch explained before your eyes
which, | presumed toid you what con-
trols to press to activate to activate the
special moves. | paid aill my pocket
money to view two retarded men play
a full game and give personal opin-
10Ns ON each player in turn. whicr
heid no interest for me whatsoever
Come on NMS, surely you've
conned a lot of people into think-
ing they could finish the game
with any character no problem!
Also may | ask for a full refund
or a SFll special moves book
Chris Milbourne. Newcastle-
Upen-Tyne

SEAL:If you had any intel-
ligence and perused your
Streetfighter Il instruction P s
manual, you'd soon find
out how to do all the spe-
cial moves. The rest of
the moves are quickly
learned by playing the game, and to
be honest you'd have to be a bit of a rock
salmon to have to have those explained to
you. The video was all about which combination
moves worked best and how to use them to their
best advantage and become a master. If that's
too much for you | suggest you take up some-

0 much fory 041 tuiey DOVER
thing more suited to your abilities, like harpoon
spotting in the Arctic Circle. so LE
SURPRISE

Dear SEAL
I've just made a shock-
ing discovery. While
ticking through some
prehistoric back
Issues of LVG | dis-
covered that the
Street Fighter that
wve all know and

+ The wacky world of Nintendo as
visualised by the King of Soul,
James Brown.

love i1s In fact not
E-F“ hLJT. SF'EI H':."."."

deo |

way you can play games at s Cyborg action ahoy!. Great pic

Japanese speed is by playing
them on a Japanese SCART

machine.

from another reader who forgot to
include his name. Doh!




explain this you may be wondering. Well, do you
remember a game called 'Human Killing Machine’,
subtitied Street Fighter 11?7 This ancient relic never
actually made it to the arcades but was released on
the 8-Bits of the time by US Gold, What a discovery
eh! By the way, on your video you showed Guile's
four-hit combo. How the heck do you do the Sonic
Boom so quickly after the mid-punch? Apart from
that your mag i1s brill, a lot better than the rest,
Daryl Roughley, Old Colwyn, Clwyd
SEAL:Ah! Human Killing Machine was never real-
ly a Streetfighter game - it was just based around
the same principles, so doesn't really count.
Regarding your combo question, Jazza’'s rather
unhelpful answer was “What you've just wit-

= nessed Is the power of the master.”
COD AND CHIPS

Dear SEAL
You had a letter in NMS issue two about =
having female reviewing staff. Well, | am |
not female, but | would like to know how tﬂ;
become an NMS reviewer. What can | da?
What qualifications do | need? = B '
Stuart Brett, Lowesloft, Suffolk J—
SEAL:First and foremost, good writing
skills are required. Take subjects like
English and history which encourage writing
and read plenty of books. Once you think
you're proficient, write a sample revie
it off to a variety of magazines and ke
pestering them until you get a break.l

work, but if you're dedicated and hq_vem
you'll get a job in the end. e SRt

TUNA SANDWICH
Y

L]

1d

i

o

Dear SEAL
e rather chatty video, although
Qbwiously squeezing you in a rather
nasty. place &t the liMe (Br do,Jaz and Gaz always
spbak ke M £ you didn't explain how to
do an ‘moves - g lieamﬁlant Sonic Boom
-and isn't £2 a bit much for fiwenty minutes of tape?
Maoving swﬂy on, do you know why Nintendo are
selling SupefiGhouls ‘'n' Ghosls themselves? All
other Capcomigiames (rele@Sed by Capcom) are £50
but Super Ghouls n Ghas!s is only £40. Have -
Capcom one bust in Britain and, if so, will their previ-
Ous games now l::-an:ﬂme c@eapnr‘? Also if, as you
claim, you are not affected by Bandal can you
explain the sudden lack of mail order adver-s? | think
not! Binally if, or indeed when, you print this letter,
make sure you print my fabulously Polish name this
timesas Nesone believed | had appeared indhepe

of this ‘gﬂnne parchment when you left it W g_i;ne e

Dohi™

sgood )
*are charging 4. Ly
sure that'many readers are going

SHRIMP SALAD

Dear SEAL

| own a little silverfish with a
lovely singing voice. In your
mind, you picture my silver-
fish, but you don’t know him

at all, oh no! And you never
will either.

PS Is Super Snail Hatch com-
iIng out for the Super CD?

Mr Rusty, Warmington-on-Sea
SEAL:And to think, trees were
felled, human resources were
used, energy was expended
and money was paid to bother
me with this drivel.

CRAB

ROLL

Dear SEAL

| read your magazine every month
and wail with baited breath for
every issue to arrive on the
shelves, however | must say.that
things are getting a bit 0 and
with the cover mounted Mﬂt
that | object to a video of St
Fighter Il or, indeed, anything else

that is of interest to video gamers
like myself, but a free gift should

s Super Mario Bros 3 in glorious
technicolour from a talented but
nameless person. Who are you?

PLAICE SUPREME

be exactly that: a free gift. | mean, ﬂr SEAL
what comes next? The full set of

volumes of the encyclopaedia

“LBri

‘People seem to think that sonic is better than Mario
but | think Mario 1 is better than sonic |l because |
just bought Mario 1 @nd sonic Il and sonic Il is com-
:;'_il_._; the spit screen part i1s completely crap
t ink Mario 1 is better than sonic Il. There |

nica free with NMS for only

L As both of my machines
intendo, a Gameboy and an
8, | dign't object to the maga-

_ . | : have finl8hed and you can now insult me.
Zine spliiling but, since then, I've David McDowel. Manchester
had to out twice as much for

SEAL:There's no point. No matter what | said, it
would be way beyond your intellectual capabili-
ties.

OYSTER DESSERT
WITH LOBSTER
PATE

bothimads, | still buy Mean
Machines Sega to see what's
other side, and both

£4. Come on! I'm

to belPut off if this carries on and
will probably give up buying one
or the otheer if not both in favour of
buying some othefr mags. | don't

want to but then | can't go on justi- oy
lying paying for something that, in
the end, | might not want. Thanks
for your time anyway and | hope

ndering if you were really
jse you seemed to know
2 ¢ on that video and
we were wundenng if rny fT‘IEI @s and | could come in
and challenge you to some games. If we win we

Dear@Eq !
‘411; friends an iware

nygooﬂatgammb

Karl Harvey, Caslieton
L:We don’'t advertise that

Steven D&ckf Ruislip * g

SEAL:We only had a limited amount of Hm
was 30 minutes, and not 20) and Jaz and Gaz
tried to squeeze in everything they could, so .
obviously things were missed oul. amﬁg, / lhmk .
they covered plenty, and all the moves cambe
done with practice - just study the using a
freezeframe. Regarding mail'order a g -'"
because we're such a quality mag, our advertis- expensive gifts on the front of
ing rates are too high for them, sathey go to. each magazine - the videos

cheap ‘'n’' nasty magazines that offer them chea were really a special thing!
‘n’ nasty deals. L

are free - they are a
hat comes part and parcel
the magazine. Do you realise
that it cost us over £250,000 to
_‘make the video - that's why we
can’t give it away. £4 for a video
is as high as we'll ever go, and
from now on you'll see far less

couldhave your job and then everyone would be
happy and we'd all be rieh. What do you think then?
Alan Williams. Birmingham

SEAL:Watch out for the NMS Challenge - where
we'll be giving the chance for readers to come in
and test their mettle against the team. Until then,
you'll just have to slay left oul...

27 NINTENDO



DOAGH=DOH!

Yo SEAL!
Instead of slagging off Wrexham

(for a change) you should slag off
Doagh. it would be nice to see

Doagh mentioned in a maga-

zine.Here is why you should
M slagging Doagh.
rt it is small and cack like

a Gamemate. It only has eight
mu three of those sell gro-
sically, it's as much fun
E I:leln
ing ced to play Road Fighter
mng to NKOTB

locked in a room and
albums.Please take the mick out

e,

SF2 FOR THE
EMBRYONIC

of Doagh on a regular basis or |
will hire wee Jock Poo Pong
McPlop the Aberdeen toilet clean-
er to come round to your house
and fart in your pet golidfish's face,
you flatulent git.

:David Hall, Doagh, NI

SEAL:You know, it's sad that
you want us to slag off your
home town when you lend your-
self so perfectly to being the
son of that bloke who present-
ed It's A Knock-Out all those
years back...

f all | would very much like to thank you lot at NMS for the mega-

e gifts. Secondly, as you are

w how to get
the special
the Cyclone
a Fire,

Flght&r

Mrﬁnt to

good at it. Please h

as I'm getting ann

with the game n :
!l

hilip

Ward;Kingsthorpe
" SEAL:Here's an easy
" way to perfect all
those tricky moves:
buy the game, open’
the box and carefgly
“ . read the accompany.

.. Instruction book. Sim
’ really. 1

' NOBODYS PERFECT

| Dear SEAL -

| | am writing to criticise your review

'[ percentages because | think they

;W high. For a game to get
00 mh’ﬁutd be perfect in that

yoU play 0 lfrnm dawn until 4

12. r the r@t of your life or
gﬁ screen ﬁxplndes or you '
hn
in You may say 190% means the
maxnmum capability of the
"% machine: But every game has a
lven a game
100%: bu gamhs have got
| 98%. | ha Il these games. | find
'! thatdViario 3 dng Mario 4 can be
trating when you can't do
el, and get killed at the same

int gvery time. | completed

#*NINTENDO 58

tgf

-' .1
F

I flaw. You!

all brilliant at Street Fighter 2
(especially Gary Harrod), | would

- A Jersey's Simon Thomson is the

man behind this excellent Super
mano Kart pic.

“Mario 4 on my second evening of

playing, and after a few weeks |
couldn’t be bothered playing it or
trying'rn-llnd any hidden levels.

4 mustadmity Street Fighter 2 is
b 1 it"s. hard to do the
A § because you forget the

cumhhatiﬂns of buttons and you
stick to the same basic moves. |
would give Mano 3 91%, Mario 4
83% and Street Fighter 2 92%. A
game you give 85% to should get
around 70% and the whole scale
should be moved
downwards.There are so many
megagames you say deserve a
place in your collection that it is
impossible to buy them all unless
you get £100 a month, which is

PRICING PROBLEMS

Dear SEAL

| know many people feel annoyed
at the general high price of con-
sole software in this country, but |
teel Nintendo aeserve an award
for the level of cynicism sown Iin
their pricing policy for the first offi-
cial releases on the British Super
Nintendo.

Even though the price of Seqga
games are unnecessarily high as
well, with most releases you know
roughly how much you are going
to pay (normally £35 - £40).
However, Nintendo seem
supremely unconcerned about
price stability and more concerned
with deceptive price strategies. |
know it's too much to expect a
company like Nintendo to actually
care about their customers, espe-
cially when they're easily
exploitable teenagers, but how
can they justify pricing their first
releases (F-Zero, Super Tennis)
at £40, the next batch (WWF,
Castlevania) at £45 and now l've
just discovered that Final Fight will
cost me £50. I'm sorry, but | didn't
realise that inflation rates were
running quite that high. For good-
ness sake, £50 for a game which
IS several years old and can be
picked up for a bargain price from
most grey importers! yet people
will pay it because of the guaran-
tees which accompany official

E}J_rﬂducts.
he problem is that the control

Nintendo exerts over iIls licensees

SAY CHEESE

Dear SEAL

means that there is no competitive
pricing for software on a single
machine. I'm sure Nintendo would
claim that this is to ensure quality
control, although judging from
some of their past releases it
seems more like a chance o
charge ludicrously high prices. |
read recently that parents in the
U.S have begun civil action
against Nintendo to prevent them
monopolising the market and
charging high prices. It's unlikely
that anyone over here would have
the resources to take on such a
powerful company, but | hope that
ripples such legal action will cause
will prompt them to think about
their pricing policy and stop rip-
ping off the public.

David Read, Southampton
SEAL:Here at NMS we are also
concerned about the unusual
price of gaming - and recently
the Office Of Fair Trading
stepped in to see what's what.
Obviously cartridges are dearer
to buy as more development
time and cost goes into their
manufacture, but why they vary
so much is beyond us.
Obviously, something like
Street Fighter Il costs more
because of the larger memory
size, but hopefully 1993 will see
the stability and lowering of
game prices.

I've got a Game Boy and 42 billion games, and I'll swap it for a slice

of your Dairylea.
Ben Wilson,lpswich

SEAL:OK, I'll just scrape some up for you now..

¥ Unfortunately, the person
responsible for this gaudy Mario
effort didn't include their name!

pretty unlikely. If all
games which got
95% were
megagames it
would be a lot easi-
2r.

Nick
Newton,Winterslow
SEAL:You've contra- s
dicted yourself there.
You say you want a
game that will last for
ages, and then moan
because you could
stuck in Mario - surely
that's the lasting appeal
you're after! In addition,
perseverance with Street
Fighter Il reap massive rewards
and the special moves soon

become instinctive - again
another vote for its lasting

appeal.



BANAMNA!
] Look oul

A A. Nonymous sent in this
Snake, Rattle and Roll effort - it
makes a change from Mario pics!

GET A LIFE

Dear SEAL

Belore | start my letter | would jus! like to
sense ol humour. Now, on 1o the real rea
magazine. For a while now I've peenwant

ent you on your lush
rtten to your cool

£SS my views on
consoles. The thing that really annoys fgié agﬂ of pathetic, whin-
iNng. crying game aadicts out there. | am 3tn|king about the type of people

who have nothing better tﬂﬁ?
vegetate in a chair in fr Df a,
hour upon end. Do yolLagH
Not many will 8 -
there are '
there “CH

snnEIhig
| think it is

idge, EbSﬂ‘I

|;}[

me?
y views and that is probably
rn1ndless slobbering, half-withé
hq# anti-social and stupid#they'ré
apaswell. Why don't they goout or get a gi .

happen td own a Super NES, | onge used m
esn't pay off. | also hate theway that people are
' uter is best. Don't theywealise
come out. PJPHEEPI}P.I this

ry minute of the day than to sit and

aying their favougite games for

eing? Their
or
ke

]

w

SEAL:Yes, but to theother extreme, the Super NES was built for
two-player games and offers a brilliant way of passing an evening
with mates. It's 6bvious you subscribe to the ‘games player =
anorak wearing saddo” beliefs which is about as true as saying
‘nelly is a pink elephant, therefore all elephants are pink." And if
someone does want to spend their time in front of their Super NES

all dgy=so what? They're not hurting an;
used tﬂ ‘it Hlkes all sorts, dear boy.” ™

Dear SEAL

| couldn’t help noticing that a Mr
Christopher Adam had written to
you saying that computers aren't
everything.Well, Mr Adam, | think
you are jealous as you probably
own an Atan VCS. Yes, lown a
Super NES and am quite proud of
it, | also dont think that you are
gratetul thal humans are making
such great machines. you also

JOAY. A5 1T WUed durii

bl - —

~
| said that Dominik D m{}n{i IS NOt
“geod at preswﬁngﬁamesmaster
WelNlisiaa'™ere Mr Cadbury's cab-
(?), he's doing a better job
you eelild. What's the point
senting a video games pro-

o

_gramme if the presenterdoesn’t

fike vidga,games”

.it's behind you!

A. Banana, Bananaland, Custard Pie W
SEAL:Give me an 'S’, give me an ‘A’ give me
a ‘D’. What have you gol...

Bendy,
Lonq.
Thin,

Slippery,

A DINLO WRITES MORE SAD
(WELL, TRIES TO)

RANTINGS

Dear SEAL

| own a ZX81, but people think my
ZXB1 i1s crap compared to the
Super NES pleez corect them
Simon Hilton, Isle of Man

PS. ZX81 rules OK.

SEAL:Oh yes, Simon, of course
it is, now get back to chewing
those buttons on your walls.

PLAYABILITY VS

Dear SEAL

1in reply to Rob Robinson and
other nerds with the same views, |
agree that playability IS theflios!
important factor o think about
when purchasing a console or

game h the pawer of con-
soles @hd games improving all the
time, e playabulity still be

there? I'm sick of hearing about
how the Atan and otherold games
systems are vastly
terms of playabili al a load of
crap' OK. so theré@Were
decent games (my personal
favourite being Bruce Lee) bul
could you imagine an Alan
coping with the speed an
cy of Smash TV or Contral
Has it got through to you ¥
OK. then what about Street
Fighter 2 on the crappy old
Grandstand console? Do you
think it could cope with all the
moves and players involved In
making the Super NES version so
good?

You will probably write in now and
cry on about the how the older
consoles had less
memaory

=0IMme

oW I\ITE'D t

to do such games, and that's fair,
but | don’t think that there's any
console or compuler game in the
world that matches the Playabihity
of those of the morke poweriul con-
soles, such as Sonic, Streel
Fighter 2 and Mario World. With
about 99.9% of computer fans
looking eagerly forward 1o the
foture, I'm afraid you'll be left
behind playing on your sad early
Eighties consdles.

David Smith.Calverton,
Notlingham

SEAL:Of course it's not fair to
expect the Grandstand machine
to handle Street Fighter Il -
there's over fifteen years
between the two! In fact, your
argument is about as fair as
putting a World War Il bomber
up against a MiG29 in an aerial
dogfight. Of course the VCS or
the Intellivision can't compete
with the Super NES - what did
you expect? However, whereas
the older consoles are dated,
the games still prove as
playable today. V
such as Q"Bert, C.
Raiders Of The Lo

sics,

I, and
are still
addictive today, and with
mory to spend on

, the programmers

gke them as playable
. | bet you that

e less disgruntled
VCS owners who felt they
had wasted money on a
game than someone who
bought the graphically-
stunning but completely
dire Blazing Skies or
Paperboy Il.

A This must have come

from Gary's mum...
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L] WeLCoe!

S Greefings, and welcome fo fhe NHS. We may

& 3 not have many beds, but by crikiey have we
Sl ot fips for you - and you do not have o wait
years for them, either! So, peel yourself a
grape and help yourself fo some Milk Tray as
we cure all your problems

JUPER NINTENDG

THE LEGEND OF ZELDA PART 2

In the second part of our massive Zelda guide, we , e
reveal the many objects Link may encounter on SAlAZA LA JAZLA
his travels. In addition to this, we also present a B

QA&A section where the most commonly-asked

qustions are solved once and for all. It's the best ;

guide going for one of the best Super NES games £1991,1992 Ninlendo

- and if's continued next month...

TIPS AND TA

- — —— ©

With so many games available for the Super NES,
NES and Game Boy, we've introduced a proper
small tips section which offers help and advice on
as many of the latest games as possible. This
month, we unveil useful cheats for Spindizzy
Worlds, Super Star Wars and that old fave,
Contra (AKA Super Probotector) - just to keep
owners of older games happy, too! Are we kind
or what!

S - —— e =

JUPER NINTENDT

PARODIUS

Konami's weird shoot 'em up features more than
its fair share of surprises. As well as end-of-level
ballet dancers and fire-spewing parrots, there are
countless weapons to collect and goodies to be
had. We reveal what's what in the wacky world of
Parodius, and give you everything you need to a1s S18RF
complete the game.

PLRAY SELECT
» iPLAYER F2PLAYERS
OPTIOR OMAKE "

NAM |

2 Ko
= RESERJUED

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

NINTENDD HELP oYolEM

. This month we take another rummage through the vaulfs

. of l'lyﬂlle to uncover more helpful hints in your quest for

|  the Tri- Force. Following last month's guide to some of the

~ Light Wcrll_lfl_-;_lqlnﬂmurlts, we now delve info some of the
lmmrlﬂiﬂ aspects of the Kingdom - the evil forces

rhlll' at the heart of the Old Foriresses. On a happier

' note, there’s an old inventory of objects and our own ques-

tion and answer session dealing with the trickiest puxzzles

GENERAL INVENTORY

A list of all important objects in
general use around Hyrule, and
their locations:

LAMP

Found in Link’s house, the lamp
allows access to dark places.
Whole rooms may be lit by using
the lamp near torch holders.

SWORD

There are four types of Sword used in our hero's
quest. Three are found in the Light World:

1. The Fighter’s Sword is given to Link by his
uncle. The special spin attack increases its power.

2. The Master Sword lies in a stone in the far

north of the Dark Woods. Recovering it requires
the three pendants. The Master Sword is needed
to fight the foes of the Dark World.

3. The Tempered Sword is gained by Link from
the Blacksmith. He does the job as a favour for
recovering his pal from the Dark World. Locate
him in the southern end of the Village of
Outcasts. The secret of the final sword lies in the
Pyramid of Power in the Dark World,

SHIELD

There are three shields for
Link to carry for protection.
Two are found in the Light
World:

1. Link is given a shield by
his uncle. It protects him from
frontal attack if he isn’t lung-
ing.

2. The Red Shield is a step
up in protection. It can be

bought from a merchant for

500 rupees. The third shield
lies deep in the Dark World.

BOW

Found in the big chest of the

Eastern Palace. Arrows for it may

be bought, found in pots, or
taken from defeated enemies.

BOTTLES

Put faeries, potions and bees
into glass bottles. There are
four to be found:

1. From the merchant in the
village.

2. From the chest in the Inn at

the village.

BOOMERANG

Found in the big chest of the
Eastern Palace. Arrows for it
may be bought, found in pots,
or taken from defeated ene-
mies.

3. From the Lazy Guy, who

lies dozing under the bridge.
Find him by swimming up
river. The fourth bottle is
found is the Dark World.

THE BUG NET

Found at the Sick Kid's house.
Use to catch faeries and bees.
Caught faeries should be put in
bottles.

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



PEGASUS
SHOES

Take these as a gift from
Sahasrahla for getting the pen-
dant of courage. By holding
down the A button Link now has
a new attack. The charge attack
is also used to knock objects off
shelves.

POWDER

The Witch's gift has many
secret uses, which are up to
the player to discover. It's
main purpose is to awaken
the spirit which lives in the
well near the Blacksmith's
House. On discovering how to
get down there, sprinkle the
dust on the altar. As a reward
Link’s magic bar will deplete
at half the normal rate in
future.

MOON PEARL

Found in the big chest of the
Mountain Tower. The pearl is
essential for moving in the Dark
World as it stops our hero from
turning into a fluffy bunny (which
is a slight disadvantage).

THE BOOK OF MUDORA

The library at the southern edge Kakariko village is the home of this
ancient book. Its runes allow you to translate ancient inscriptions in
several places: the door to the Desert Palace, the plinth of the
Master Sword, and the Stone tablet of the Ether Medallion.

POWER MAGIC
GLOVE MUSHROOM BOMBS

This mitt confers powers of A strange fungus, not to be Bombs are found everywhere
lifting far in excess of the eaten, but given to the Witch across the Light World, but the
average human. It’s found in who lives on the way to the village is the easiest place to
the Desert Palace. Whilst Watertfall of Zora. In return for buy them. Placed next to weak
wearing it grey rocks of any this ingredient she will tell you walls (shown as cracks) they
size may be lifted. to come back later for... uncover entrances to hidden

chambers.

ZORA'S FLIPPERS

Zora is the water spirit and finding him involves quite a trek. Follow
the path North along the river bank, heading past the Witch’s house
until you reach the waterfall. Walk through, and follow the shallow
water path to the second waterfall. Zora emerges and demands a
hefty fee for his flippers. So have plenty of Rupees. With your pur-
chase you are able to swim in the deep water areas of Lake Hylia and
use the whirlpool warps. '

ICE ROD MEDALLION

MG'C . . ¢% s The power of this medallion is
The first d is hidd ot
piebela poicode il embedded within the tablet on

M'RROR o 2 papmion 1he Lost sice of top of Death Mountain. Find it by

Lake Hylia. P ing it
QKe FiyNna. rossessing | taking the bridge to the ledge

The man lost in the Death means being able to freeze tide the T Link 4
Mountain tunnels gives our many creatures in their tracks. “h” b ES GWZ"' '; ;EE 5 :
hero this; the most important There is an opposite rod, IR PEEARF SIS IOQ LTS B
object of the game. The mirror using fire magic which lies in to read the incantation. Once

granted he may invoke the
medallion’s power to freeze all
the enemies in a chamber. The
cost in magic energy is high.

is your path from Dark to Light the Dark World.
worlds. Travelling the opposite
direction is trickier, and is only
possible via the warp tiles. The
other use of the mirror is o
return to the entrance of a
dungeon if you get stuck or
want to escape quickly.

FLUTE

Getting this object requires a bit of work in the Dark World. However
it is to be found in the Light World, hidden in the Haunted Grove,
near where the boy pipes. The flute serves its purpose at the weath-
er vane, when it releases a huge bird. Whenever the flute is used

again, the bird is summoned to carry Link to locations dotted over the
whole Light World.

Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222
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‘Herein lies tales of monsters of the

Tl

ceived by adventurers of Hyruvle. Mark PALACE
well these cauvtionary tales.’
- LANMOLAS
places for the worm-like
TROOPER Lonmolas. Three of these lie in I
The Gaoler is assigned to guard the most impor-
tant prisoners. This he does with his ball and chain.  L@nmolas heads “:B "’”":"‘:1”“
Thﬂ waﬂpﬂn i5 Ewung iﬂ a CirdE ﬂ"d Eﬂﬂndﬁ to ?'ﬂur urrﬂw.si and sword, the e B - — R - A" st
beyond Link's sword reach. The best way to deal Spin attack being the best
ately afterwards. stand clear in one of the four compass directions, and only attack as they are in mid-
r [ren—p— | air. It may take longer to kill them, but patience reaps rewards.
This vast maggot monstrosity has made his home on a vast plot-
form at the top of the imposing tower on Death Mountain. His

THE PALACE - THE  nooioiivovorn | ST +|
wait to ambush Link as he reach-
with The Gaoler is to stun him with boomerangs, method of attack. As they burst
i THE MOUNTAIN PALACE -
I main tactic is to shove Link off

Rersle oo tetes of menstem i e’ NN DESERT
BA‘L A"D CHA'" Desert affords perfect hiding
> LA I
es for the pendant. Only the o -
before using a fully-powered spin attack immedi- through the ground they throw rocks in diagonal directions. The best advice is to
THEEL Ao AT MOLDRUM
the slippery floor onto the

leve!l below. This slowly
depletes our hero's energy.
The best tactics are to use the
Spin Attack on its tail (the only
weak spot) bearing in mind
Link travels backwards with
the force. Also, follow him as

I much as possible, behind him

P et [

THE EASTERN PALACE |
- ARMOS KNIGHTS =

A complement of Six Arnos Knights guard the first
pendant. They move in drill formation, so learning

their attack potterns is easy. First, they spread out I : I
and circle, so stay near the screen edge. Then they SN TN I S —
attack in o straight line. Concentrate Link’'s arrow

fire on one as they approach. Take them out one
by one as they repeat the pattern. To deal with the

is the safest position to be.

last knight, keep moving and be ready to use o ‘G‘""'M ' |
SRir otace. Agohnim’s magic maokes him invulnera-
IAERE  [EENIS  ORES T ble to all powers except the Master
Sword, and even then mere strokes are I 2 - .. - l
1. useless. On encountering him, position "ty - i
l ‘HLE;*:TT'.' I Link on the opposite side of the cham- I = & ol I
4 SN 9/ s ber, facing him‘. He should release an
i Ly ‘ 4-&.--'_,:._" Wl ‘ energy ball which should be deflected
I “ ! bl T alaf ,‘] with a sword stroke. His own power I I
: _ eventually destroys him. The only time NN S
not to use this method is when he is
l I standing at the top-middle of the cham- H';": nds the E“;k': 'im'nm"
o2 ber facing down. Then stand well clear, ©M® ¥R€ Gccount of Their powers
LS as he fires a huge Lightning Bolt down related within.

" g

the centre of the room.

Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222
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ZELDA Q&A SESSION

HOW DO | PASS THE

By now, Link should be making progress in leaps
and bounds, but everyone reaches a sticking point
somewhere which reqguires a little advice. So that's
why we've taken our heads out of the books to

DEAD-END IN THE
esent th f tions, and th f ?
SRt ansames. So stop pilling your KaiF s DESERT PALACE?

now.
How Do I GET THE The last chamber to the Desert Palace

ends in a bare-wall with four unlit torches. This-is changed

BO‘OK or M“DORA? by lighting each torch with Link’s lamp, to activate a mov-

ing wall switch, which reveals the final door!

WHAT DOES THE MAN IN

Double Doh! This is simple stuff.
First obtain the running boots
from Sahasrahla ofter getting the THE DESERT DO?

first pendant. Enter the library and take a run at —— — -
the bookcase upon which the Book rests. The e T ———
impact knocks it loose. This tactic works again in He doesn’t serve a purpose until the box

the Desert Palace, where it dislodges a key. | P ;5 retrieved from the Dark World. Thiaciis
ound in the location which corresponds

to the Blacksmith's house in the Light World. Bring it back
to this man, and get him to wake up by lifting his sign.
Present the box and his thieving skills enables him to open
it and present our on-screen alter ego with a bottle!

HOW DO | GET TO THE
MOUNTAIN TOWER?

The tower is so near - yet so far!
Reaching it means a trip to the Dark
World. A warp tile is found on the top of
the mountain, in the ring of stones. Now, as a rabbit walk
to the left (don’t worry, there's nothing to hurt you). Link
should come to a rock formation that looks like o pair of
spectacles in the Light World. In this dimension you may

lightly furth rth. If the mi i d here, Link
LCANT FIND THE oo e o e e e o
SECOND PE"DA"T‘ the rock and get to the tower!
L
WHY AM | A RABBIT IN
THE DARK WORLD?

The second pendant, in the
Desert Palace, is found in the
second part of the complex. To
enter that part, find the Power Glove - which is
located in the top-left chamber of the first floor of
the palace. For that Link needs the big key found
in the long chamber on the right-hand wing of the
same floor. After getting the Glove, leave the
palace by the exit in the bottom-left chamber of
the palace, and walk upwards to the claw
entrance, blocked by rocks. With the glove its pos-
sible fo move these obstructions.

You need the Moon Pearl! This is found
on the fourth floor of the Mountain
Tower, in the chest that appears inaccessible. To reach
that, the big key is required (found in the bottom level of
the tower), and Link should also drop in on the chest from
the level above. To produce a hole above the chest, use
the Star Tile on level five. Link should now be able to
retrieve the Moon Pearl - and any bunny-related angst is

WHERE DOES AGAHNIM GO
AFTER HE ZAPS ZELDA?

Not far at all, is the answer! He has in
fact retired to a secret chamber located
behind his magic lab. Rip down the
drapes at the back of the lab with the sword to reveal the
secret door

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

The NHS is here again, bringing comfort to the lame gamester. What will be in
Doctor Davies' miracle sack this month? Read on sick reader, read on...

ACTION REPLAY CODES
TURTLES IN TIME .

Josh Beck, for it is he, has sent in this code for infinite lives: =
7E1AA002. Does this man ever get any sleep? o

STREET FIGHTER i
PLAYER-ONE: 7EOE 2010, PLAYER-TWO: 7EOC 2010, These =
codes give the characters new moves, combinations and the ‘,'3'3
agility to hit the other player at any time, even if they are fl:lhrng
to the ground after being hitl Dhalsim, for example, can hit pen-
ple when they are on fire.

PLAYER ONE: 7EOC 6010. This speeds the game up uhou’rthm
times (Black Belt Edition ahoy!)

PLAYER-ONE: 7EOC DIO*, PLAYER-TWO: 7EOE DIO*. Choose the '
players’s character where * is the number of the character: 0=" A
Ryu, 1= E.Honda, 2= Blanka, 3= Guile, 4= Ken, 5= Chun Li,

6= Zangief, 7= Dhulmm 8= M Bison, 9 Sagat, A= Br.llrog, kﬂ=u
Vega. oy
PLAYER-ONE:7E1A 5A0*. Choose the country to fight in where ""M
is the number of that country. ., %
PLAYER-ONE: 7EOC 5600, PLAYER-TWO: 7EOE 5600. Supnrfusl e
moves.

PLAYER-ONE: 7E04 8300. Bloody characters! rknad
PLAYER-ONE: 7E04 9BFO. Electric Ryu and Ken. hetuk
Thanks very much to Andy Davidson for those. ¥

_ |'.--.NLt
.WE had a phone call from Daniel Boutros who was ranting 'lh'
about these codes for Street Fighter Il. He said that 7EOC 3210 o
gives Ken or Ryu a super fast dragon punch and that 7EOC 6001 it
enables characters to escape Blanka’s face biting antics 'Hhﬂl'iﬂ b
him vulnerable to attack! i

SUPER CONTRA ACTION
REPLAY CODE . Lf

) -;.J-IJ”.

It's that Josh Beck again! This time with a code for infinite ihl'@_ f'
on this incredible game:7E1FBA07. Words fail us.

SPINDIZZY WORLDS

Qur very own Jaz Rignall spun his  Br7JoEOa: The Grass Maze

way to finding this list of useful ImSUJ92W: Buxton Cat
codes for each of the Spindizzy ImQUKN!1: Sandy Island
Worlds. What a man! What o Cn2AUAeP: Roller-ama
starl What are we waiting for? KoBAK320: Water works
Iv?8A28t: Beginners ImAQC9eZ: Misdirection
Iv20CP23: Pak Attack BgbAICFz: Castle Quest
IVIOC28m: Tripat IkAABNAW: Pyramidea

'Dv216Hfx: Ball race
'HvdaC32R: Frigia
Bv2JlaBm3: Grass Hopper
Ev5LQV3Q: The Obelisk Ruin

PgAEaaBn: Water World
PgAFyaCA: Canal Slide
NgACUkiH: Radima

IkAAAoJc: Torture

UPER NES

SUF’EH MARIO KART T[P
SHORTCUT EXTRAVAGANZA

After you've read and learned these
shortcuts we're sure that you'll all be
eternally grateful to Mark Honnah and
his brother David for sending them
into us. Why2 Because they're excel-
lent that's why!

Donut Plains 1: After the second cor-
ner from the START/FINISH line there
is a gap in the wall on the gross. Get
a mushroom then use it fo speed over
the grass and through the gop.

Ghost Valley 1: Get a feather ond
carry straight on after the gap in the
track. The feather helps your cart to fly
over onto a secret narrow strip of
track that cuts off a huge corner!
Mario Circuit 2: If you have a mush-
room then wait until you come to the
jump. Use it just as you are about to
jump and then steer to the left. If done
correctly you con bypass the whole
corner and straight!!

Ghost Valley 2: At the end of the first
straight after the START/FINISH
straight there is an unfenced corner.
Use a feather here to cut out the wide
corner.

Bowser Castle 2: When you come to
the part of the track with the word
STOP printed jump over the gap. if
you turn left quickly enough you
should pass over o “Zipper”. This cuts
off a large part of the frack!

Mario Circuit 3: Just before the
START/FINISH straight there is a wall
with a gap in it. Select the mushroom
and use it to speed through the sand
and then the gap. Just as you clear
the gap you hit a “Zipper” ond gain o

huge lead!

Koopa Beach 1: Just before the first
break in the track turn right and head
through the water. There is a bonus
box and this also cuts out part of the
track.

Bowser Castle 3: Chosse the inside
route after coming out of the wid cor-
ner with all the coins. Hop over the
jump just before you get to it and hit
the “Zipper” to speed away. It is far
easier than using the "Zipper” on the
outside of the track!

Mario Circuit 4: This is basically the
same shorfcut as for the mario Circuit
3 except there is no “"Zipper” this time
around.

Koopa Beach 2: Veer to the left as you
come fo the large stretch of water and
use a feather to clear the deep water.
This enables you to race along the
small stretch of beach in the cove
instead of babooning it through the
waterl

VYanilla Lake 2: There are tons of
shortcuts in this circuit that require
jumping over small stretches of water
but the best, and most difficult, is
straight after the blocks of ice between
the two walls. Steer heavily to the left
and hop onto the ice in the lake. Keep
going straight on, hopping over the
small stretches of water, to make a
massive shortcut over part of the loke.
The best place to do this is between
the 1st straight and second comer of
the finish straight using a mushroom
boos!. Be careful!

BATTLE BLAZE

Any one remember Paul Hulcup
and his tip invasion not so long
ago? Well he's at it again, first of
all with this cheat for unlimited
credits on Battle Blaze. First of all
access the hidden options screen
by pressing start and select at the
same time. Next hold down L
then press UP and X at the same
time then LEFT and Y together
then DOWN, B, RIGHT and A.

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




F1 EXHAUST HEAT

N-n-n-o! Not him again?! This really is the last timel
Paul H...Paul H.....that lad reckons that extra money is
obtained by inserting SETAUSA as your name so that
£10,000 is then in your possession! Now go, Hulcup!
Be gonel!!

JOE & MAC

Tony MclLaughlin and his good old Unc from
Renfrewshire (try saying that with a fruit pastel in
your mouth) sent us this tip to stack up with extra
lives in this prehistoric caper. Leave a level that
contains 1-ups by pressing START to pause the
game and then SELECt to leave that level ofter
you've collected the 1-up. Restart that level and
collect it again. Simple!

SPANKY’S QUEST

The level codes for this game, courtesy of that
Hulcup chap again, are: 000, 732, 354, 116, 988,
470,

TERMINATOR I

BATTLE-
TOADS

AAAAGH! To get five extra
lives hold A, B and DOWN
then press START. Paul
Hulcup sent that in and I'm
not saying another word
about if.

This beezer tip has been
sent to us from Frank
Turner Il in Staffs. It
enables you to gain tons
of lives and see a whole
new secret boss as a
result. To do this go
through level one col-
lecting as many carrots
as possible until you
reach Elmyra. Let her
touch you and return

LEMMINGS

Where better to get a truck load of tips from
than the chaps who produced the game
themselves! Ocean have sent us these pass-
words for the TAXING and MAYHEM levels
of the game your brain was made for.
Taxing: VSDGSJ: ROMAN IN THE RUINS
HGSFDY: MIND YOUR STEP

WMQQDF: UP THE WOODEN HiILL
PRTTMR: THESE LEMMINGS NEED HELP
RYVCTD: THE PRISON

ZWKRBD: A SPOT OF BOTHER

FRRWNB: FLY LEMMING AIRLINES
WYPRHD: A SLICE OF LEMMING PIE
PDKDJJ: STRANGE LAND

YPPSLQ: JUST LIKE MARY POPPINS
HWRWXQ: ABAOMBNABLE LEMMINGS
BHYWKL: ON THE SPIDER'S WEB
VWYRTN: CAN YOU STAND THE HEAT?
XYHGXK: COME ON OVER TO MY PLACE
PLWIHL: POOR WEE CREATURES

GKIXCZ: CAUTION LEMMINGS ON ROAD
DDBNDL: JUST DROP IN

JFGSJK: ARCTIC LEMMING

MNSDFSY: WHERE ARE THE CRATES?
BDRMLN: COME TO LEMMING COUNTRY
JSDHSY: CLOUD BASE ONE

QWRTLR: SEEN IT ALL BEFORE

QHQLIS: HELP MY LEMMINGS ON FIRE
MRGHFW: LEMMING SQUASH

—

SUPER STAR WARS

So you'd like ninety-nine lives on Super Star
Wars, would you? Well, on the second set of
stepping stones in the Land of the Sand People
just fall of the edge of the cliff and push to the
left. This has luke landing in a cave. Get him to
shoot the roof and extra lives a-plenty are his for
the taking! Lee Axon sent this tip in twice - it's
nice to see people so keen!

PRINCE OF PERSIA

If | can just wade my way through this pile of
entrants for this cheat | can tell you that the
sound test for the game is accessed by holding
down START and SELECT then @ menu doth
appear. In case you were wondering, Paul
Hulcup was the thousandth person to send that
one inl

OUT OF THIS WORLD

John Fowler wants a Level five: BRTD

prize for these pass-  Level six: TFBB
words. Heh, heh! Level seven:TXHF

Level one: FXLC Level eight:CKJL
Level two: KLFB Level nine:LFCK
Level three: DDRX Oh, John! About that
Level four: HRTB prize¢ Heh, heh, hehl!

GAME BOY

Mark Walsh has this useful cheat to slow down
the circuit round clocks. It gives you more time to

TINY TOON ADVENTURES

you to the start of the
level. Repeat this until you
have ninety-nine carrots.
Exit the level via Elmyra.
There then follows a par-
ody of Star Wars as a
great star destroyer flies
over the map and beams
you aboard. Here you
face Darth Vader and two
Storm Troopers. To defeat
Darth, dodge his laser

think about what you're doing.

All you need to do is hold
down the SELECT button.

ALY

and bounce on the
Storm Troopers’ heads
to jump on Darth’s
head when he flies
down low. Darth pops
his collosal clogs after
three hits, whereupon
you receive three lives.
This trick can be
repeated on any level
over and over again.
Brilliant!

WHGXZL: A LEMMING JUST ATE MY DIN-
NER

Mayhem:SJFHGD: AT THE STEEL WORKS
HDFTGS: IN THE BOILER ROOM

XCSFSD: WHO WANTS TO BE A HERO
SHDYWR: THERE MUST BE MORE TO LIFE
KRWQHJ: LIBERATE A LEMMING TODAY
PDHIDN: CALLING INTERNATIONAL RES-
CUE

HPBFXX: TWO FOR TEA PLEASE

BZCSDT: HOUSTON WE GOT A PROBLEM
MLYZTF: PASS ME THAT LEMMING
FFDYSF: TWO STEPS ON THE WATER
YYKSGS: IDEAL LEMMING EXHIBITION
GLSHSL: THE LEMMINGS CANNA TAKE IT
VKLSDH: REVENGE OF THE LEMMING
GTNGQQ: OPEN SEASON FOR LEMMINGS
JDFSDY: THIS LEMMINGS FAULTY
WRDFVH: HELLO JOHN GOT A NEW LEM-
MING

KDHGFT: MY WORD WHAT A LEMMING
WQDTGD: A FREE LEMMING IN EVERY
PACK

THRRSH: LEMMINGS HATE RADIO EON FM
LJDJ): THEY ARE CLEAN AND GREEN
KBCVXM: SOME HEADS ARE GOING TO
ROLL

SSHSJS: IS HTHAT LEMMING LICENSED
LZTRYD: KEEP QUIET AT THE BACK
VGXNFM: OD YOU ACCEPT LEMMINGS
LQQPLM: THE ULTIMATE LEMMING

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

(AND CHOOSE

There are four ships to choose
trom and we reckon that the
Twin Bee is the best of the
bunch. Whereas Vic Viper and
Octopus have shields, the Twin
Bee posesses a far more effec-
tive torce field. Although the
Pentarou boasts a similar barri-
er in the form of a bubble, its
spread weapon cannot com-

THE CLANGERS
prurnm in mighty useful to know the
ence of colours followed by the

bonus bells. Under fire they react as fol-
lows; Yellow - Green - Yellow - Red -

Yellow - Blue - Yellow - Grey - Yellow -

Green; after whichithey blow up! In case

-'rCI-l'ra Unsure os fo theiruses, here's o

YELLOW

Strictly for point hungry
maniacs. They offer no
destructive power but
continuous collection of
vellow bells amasses

enough points to waste
thar'l'ughest of scores!

| GREEN
. The green bells inflate
:Tﬂ"j .| the ship like a piece of

bubble-gum, during
which time it's invulnera-

ble and able to crash into
anything, causing no end
of misery for the enemy.

It the way ahead looks
s grim, you can always rely
iy on the powers of a red
bell for comfort. They
provide you with three
barriers which transform
into a miniature version of your current
ship with a protective shield above and

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

NINTENDD AtLF oValch

Konami’s Gradius series is one of the most popular
shoot-em-up epics ever. This parody of the three
- games (Parodius - geddit#?) is a dubious affair whose
ideas and origins are better left shrouded in mystery.
However, it is arguably the best game created from
tapping li. Gradius vein. As the first two Iovull are
merely the snow on the
mountain and comparative
breeze to trip through, this
guide beglntill Ionl three.

—

ANOTHER)!

ll:gure with the Twin Bee's 3-way shot.
he Octopus’ Ripple gun may excel
with its wide
range but
the Rocket
Punch avail-
gbletoTwin | TIUTITNEEE
Bee more
than makes
up for this. Enough said. Trust us!

below. Any th \at # ing to pass this barri-
er is completely wasted!

LEVEL THREE - THE
CASTLE OF SWEETS

)
: For every blue bell col-
. lected, a smart-bomb is

added to the ship’s arse-
nalwith a maximum of
three stored at any one
time. The enemy don't

stand a chance as a massive quake of

destruction shakes the screen!

The boss on this level is easy when com-
pared to the hardship presented by the frus-
trating brickwork. In between the pillars and
pots overflowing gold coins are walls of
multi-coloured beads to be blasted for safe
passage. Keep a cool head, don’t make any
rash decisions and your ship should be safe
from harm. If possible, resist the temptation
to speed the ship up because this usually

The most obscure of all results in plenty of unnecessary wall bashing!

-"f"‘. | super weapons, the grey

bgll provides your ship L'P-l'.‘k'.n’-reefh-

with a megaphone which

amplifies a succession of sp""in’-soss,!g

Japanese phrases you're

better off not knowing. However, Blast those cheeky smiles into next week,
Einstein’s theory of relativity is in there concentrating on the right side row of
somewhere... mouths first. If you're successful in destroy-
ing them, the remaining row of teeth begin
- to rush your ship - leaving sets of teeth
5 behind as they go. Easy peasy!
- : - -
- -~
k. Ry
> ody i
-.."-_‘ #-Il ‘j > y Eﬁi J'Fr
. - R S s
“tes
."'-..I"_. g - -
> - -

Twin Bee triple sting tactics ohoy.
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Mind the

sign, Marlon!:
Lard feo- LRI

tures is not
quite the £

after all.

His vulner-
Parodius gets crazier as it goes able spot is Fas e
along, with rampant sumo _ his stomach, something he treasures very R
wrestlers dqulng the laws of gravi-  much, so your ship’s efforts at popping i s
ty and walking across the top of with missiles and the like makes him mise
the screen, whipping your ship able in the extreme. He stomps around

with their loin cloths. After battling  shaking all kinds of junk loose from the top
over angry-faced volcanoes erupt-  of the screen, develops a nasty case of ind
ing spicy peppers, the ship is sub-  gestion, turns red then explodes. The

to some C_hunnul Four-style  Konami sign then falls from its perch to Fit ~ . ¥,
sumo action against the end-of- catch out the unwary - just make sure it T Bl e
level sumo boss. isn’t you! S L34 S '
time to nip in and blow them ished, your ship's presence is
SHADES away is when they’re looking required below and Shades tries

straight up. After this area is fin-  to crush it at the bottom of the
S400 HI $26300 .

Stage five is one huge
mother of a space-ship, but
with a difference. Ignoring
the fact that it's wearing
shades and smoking a pipe,
let's concentrate on sending
it packing. First of all, the
head of the ship is o head
which sneezes and coughs
in its influenzad frenzy!
Smack it in the nose first
then take care of the mouth,
The ship now forces you to
fly over the top to face a
pipe-smoking laser-firing
turret, and the odd
unfriendly gun turret, These
study their surroundings as
they rotate and the best

‘ R e S L -
+. Getting a head in the business of destroyng the mother ship.

PINBALL WITHERED

Stage six is one of the toughest fo  because it's so easy to get confused
get through. Not just because of  with all the action on screen.

the amount of penguins out for Concentrate on scouring either the
your ship’s parts, but also top or bottom of the screen,
because bobbing about and blast-
ing everything in sight only makes
matters worse. Thankfully the end-
level boss is a breeze to beat! :

Pin-Boss:

| What a reliefl Dodge the lasers

i st A and aim for the heart of the
e ) ' ) machine. The pinballs are destruc-

!m R e S

: tible and no trouble to shoot.
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BUNNY GIRLS,
BUBBLES AND A PIG?

The entire Stage Seven is set in a dream-like

Damseling distress:

Kiss this girl in the eyes with o
few well aimed blasts and make
her cry. It's a roften job, but

sequence with fluffy pink clouds and pretty bub- somebody’s got to do it! She tries
bles to make you say ahh. Don’t be fooled, to put a stop to this ungentle-
because this is where the action gets that little bit manly pursuit by blowing bubble
trickier. The safe areas are at the far reaches of encased imps that burst and sur-
the screen and any evasive action should be round your ship.

taken along those lines. Keep in mind that the ; : :

movement of the bubbles is painfully slow and o md e TT; BT :Eoubla
skillful pilot should be able o dodge and weave Moo e

with eose between them.

PICK OFFTHE  MACABRE MARINE
. b = PE"G","S As your ship raises it brolly to shelter from the rain, watch out

for skull- tossing skeletons which shatter into a sproy of bones

= n__

- i Here is where the Twin Bee when shot. Also, look out for the stubborn fishbones which

) comes into its own, its three- require many hits before breaking.

S way and rear shots both com-
» e ing in handy against the Parasol Parade:
e .."l'- ~-h s begoggled penguins in the Upon the arrival of the manic umbrellas, position the ship
- frozen waters. near the bottom left-hand corner of the screen. The skulls
’ are easier to dodge here ond the umbrellas roll handily into
view.

2P0y . 4

BATHROOM BRAWL | =

The whole of stage ten is without incident until you meet up with |
the platform sections patrolled by fan-waving pigs and their | =
skeletal buddies. The skeletons are indestructable, so position the e 4

ship slightly below or above one of the ledges to avoid crashing. r &

Rub-a-dub-blubber: -

Brace yourself for this oversized octopus which has taken to

washing its head with soap. It has three methods of attack. The | aaie O - v

first comes from the random bubbles floating about its head | |
b:fozruthandnpus IL o e~ s B pros s
shakes away, causin =y T T T
huEdradsufﬁnyhubgblﬁ B LA i - amoC
to fly everywhere. Lastly, -
the giant pink one spits Ghos f Lﬂdy = . 4
bubbles from its mouth. Dodge the cloud and wait for it to 4
Keep firing af the bub- get swallowed up by the skeletal :
at the octopus whenever lady’s belt whilst shooting down
possible. Once it starts - the blue flames for safety. Aftera ™
spewing suds take shel- while she spits out the cloud b &
jor above the sucker’s which transformed her at the start

' head. and the routine repeats itself once
more.

-
IT’S THAT OCTOPUS

AGAIN.... BYE BVE

The final boss is so easy you'd have to go all

- 31 lﬁxfﬂiffé"ﬂ crf;ﬁ"[ffhe EhiP and fail. Hd That s all. The good Doctor has leff the surgery and is indulging in @ Spof of
. UUEIEEGETUHQUP,HH . "
i dossn't fre! Just make sure that you guide 6olf. All Further enquiries and miracle cures should be adressed fo: DOCTOR
rshipt U { rrer { i
s Srid harmmer cuary bt e i DAVIES BIG BLACH TIPS BAG, NMS. 30-32 Farringdon lane, London ECIA 30,

that is it! Finished. The end.

Y h WA




THE UK'S NUMBER ON

Well, alright, maybe we are a teeny bit
influenced, but let's face it, what other

ﬂﬂﬂﬂﬂﬂ

mag gives you such hot news, such
stunning previews and as many fantastic
in-depth reviews of the latest games as
MEAN MACHINE SEGA does? :

THE UK'S HUHBEH OME SEGA MACGAZINE
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MEAN MACHINES really is that
good and it's in all good
newsagents now priced £2.50
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he time: long ago. The place: a galaxy far,
Tim' nwhﬂutimﬂhm . The two most
powerful federations in the universe, the
Empire and the Rebel Alliance, have been
locked Inmanlhnmmmn, but now the
‘battle has taken a new twist. Having just put
the finishing touches to their Death Star and
e, The Embie ol Reeaeu Dond
re, the Empire is ga upper
Meanwhile, in a dlmm'uhdkbﬂm
on small, insignificant desert moon called
Tatooine, a young farmer boy called Luke
Skywalker has just bought two second-hand
droids to help out on his ranch. Little does he
know that this seemingly innocent event is the
start of a fantastic adventure which will drag
him into the centre of the war and eventually
place the fate of the entire universe in his
hands...

PLAYER

J___J A ] l"'-._u'

/i £
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THE SCENE:One of Luke’s new droids, an R5-D4,
has a faulty motivator unit. C3PO, the n‘lher new
robot, persuades Luke to go back to the Jawas who
sold him the unit and swap it for an R2-D2 unit,
which just happens to be his companion.

LEVEL TYPE: Sideways scrolling platform.
OBJECTIVE: Reach the Landspeeder ot the end of
the level.

ENEMIES: Assorted hostile desert creatures and a
giant Sarlac Pit monster on the final screen.

RELEASE
TBA

CONTROL
JOYPAD

GAME DIFFICULTY
EASY/MED

CONTINUES
3 ,f K f ::I;:'.:; H‘T AL FS .
SKILL LEVELS * | / L o I-;/-.-e-ﬁ...

3 LAY

':' ."' '-
HESPO"SIVE"ESS . THE 1. N .Hr.mng reuched the Sandcrawler, Luke

EXCELLENT wrscales opthe side of the giant vehicle and attempts

1ST DAY SCORE  LEVEL TYPE: Multi-direction icmlllng latform.
Get to the Death Star _f om P‘ﬂﬂﬂﬂ“ *; ':._,; ﬂ:::ﬂ“ and

ORIGIN L

Super Star Wars dosely follows + ENEMIES: Red hot exhaust ports, gun  emplace-

the plot of the world-famous, N b e M - )
blockbusting sci-fi movieusinga F8 @ T .r* 1rhfn” Y

platform levels and 1st and 3rd

variety of scrolling arcade-style - - ..r j ? j . D 23" f 7 / ';
person perspective 3D screens. '
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A Luke lurks olormed os he looks ot the lick of languid lame.
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TUSKEN RAIDER
COUNTRY

THE SCENE:R2 reveals that he is the property of Ben ‘Obi Wan'
Kenobi and should be taken to him.

LEVEL TYPE: Multi-directionally scrolling platform.

OBJECTIVE: Traverse the vast and hnzurd packed desert, defeat the
Tusken raiders and find Obi Wan.

ENEMIES: Hordes of Tusken Ruldurs gmn‘l Banthas, dasarl creatures,
terminal drops, crumbling rocks and plulfonns and o giont Wamp Rat
ot the end of the level.

THE BELLY OF
THE SAND-
CRAWEER

THE SCENE:Inside the Sandcrawler, Luke explores
its labyrinthine depths in an attempt to find R2-D2,
LEVEL TYPE: Sideways-scrolling platform.
OBJECTIVE: Dodge the hazards, locate and rescue
R2.

ENEMIES: Large pieces of machinery, laser-toting
Jawas, bombs, gun emplacements, pits of red-hot
lava, spikes and a giont lava beast at the very bot-
tom of the Sandcrawler.

SGSCORE !1
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Shoot thot pistol inside the Sandcrawler, my son. You've got the gear.

How To Control

During the platform-based sections, the pad oversees Luke's assorted jumps,
ducks, and running. However, during the 3D scenes, the pad adopts control of

RACE TO
MOS EISLEY

THE SCENE:Obi Wan explains that he has to leave
Tatooine and join the Rebel cause.

LEVEL TYPE: Third-person 3D, viewed from behind
the Landspeeder.

OBJECTIVE: Shoot down a specific number of
Speeder Bike-riding Jawas and fly o Mos Eisley
Spaceport.

ENEMIES: Desert creatures, landscape hazards
and desert creatures.

whatever the player is currently piloting, raising altitude and so forth.

| | WEAPON SELECT

NOTHING

SELECT BUTTON: NOTHING

START BUTTON: PAUSE

How To Pluy Guide Luke and his band of heroes through a variety of arcade-style platform and
3D levels. Lives are represented b‘r an energy bar which diminishes every time the
character is hit. When the bar reaches zero a life is lost.

Tuin{nne is Han Solo, and he is

somewhere in Mos Eisley

LEVEL TYPE: Sideways scrolling

plattorm.

OBJECTIVE: Locate Chewbacca,
Han Solo’s companion and find

out where Han. §gln hlﬂgﬂlf@ @

located.

ENEMIES: Battalions of _.-;4-

S!nrmlrnnpers toting guns, lﬂﬂn-
ing out of windows and lurking
in gun emplacements.

You should
have seen
the jaws
drop in the
NMS
games
room when
Super Star
Wars was
first
unveiled to
us a few moons ago! At the
time | wondered whether
this was all just bells and

b | whistles, but no - Super
| Star Wars really is as good

as it looks and very nearly

| as good as it sounds! The

graphics are nothing short

"-_.'-' of excellent, and the look of |
| the film is very well cap-
| tured. Sound, though, is

where Super Star Wars will
blow your head off! Hook
this sucker up the stereo
and you’'ll think there’s an
orchestra in the bedroom!
The game itself is wickedly
tough - the sand crawler
sequence just bordering on
annoyingly difficult - and
there’s an awful lot of play
on this cart. Overall this
gets the complete thumbs
up all round, so stop faffing
about and get it NOW.

75 NINTENDO
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in the conting, Han

R EVI E | in lives on the edge - he even gets o
r table before he's bought o burger!
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THE SCENE:Han Solo is languishing inside the Mos Eisley Spaceport
cantina, which is also packed out with all sorts of space pirates and
bounty hunters.

LEVEL TYPE: Short scrolling platform.

OBJECTIVE: Beat off attacks from all-comers and reach Han Solo,
who's sitting in the rear of the bar.

ENEMIES: Bounty hunters, space pirates and a giant space creature
who wants to moke mincemeat of the heroes.

=
, o -’QJ:‘F—"!’&;‘? # | b il i '
MERANE MOS EISLEY SPACEPORN
A ‘jf’” L THE SCENE:The band of heroes assembled, it's time to blast oft into space. i
- ’: LEVEL TYPE: Multi-direction scrolling platform. |

g OBJECTIVE: Fight through the Stormtrooper-patrolled spaceport and reach the
Millennium Falcon, Han Solo®s spaceship.
ENEMIES: All manner of highly dangerous machinery, automatic defence droids,
Stormtroopers with o wide variety of offensive weaponry and a large Hover Combat *,
e B Carrier which guards the hanger door to the Millennium Falcon. "

gt i
5 HE @ E ,ﬂ FH ¥ Guest starring the gloss elevator from The
i 5 Fis . = =
e r— Towering Interno (starring Steve McQueen.)
ol - -
STAR

T™ ENE:Blasting off to the Rebel base ot e :'f""r—j::: .
Alderaan, the heroes arrive to find that the entire !H '
planet has been destroyed by the Death Star ' -

it |

..q
=
i

§ 1

I
i | —
Things take a turn for the worse when they're é | | B E
| ﬁ:g;d inside the Death Star by its powerful tractor _u.#ﬂ_% i i %_&__:
WFLEVEL TYPE: Sideways scrolling platform. ' HARs 31 L
" OBJECTIVE: Find Princess Leia, who's being held g 1 BB | B
captive somewhere inside the Death Star. w - —

| weiying dightcrs, enemy drids, sutorrs

| g%f'::r;nieﬂ;rg::%ubr:is,:tma end of the level, the DEA cri- |

' r—m . VATE THE " COMMENT

RS B TRACTOR

Ji\ /i BEAM
escape the Death Starl

LEVEL TYPE: Multi-direction

THE SCENE:Princess Leia is res-
l B T scrolling platform.

cued, but the heroes cannot
OBJECTIVE: Deactivate the

ﬁ“:__ :

Taking only minor liberties
with the plot of the film,
Super Star Wars is a mile-
stone in movie tie-ins which
shows just how this type of
game should be done. The
best soundtracks and spot
effects ever heard on Super
NES combine with graphics
JAaz and stunning cut sequences
which clearly represent
scenes and characters from the film to cre-
ate a real feeling of playing the movie! The
m“?;:::?:;:: fractor beam different game styles adds variety and
i #- i although the bulk of the game is rather
A o B unoriginal platform action, it's done so bril-
O s T liantly that you get totally wrapped up in
S— = | the action and just keep on playing. It's a
. pretty tricky game to play, and even the
finest players will have their work cut out
beating the evil Empire, especially on the
top difficulty setting. To be honest, when |
first finished the game | didn’t think I’d go
back to it again, but a couple of weeks
later | found myself drawn back to it to play
it all the way through - and believe me,
there are very few games that have had
that kind of effect on me. Super Star Wars
ranks as one of my favourite Super NES
games, and if | didn’t own it already I'd be
hurtling down to the shops now to buy it.

Death Star’s tractor beam. -
ENEMIES: More Stormtroopers,

droids and machinery, plus the

By

LUKE SKYWALKER:The main
hero. He carries two weapons: @
laser pistol and a Light Sabre, ” |
which is extremely useful in .
close-quarter combat.

HAN SOLO:Athletic space pirate
who carries a powerful laser pis-
tol which is ideal for taking out
hordes of enemies.
CHEWBACCA:Han Solo’s sec-
ond-in-command. Carries o
highly effective laser crossbolt

which is great for general com-
bat.
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THE DEATH STARY

THE SCENE:Maoking good their escape, Luke joins
the Rebel force as an X-Wing pilot and |oins the |
. final assault on the Death Star,
LEVEL TYPE: Third-person 3D, viewed from behind
 theX-Wing.
SOBJEETIVE: Shoot down enough Tie-Fighters and
iﬁinmtn initiate the trench run.
ES: Tie-Fighters.

:Ij birick is 1o aim for the missiles, not the fighters.

MH!:TIN final attack!
~ LEVEL TYPE: First person 3D,
W from inside the cockpit of
“the X-Wing fighter.
m Drop two proton
miu ’rho exhoust port
um:l of the trench to
destroy the Death Star.
m Tie Fighters, Darth
Vader's perso nnl Tie Fighter and
laser ﬂdt-udt fire.

o -':._—' T

-
"]

[.” i

Luke, Han and Chewie all have laser guns which are powered up every time a weapon
icon is collected. Fortunate, really, since when they start out their guns are particularly
feeble. A few icons are all that's required to reach decent blasting power, the next icon
grants homing lasers (the best weapon of the lot) and the one after gives top level
laser power, a straight-line, but very wide highly destructive blast.

i
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.. Power up to the 5th degree.

L R I |
i M"SIC MAESTRO
e .,..-1'1 i 1 - Super Star Wars features an utterly stunning
e, e R - soundtrack which is taken directly from the film.
When m: enemies are dis- On the title screen is an excellent rendition of the
Wrwmhh'“d an theme tune, and during the game you have all the
icon “hiﬂhﬁm up to the mcidﬂntul musu: plus the mfnmnus cantina irucl-: |
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I'm sorry, but the plans for the Interstellar
highway necessitate us bull-dozing your planet.
Don't Panic.

DAY WEEK  MONTH

'ﬂammm

* Exeollont cot-serooms, configure joppod mode
und three difficulty levels.

" No music sound test mode. Dovble boo with
sido salod)

© Outstanding sprites, gorgeous backdiops
ond marvellous still screons moke this o visval
foust,

* The 3D is a bit jorky on the Death Star trench

. The bost music over hoard on Super NES,
with outstunding renditions ol all the lilm's
twnos ond superh sound effects.

* This is 0 big and lough gume, und the theee
difficulty settings moke this one you’ll be ploy-
ing for woeks.

" The end soquence I3 the woust purt of the

~. The beautilully bolonced dilliculty ond clear

objectives swihly diow you into the action.,
" Difficult 1o wop pluying ance you've star-

Super Star Wars mokes full
potential of its licence and the
end result is the best-looking,
most impressive sounding and
playable movie tie-ins ever seen
on the Super NES.
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PRICE:£24.99
BY:CAPCOM

HELEASE

CONTBUI.
JOYPAD

GAME DIFFICULTY
MEDIUM

CONTINUES
SCORE DEPENDENT

SKILL LEVELS
ONE

RESPONSIVENESS
SWINGING

1ST DAY SCORE
MISSION FIVE COMPLETE

Bionic Commandos is an aging
two-player coin-op from
Capcom. There is a conversion
of the game available for the
NES, but it's quite different from
the original game, which this
conversion follows more closely.

NINTENDO 78

he fiendish Director Wiseman

and his minions, the Doraize
Army, have devised a wicked plot.
Subtitled the “Albatross project”,
its evil intent is to cleanse the World of ‘inferi-
or beings’ - sound familiar? The Bionic
Commandos are having none of this and
dispatch their top trooper, Super Joe, to
foil their plan. Unluckily, Super Joe
gets himself captured. Silly old Joe. So
now it's down to the Bionic
Commandos’ other top trooper, Rad Spencer,
to rescue Joe and defeat Wiseman, his army
and, of course,ensure the demise of the
demonic Albatross Project. Putting everything
he learned at Commando school into practice
and using his extendable bionic arm, Rad
infilirates the Doraize HQ. His task is to tap
into the Doraize communications network and
obtain the necessary information to put a stop

to the devastation, then rescue the belea-
guered Joe. The entire Doraize Dukedom has
been briefed to stop the rescue attempt, many
of its subjects are at least twice the size of
young Rad! It is a daunting task to say the
least. Though it is a difficult mission, only you

are strong enough to help him pull through.

A mnmrm:nmumnmgnmwmmmmmpm-
ing behind the barrel. Lucky he's got a big gun eh?

Move Rad by pushing left
How To Control Move. bl onthe Dindd

Erthar that or recite a
touching story. If you'd like him to crouch
then push the D-pad down. Pushing left or
right also controls the way that he swings on
his arm and pressing down releases his grip. .

BIONIC ARM OPERATION

SELECT BUTTON: NO FUNC-
TION

START BUTTON: LIGHT A
FLARE

Assist Rad Spencer, the Bionic
Commando, in his mission to

How To Play

save Super Joe. Access platforms by swinging
on his extendable bionic arm.

ARM A-SWINGIN~
KINDA GUY

Being a Bionic Commando has its advantages!
The FF Corps are all equipped with an amazing
extending arm that acts as a grappling hook and
also enables the commando to punch the opposi-
tions' lights out from a distance. This is the means
by which they gad about. They are, after all, too
heavy to jump and so any obstacles or great
divides are overcome by swinging around in this
way. Extendable arms are also useful for clamber-
ing over high up ledges. As the game progresses
so the obstacles get tougher and much considera-
tion is necessary to get from A to B.

If he's lucky, Rad'll be oble to surprise thot guord!



COMMENT

Being a fan of Bionic
Commandeos - not at all
because they pinched my
name - I've been looking
forward to the Game Boy
conversion for quite a
while. Capcom had their
work cut out converting all
thnum-nrlngluu,:pﬂh
il?.ﬁnnphrﬂbll of the
thq'vomu to capture
the game turn in one of the better
hand-held carts of the recent high-quality
bundh There are a couple of faults howev-
er, the game moves so the screen
hﬁdlhhlurr,huﬂhuﬁullyﬂ‘:mnhut
bad and what could have been a disaster
remains just a minor niggle. Sound could
have been better too, but hey - you can
mpeommiﬂr?h meplay is its
es, whﬂ
nndgmﬁuﬂcmmlb
dnnuddu.mdlnmﬁonhﬂnphﬁnnn
romps we’ve hecome used to. Initially unin-
spiring, Bionic Commandos grows on you
quickly and soon proves a mainstay of your
cart collection, Fans of the coin-op and any-
one looking for a solid blaster should give

this a spin.

the essence of

FRIENDLY

FIRE

Certain areas on the map are
reserved as nevtral. This
means that a request 1s always
made from the patrolling
guards to refrain from firing in
the nome of peace. If Rad com-
plies with the rules then he can
look torward to collecting some
useful items to help in his mis-
sion, an extra life or a helpful
video transmitter for example.
If not then the siren sounds
and an entire regiment of
troops rush onto the scene to
sort him out.

Supear Joeal?
Mhat has happean-
@&ad bo our hamro9

-
| Please

-
instruct Fl
* C
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EI\IEMIES'

It is possible to observe the movement of the
enemy on the strategy screen. Rad always has the
choice of transferring to another position or
descending to the mark on which Rad, represent-
ed by his helicopter, is currently on. However, if
Rad’s helicopter crosses paths with the enemy
transportation, represented by futuristic aircraft,
then o red alert is sounded and Rad is rushed to
the battlefield. These battles take place in a forest
or at a secret submarine harbour. If ever Rad is
likely of losing much energy it’s in these situa-
tions!

'*' i B




‘THAT INTERFERING, R‘T’"Gs

BIONIC BUGGER

Rad has access to many Video Receivers that are
located in the many areas he visits. He uses them
to communicate with other members of the spe-
cial Bionic Commando corps, the FF. The Video
Receivers are also useful for tapping into the
Doraize organisation’ tfransmissions to their
troops. The Doraize can sense when their orders
are being intercepted, however, and later in the
game such espionage is answered by hordes of
marauding Doraize troops landing on Rad’s
enquiring head. The unfortunate truth is that tap-
ping into the enemy transmissions is the only way
to glean the information needed to complete the
game. Also the use of the Video Receivers acts as
the key to open locked doors later in the levels.
All in all it's a necessary ill but, hey, it's nothing

| Rad cannot handle.

PRESENTATION

. A great looking, animated introduction
sequence tho sets the scene. Presentation
the gome is of o very high stondard

oo, is 6 handy password systemy similar |
to the one used in the Mego Man series.
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: A The main chatper is o3 cool o3 they come
\ The Video Reciever Room! The Philips Wide-Screen’ has nowt on this! Smert enimation thioughout, s¢1 ogoinst o
variety of detailed bockdrops. ;
' " Somatimes the acfion gets too hot and the “ai A
sprites begin to flicker.
1

A Functional ond svitoble 10 the gome, which
is no mean thing, with some dooby blosting
effects!

Nothing to go crazy over becouse it's ol
been heord before.

P—

LASTABILITY

A Bionit Commando is stylish and clwoys
worth o blost even once completed.

Though the level of challenge is tough it is
possible to complete in o relatively short time
due 1o the password system.

PLAYABILITY

ond the well-groded difficulty mokes the gome

o compulsive blas!.
" The conirol of Rad can be onnoying ot first

and fiddly ot times.

== | OVERALL

—J —J B | A successful revival of an old

EX

E=) game and a significantly differ-
EZ] |

E=

A NC Mh*m ﬂﬂﬂﬂm*w . A The interoction with the Video Receivers

1 L

ent variation of the platform
theme full of interesting features.
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WIN Super Ninfendo WIN Super Ninfendo
WIN Super Ninfendo WIN Super Ninfendo

KICKOFF 0839 36 39 2!
SPIDERMAN 0839 36 39 2t
ROBOCOP 0839 36 39 2.
BILL & TED'S
EXCELLENT
ADVENTURE 0839 36 39 2t

WI N AM E B OY FORMULA 1 RACE 0839 36 39 2¢
ACC ESSORIES gg¥g;€; ok 0839 36 39 3(

TERMINATOR 2 0839 36 39 3
CHOPLIFTER2 0839 36 39 3¢

08 DR MARIO 0839 36 39 3
39 36 39 2+ WORLD CUP 0839 36 39 3¢
W WIN ‘ V J
N NES GAMES
L1
o TERMINATOR2 0839 36 39 35
_. BATMAN 0839 36 39 36
o WORLD CUP 0839 36 39 37
STAR WARS 0839 36 39 38
7)) SUPERMARIO2 0839 36 39 39
Y, TOP GUN -THE
' 2ND MISSION 0839 36 39 40
L - 'WWF WRESTLING 0839 36 39 41
U SOLAR PACK | THESIMPSONS 0839 3639 42
_ - ~ CASTLEVANIA 0839 36 39 43
V 5839 26 3: 2‘5 0839 36 3922 EEEEKORE 0839 36 39 44
< ; :

CALL CHARGES: Calls cost 36p/min cheap rate and 48p/min all other times. Make sure you ask your parents’ permission before you call. Maximum
call tangth 5 mins, maximum call cost £2.40. Multiple Choice Competition, for further information and list of previous prize winners write 1o:
Awesome PO Box 1650 B1 1AA.

Nintendo Gameboy, Super Nintendo, Nintendo Entertainment System, Mario Bros are all registered trademarks. We are not related to or endorsed by these companies



SUPER NES
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ELEASE
TBA

CONTROL
JOYPAD

GAME DIFFICULTY
MODERATE

CONTINUES
INFINITE

SKILL LEVELS
ONE

RESPONSIVENESS
EXCELLENT

1ST DAY SCORE
COMPLETE THE FIRST SEVEN
LEVELS

The Lost Vikings draws ifs influ-
ences from all kinds of games. It
is, however, the first of its kind
that we've seen on the Super
NES. It's rather like a three
character Krusty's Super
Funhouse if any direct compar-
isons were made.

D 82

et us go back to the Odin days and to the

time of the Vikings. Here we find our three
Nordic heroes, Erik, Olaf and Baleog who
have long since forgone the life of pillage and
plunder and are now devoting their time to
family life.

One night, when all three families are
asleep in their beds, a giant spacecraft
descends upon their village and spirits the
hapless trio away! This craft, a Crutonian ship
no less, is captained by the dreaded Tomator
who is exploring the galaxy in search of
unique life forms to display in his gallery. The
first sight to greet the heroes’ eyes is the
cargo hold of the space ship and it is there
that their long and ardous escape bid begins.
With the help of one or two people, namely
you and/or a friend , these lost Vikings hope
to return to their homes.
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HELPFUL POINTERS

Quite often the Vikings need to flip switches, push
buttons or even use keys for opening doors and
getting important machinery to work. In most cases
o Viking can stand next to the device and do the job
manually but there are many occasions where a lit-
tle ingenuity is needed and it is often old boy
Baleog who provides the necessary expertise.

b — TR il 1 ke -—-—---—I

How To Control

directions on the D-pad also.

Pushes buttons, pulls levers and mokes
conversation with certain characters.,

Makes Erik jump, Baleog swing his
' sword and Olaf position his shield.

Select availoble characters.

e m o n —— o mm m — — s ———

How To Play

when working as o team.
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A Liik uses his uﬁililr fo explore one of the gome’s dodgier coverns,
115 BUT A SCRATCH?

At the start of the game all the characters possess
three hit points with which to save their goat skins.
This is nothing that a bit of nosing around can't
cure as there are shields for the finding. Hurrah!
The Vikings can select these shields to give them ar
extra hit point. Now you can’t say fairer than that,
can you. - |

Each of the Vikings walks left and right in relation to the direction pressed on the
D-pad. Ladders and drain pipes etc are climbed up and down in relation to those

Use item in a character's inventory.

Lets the individual characters perform
their unique action - run, jump, elc.

e

SELECT BUTTON: Selects item.
START BUTTON: Pause.

Help the lost Vikings to puzzle their way through numerous platform-based, gad-
get-laden areas, taking advantage of their individual attributes that are best used
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A Baleog The Beserker demonstrates his unique fighting skills - hove you,
you vorlet!

> " . & 1 |

4 A Olof The Stout isn't exactly famed for his intelligence, ond the oversized dinlo reods 1o J— X .
* virtually every problem by holding up his shield! o ;

At the end of each area the Vikings find themselves at the
entrance to a scary looking warp tunnel. Of course they
always panic and don’t want to go in but it's a good job
they do in the end because it looks excellent! Besides, |
how else would they get back home?

A Erik The Swilt does o Santa [qus by runmng across the muﬂ{;ﬁ hut
where are the other two strogglers?

COMMENT

There was |, about to give
this a right slagging off

424 AR \Se E

: , - —— when suddenly | became
RS hopelessly addicted fo the
_ . thing. Mind you it does
take ages to find out how

good the game is, with the

first ten levels or so pre-

sented as hopelessly

tedious and more than a

little obvious affairs. Also it
is very annoying to have a level almost
complete only to make one mistake with

Y = Al | | one Viking, after lumbering through with

EN THERE'S B 9 1 Al the other two, and then having to restart
the whole level again from scratch! The

A Between levels, the Vikings olways bicker amongst themselves.

Erik is the only member of the gang with the strength in his legs to jump - the others .| two-player mode is often confusing too.
depend on other modes of transport to get around. Not that old Erik turns his nose up Another down side is the repetitive nature
ot such opportunities either! of the music. After the twentieth rendition
Falling long distances is damaging to a Vikings' health. Therefore it’s better to take the of the same tune it really begins to grind

lift whether he's going up or down. on your nerves | can tell you, in spite of
Horse and carts one century and futuristic transporters the next! The Vikings enter how good it may sound at first! However,

these and magically reappear somewhere else. When was the last time you checked the later on, the action is very compelling and
fridge? the locations are always interesting as well,

Further into their adventure the Vikings encounter some extrao-strong bubbles upon crawling with lots of amusing enemies to

which to float up, up and away. Be careful, though, because they are prone to bursting trash. The three Viking characters sk also
ot inopportune moments, packed with many frames of great anima-

tion and getting to know how much you can

- - = expect from each one as the problems get
L i | e tougher is worth sticking it out for.
3 —e : - - Eventually the problems facing the Vikings
| ‘ e S Y .F"‘:._‘ : become quite testing, if not trying, but the
> ** £ |} “'; ..?:_:_ 'f‘*...., F . P - | compulsion is always there to get these
o= | . . & o - fellers back to their homes. The Lost
1 i NI L | 2 Vikings is far from excellent, but it is origi-
LIFTS I I ‘ TRANSPORTERS !" BUBBLES g | nal and irresistible good fun all the same.

83 NINTENDO
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folling into the ploy areo.
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A Boleog scouts ohead to see of any potential

dangers.

EBOMMENT

e, If it wasn't

- for a few
design
flaws, The
Lost
Vikings
would be a
brilliant
and highly
original
platform
game. The main problem is
frustration. Having spent
ages on a screen, you sud-
denly discover that some-
thing you did at the begin-
ning means you can’t actu-
ally complete the level,
which is very annoying
indeed, especially when it
happens several times in o
row. | don't e to have
the puzzles solved for me,
but some kind of a clue
would certainly help in situ-
ations like these. The game
also suffers from being
very dull at the start. The
idea of simple training lev-
els is a nice one, but the
first 12 screens are so bor-
ing and simple that they
almost put you off the
game since you get the
impression that it's all very
routine. Once you get past
the initial stage, it's pretty
addictive - it’s just a shame
the frustration factor takes
the edge off the enjoyment.
With its excellent looks and
very impressive, if rather
repetitive sound, fans of
challenging platform/puz-
zle games will certainly
find their abilities - and
their patience - tested with
this.
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Tharu s no doubt that Erik, Baleog and Olaf are
Vikings and that they are lost! Luckily they work
wull as o team greatly improves their

chances of ﬁndin

Erik the Mﬁ'

He runs like the wind (and
there we were thinking that
the wind blew and didn’t
run at all) leaping about for
all his worth, Erik has the
ability to run so fast that he
smashes down walls with
his head getting big
headaches for all his efforts.

Olaf the Stout:

Olaf is built like a brick toi-
let and he even carries
about a shield that resem-
bles o wooden door to com-
plete the effect. What's
more both Erik and Baleog
would be up a certain creek
without @ paddle if it
weren't for Olaf and his art-
ful shield wielding. Of
course his shield is good for
protecting the others
against marauding foes, yet
Olaf's speciality is his use of
his shield as a hang-glider.

Baleog the Berserker:
Baleog's as ‘ard as ‘arrod
himself and the best fighter
that the Vikings have ever
known by a long ship!
Baleog possesses a mean
sword but mostly relies on
his bow and arrow for the
safest results. If he's lucky
then the dashing Erik might
seek out a magical flaming
arrow to replace his current
supplies. These arrows
pierce the armour of any
enemy, even if it's in @
defensive position.
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whm so long as the

* pugiy

. s very difficult to put down once started.

A The opening sequence af the start of the
game is great to watch and the worp sequences
look pretty amating too. The password mlm
is very useful.

A Excellent sprites and great backgrounds. The
animation of the Vikings s iu-pmh and really
brings the game o life.

A The attract music is brilliont and the in-game
tune is great too, the first fime you hear it.

" The problem is that it repeats over and over
again and soon becomes tedious.

A The Lost Vikings is one of those games that

" The two-player gomes are confusing and
frustrating. Starting o level ogain because of
one mistoke is very onnoying.

" AsTABILITY

4 The game is huge plus there are many
things to uncover that are not so obvious.
" Howaver most people would be satisfied

with completing 1he game once.

-

" OVERALL

An entertaining platform/puzzle
game with o few novel features.
It has a great sense of humour -
but then again the player needs
one too in some instances as it
gets very frustrating.

L, ey




ENTERTAINNENT STYETEN

T'he 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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ENTERTAINNENT STYEIEN
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RELEASE
TBA

CONTROL
JOYPAD

GAME DIFFICULTY
AVERAGE

‘| CONTINUES

N/A

SKILL LEVELS
TEAM SYSTEM

RESPONSIVENESS
GOOD

§ 1ST DAY SCORE

5-
ORIGIN

Do us a favour! If you don't
‘B know what Football is, don't
# bother fo read any more. We
don't want the likes of you
around here...

&
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Ammmun problem with computer-based
Footy games is that for every good one we
have to put up with a series of contenders
barely worthy of the Vauxhall Conference
League. However, much as we Super NES
owners moan because of the complete lack of
decent kick-arounds for our machine, this is
also true of real-life teams and players. After
all, if it wasn’t for the likes of no-frills and
decidedly average players such as Ray
Clemence, Asa Hartford, Stan Bowles, and
Mick Mills, REAL stars like Gazza and George
Best wouldn’t seem so special.

Thus, with the extremely average Super
Soccer and Super Kick Off behind us, Jaleco’s
Super Goal is set for its Super NES trial.
Featuring a side-on view intermixed with
viewpoints behind the goal, Super Goal
boasts more kicks and tricks than the
Nintendo and Imagineer games. It sounds
very promising, but is it destined for the
reserves team like the aforementioned has-
beens? Time, and this review, will tell...

_,
L

= FX a v ¢ . =
o nmas . SRR R
i ; A SRS S

i e B B e . g ia T

i il il il il il il il il il il I

PSS F SRR

’
'
CORNER-CHAMELEON.. /
Should the ball be booted out of play for a corner I:'. [.
by a struggling defence, an options screen appears : TP N b J
offering four choices of shot. Each of the joypad’s il SN AaA:30 J

firebuttons represents the target for a long pass into .

the box and the attackers stand at predetermined __ _
points to receive the ball. Another press of the but-

ton then sends the ball floating in for a corner, ready for the posi-
tioned striker to do their best to slam it in the net.

A Hey! Come bock! | wos only kidding when |
said thot | enjoyed playing with you oll!

The pad is used in conjunction with the fire buttons to pass or punt the ball. The
pod moves the nearest player to the ball in the customary eight directions, whilst
passing depends on the proximity of your nearest on-screen colleague.

How To Control

KICK BALL

KICK BALL KICK BALL

START: STARTS/PAUSES GAME
SELECT: NOT USED

NOT USED

How To Pluy Okay, see if you can get your head around this. There are two teams of eleven
players, right? They each have this thing called a ‘goal’. Still with me? Right, using

a large infloted leather sphere called o ‘ball’ the object of Football is to kick this object into your

opponent’s ‘goal’. The player who does this the most wins.




SCORING THE
MERRETT WAY...

I e Although the action is played across a hori-
zontally-scrolling pitch, whenever a particularly
tasty crack at goal is made, the action switches to
a viewpoint directly behind the 'keeper...

A Super soccer odion os the referee tosses the
coin. Do-er missus!

HACK ‘EM
DOWN?

Of course, Football wouldn’t be
Football without fouls, and Super
Goal has late tackle fun a-plenty!
Although there is an option to
ignore any fouling, playing Super Goal with the
option on makes for a slightly more skillful game.
However, before sneaking up behind a rampag-
ing striker and lopping his legs from under him,
be warned that the invisible in-game Ref has eyes
and ears everywhere - in fact, he's so
omnipresent he surely ranks as a deity! That said,
though, although fouls are recognised and free
kicks given to the crocked player, very few red or
vellow cards are handed out.
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2----Confmlling the larger Goalie sprite, the
player is given a split-second chance to send their
'keeper in whatever direction the ball is travelling.
Depending on their speed, a save 1s made or the
ball is palmed off for a corner...

- "'1.!' ETART TT- .

A Super soccer action is present at ol times

3-...Alfernuiive|y - and more likely at first - it hits = during the gome, Thrill also fo the delights of
the back of the net! All that remains then is a bit of ~ Ihescoreboard.
aprés-goal snogging before play resumes.
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A

A Giont joypads invade Anfield.

PICK A TEAM,
ANY TEAM...

No less than 24 international
teams are available to control,
ranging from mighty giants such
as Brazil and Germany to the
not-so hot Canadian and
Japanese elevens. When playing
a friendly match, the player is
invited to select the team they
wish to play as and their opponent. Each of the
teams is given three main characteristics -
defence, attack, and speed - and their ability in
each of these fields is depicted by a coloured bar.
Obviously, the lesser team have shorter bars, and
this allows the player to select the difficulty of
their opponent by gradually working their way up
from the two aforementioned amateur teams to
the slightly more adept players from, say, Sweden
or Denmark.
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COMMENT

| couldn’t believe it the first
time my on-screen striker
kicked the ball - the explo-
sive sound effect left me
; . wondering if he had fired o
'{ ~ "@ cannon! Yessiree, Super

Goal is certainly a lot of fun
E-E'E - but for all the wrong rea-
i, sons. Once you have settled
STEWE down after hearing the
over-the-top sound effects,
and have finished wondering why the
music sounds like the tunes normally
heard when meeting a ‘Boss’ creature in a
shoot ‘em up, it's time to get to grips with
Super Goal’s playability - which, sadly,

snoor isn’t as long-lasting as the said mirth. At

first, all seems fine and dandy; the players

Youn snor receive passes with some of the nicest ani-

mation to grace a Footy game, but the

number of shots soon proves limiting, and =
It has to be said that Super 5'"'?5 any further eninrmen:li. ) ut:idiiinn, PR Al HTA"o"
Goal's computer-controlled scoring goals often proves impossible -n
Godalies are cat-like super- thun!ts to 1h? unbelievable ref_le:es' of the —
heroes who rarely drop or goalies - whilst on other !.H:EHSIBI:IS it Lowds of options, ranging from a thoice of
fuhlsibakall Asdirasilt of proves extremely easy. Such basic flaws team fo the ability 1o odd or remove fouls from
Hieir dlasticity. ivs pal and dull action eventually kills off any fun ;ﬁ“**jzmx Is also available to keep
iR b B r el e ) to be had from Super Goal, and once e e
in a 0-0 draw. If this hﬂppE‘l"‘lS, ﬂguin leaves 5uper NES owners no closer

i,
. e

a penalty shoot-out is used to to the uitimate Soccer game. | ",“
decide the winner. Switching i

the view to that of behind the . e oy A
- 4T ¥ o : .-'h?' 50 | "

penalty taker, the player con- G .H ,!_"? g v _"‘! _g" The different viewpoints are a really nice
trols either the 'keeper or the e e 2RO i TSV T louch and add variety to the oction.
taker, using the stick to decide [ oS nitte B oon 36 -0 SN of vorioty between the players and

S Y. : | oy [P g e = LD | some odherence to the colours of the interna-
which direction to dive or - fonal this would've been nics.
shoot, and the pad's button to |
actually kick the ball or
prompt the dive.

—

=
]

g Although improssive, the sound eHfects and
HI !;'i' il in-game music are completely inapprogriate,
{!.'M COMMENT ‘ After all, | know lan Wright hos o hard shet, but

it doesn’t let olf an almighty bang as it leaves
-,r Remember Jaleco’s Goal his foot!

on the NES? Yep, it has

been fully revised for the g
16-bit system in all its : Puv“u,n
abhorrence. Actually, Super W | , }

Goal doesn’t play too | . _i
badly, partly because it's |
slower and more control-

lable than the recent Super

Kick Off. There is no vast

set of options to keep you A Super soccer adtion

from the action, and in-game strategy is W Super soccer oxtio & erBu'"

simple to control. However, when you see 4

the pitch and players it's a complete let-

down. The visuals have a distinct 8-bit Bl thave ave n vl of uaskigh
appearance and sound is strangely havd %5 beot feoms. the oction is joo dull and
detached from the action, more in keeping there ore too few moves lo sustain interest.
with the like of Ramparts. An effort has

been made to give the game some glam-

our, with cut-in shots from behind the goal i
and the odd scene of jubilation, but the )
substance of the game is no better than . OVERAll
average. One major flaw, common to —

many football games, is that it's very hard _

to score because of the clairvoyant goalie ' A nice enough Football game,
system. Why not make the ‘keepers a little ) but still far from an essential
more fallible, and moke the game a lot . buy. Too many flaws relegate this
more exciting? Despite its tawdry appear- L | 1o the lower divisions.

ance, Super Goal isn’t any worse than the

football attempts on the Super NES - it

merely joins them at the bottom of the

Second Division.

Easy enough o get inlo, and the difforent
kicks and headers are instinctive 1o use.
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CVG

BRITAIN S BEST SELLING
MULTI-FORMAT MAG

CVG is the biggest and brightest multi-format
mag around, covering the hot games for the hot
computers and consoles, each and every month,

And when you buy CVG you don't just get one
magazine - you also receive GO!, the definitive
guide to hand-held video gaming - FREE!
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VALKEN ACE!

1ST DAY SCORE
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ORIGIN

Cybernator, known in Japan as
Valken, is an original produdt
from the programmers of such
dassics as Hellfire, Prince of
Persio and Gynoug. The
imagery employed is reminis-
cent of the classic Monga fitles
such as Gundam and Gunhed
but is no relation. We've been
waiting ages for this game, and
here it is, at last!
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HEW POWER GENERATION

Cybernator comes
with the most awe-
some presentation
ever seen this side
'ﬁbui a CD game. But

% does this make it
Great? As Tim says,
. the overdose of text
‘s "™ and intermission
screens may prove
an annoyance when
all you really want to
do is play the game. However,
Cybernator is a strange beast all
round, the feel of the game is very
different from the accepted blaster
format in that every obstacle
requires more thought than usual.
This isn’t like the swarm swatting
antics usually found but more of an
excercise in cool and calculated pre-
cision. In this context the idea of o
story unfolding as the game pro-
gresses works very well. Konami are
obviously attempting something dif-
ferent and, in my view, it's a wel-
come change. | love the Manga-style
approach and it transforms the

The Assoult

SUIT in oction. Just game into something more whole-
; fookutnlorqood- some than expected. What's more,
| ness' saks! Woofl the Assault SUIT itself is quite an

intricate character to control but
responds extremely well to the com-
mands made from the joypad.
Without wanting to spoil things too
much for you, the plot of the game
can also be affected depending on
Jake’s performance - which adds
further to the game’s lasting appeal.
It may not provide the pure adrena-
lin rush that Contra Spirits gives but
Cybernator still rates as one of THE
top platform shoot ‘em ups available
for the Super NES and | can’t think
why anyone would be dumb enough

mpnllhu uil. an"ve w n get it!
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Yet more incredible Cybernotor action!

Py attention in the important briefings or suffer!
»
O Il'-n - 2
'*_'"I s
e your 0s the moves in! Be careful Joka! You're our only hope...
Lo P
'3 i'j'_li tﬂl‘ . ‘:.*-'.' 'HI‘ ‘ A\ vj‘{‘""l" ‘Hi‘h_'
VERSIS VERSUS... J
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The SUIT is controlled on the ground by the usual left/right D-pad movements.
The position of the gun is effected by the rotation of the D-pad also. When air-
borne, the Assault suit's movements correspond with those of the D-pad.

o EEEmE T L T e — .

HOLD POSITION/RAISE SHIELD \ STARTS AND PAUSES THE GAME |

- l

How To Pl[]y Help Jake to accomplish his mission by navigating his Assault SUIT through a suc-
cession of battle zones, collecting power-ups and other useful icons along the way.
Blast the opposition to smithereens in accordance with the orders from home base!




Surrounded, Joke looks for an open
ing and decides: “No problem!"

Kerr-acck! Kashooom!! Ksshhh-ing!!!

Missile attock! Acquire o vantoge point ond let rip!!

COMMENT

We've been slobbering
in anticiaption of this
latest Konami blaster for
ages now, and when |
finally got to play the
game my initial reac-
tions were so enthusias-
tic they're unprintable
here! Cybernator is,
quite simply, an AWE-
SOME game in just about every respect.
But for me it has one fairly major flaw:
the flow of this hyper hard blaster is
often interrupted by quite useless text
which flashes up and freezes the game!
Sadly, my reactions to this are unprint-
able anywhere. There’s nothing quite
so annoying as finding yourself in the
middle of some completely topper
mega blast frenzy when some jerk pops
up on the screen and tells you some-
thing you knew already! Not only that,
he takes a good three lines to say it,
and by then you've completely lost the
flow of the game. Having said that, a
major reason why this is so annoying is
that the game itself is just so amazing
to play! Were the graphics, sound and
gameplay anything less than the com-
plete brilliance they actually are | might
forgive the intrusion, but with
Cybernator all you want to do is blast
Blast BLAST! If Konami had thought to
include an option allowing you to turn
off the speech this game would have
won my highest accolade. As it stands,
its still a brilliant -if slightly flawed -
blaster you can’t afford to miss!

]

* PLAYABILITY

. _'E‘ié'.d
i i3

JESENTATION

The best presentation to be found in nn'r
game on the Super NES 1o date,

The animation of the main sprite has 1o be
soen to be belleved! The backgiounds are stun-
ning. There's very little 1o criticise ot alll
~Apurt from some rubbishy-looking Mode 7

type explosions.

Fanatastic orchestrated sound tracks mixed
with funky grooves joined by greal effects.

Intense gomeploy that doesa’t ket go. Control
of the Assoult SUIT is very involved but simple
to master and, in the end, superb! The plot of
the story changes end keeps the lension os
ﬁﬂlmuprmﬂrmg

= LASTABILITY

The game is quite lorge ond the dhollenge
lovel is high. With the likelyhood of plot
changes and the sheer guality of the cart it is
surely one 1o come back to,

OVERALL

A high quality blast with enough
novel features to mark it o head
above the rest. However some
may find the excessive presenta-
tion a bit too much.

e o S e
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first shot. All in all it makes for a cash-filled

jamboree of woods, lrnns, allly lrwurs and
Pringle sweaters.

an all the fun of the Skins Game {upurl
from all the money, of course) is brought to
you courtesy of Irem. Their new Super NES
title, the Irem Skins Game, is a conversion of
their fairly popular golfing coin-op, and this
conversion features all the gubbins that made
the original a success - plus a couple of extra
features, too!
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CLUB) [DIRECTION] [STANCE | [POWER] |G1U

A 0K, fine. So which ball is it that | hit, exactly?

PEAY L ROEND AT

FT ] et I

[UB] [DIR ECTIUH][STHHCE}C

' - Along with the Skins Game itself, there are o . ey
HELEASE couple c_af other murnnmeqt games to enjoy e | o o e
packed into the cart. The first is a standard tour- oy qu N
TBA nament option which pits up to four players ' . -}Hw; 1 ffh .” fi
couTROL against one unnth?r and a wthE: host of comput- w; 5o
er opponents ranging from the dismal to the daz- TOTAL PRIZE " 1; :
JOYPAD zling, the object being to complete the course in e o e P
GAME nIFF|c“L" fewer strokes than anyone else. Match Play mode RAD 7 T SO "
pits two players against each other over eighteen {EHHPL 0O SK 1::3 ;r_-("ﬂ

MEDIUM holes. The person who completes the course In

b |
the fewest strokes taketh the prize. Finally, Strok .
couTIHUEs e fewest strokes take e prize. Finally, Stroke = \

Play Mode rears its head. It's pretty much the

N/A same as Match Play but allows up to four players pun—— .;—-- e
SKILL LEVELS to participate. ) (DIRECTION) | | [BOHER) (SIVE UD

1
RESPONSIVENESS
GOOD

1ST DAY SCORE
$60000

Conversion of the Irem coin-op
based around the American
Skins golf tournaments - where
each hole has an enormous cash
prize!

Use the directional pad and the buttons to select clubs, change stance, alter the
direction or angle of the shot and choose your silly jumpers (well, maybe not that
last one).

How To Control

Go back one screen/Cancel
names in input screen.

Go back one screen/Cancel
names in input screen.

Moves the cursor/selects mode in
options/skip screen presentation

START: Open/close score window,
SELECT: Nought-ola.

L/R BUTTON: Move the cursor
left/right in the game screen.

How To Pluy Use the joypad to select your clubs, choose your shot from straight, hook or slice,
and hit the ball at a power of your choosing. Complete each hole in fewer shots

than your opponents to win the cash, or in the least number of shots possible if playing a regular

tournament.

DA .
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gl There are four characters for the Irem Skins player to choose from,
) # ki - ' | each with their own golfing strengths and weaknesses. Sadly, none
3 I O i i of them has a snappy (or even sensible) line in trousers, and most
t By ! - —-fl-'- " ) 9 favour ridiculous hats to complete their ouffits. -l
| . HER) LCLUE UE MR LONGSHOT A moustachioed pro with loads of power to his
swing, but not enough control over his shots. A lack of finesse, as
pretentious golf fans would have it.
MR EVENHAND A bit of a veteran this one. Excellent control of
both technique and distance, but he doesn’t really excel in any one
field. Best shot for beginners.
MS STRONGGREEN Outstanding technical expertise and an excel-
lent putting game. Sadly, being a weak and feeble stereotype she

‘I N A Yes, he is going to hit that tree. ldiot!

] -y
e

)
S1GIVE UP)

"m&“ﬁ “I:' 'l lacks the power needed for long distances.
:;Tnd I;h:;f sl MR CURVECLUB An expert at the old stunt shot, Mr Curveclub has

an amazing, er, curveclub technique. Distance is pretty average,
but his special shots are very accurate

Irem Skins takes a different
approach to the other
Super NES golf games, and
the result is a mixture of
> good and bad. The down-
s g side first. Having only one
course seriously detracts
J from the lasting-interest of
wrl the ;;':.;l;l, and smr;e of "TI:
use eatures of PGA (like
GuUsS the distance judging cursor)
are missed here. On the plus side, the
arcade ‘feel’ to the game shows in the con-
siderable pace at which it plays. Some of
the holes are very tough, with water and
tree hazards everywhere. Duffing the ball
is easy, and a nice touch is the variable dif-
ficulty set for each type of shot with each
club. The game certainly isn’t a walkover.
Presentation is excellent, with Irem’s typical
‘James Last on Acid’ musical backrounds,
and nice panorama parallax as you aim
your shots. The clear, quick shot selection
system has been well though out, and of
course, four players are sustained. There's
no point complaining that some of the
of PGA is missing, because this caters
to a less involved type of golf fan, who
wants a slick, fun knockaround.

O X R 27 =8
w7 U S

A LEISET 10 WL Bl Gl =es

A Right! Well, | guess the drinks are on Rad then! A Phew! Put it down, we con smell you from here!

THE"WORED EXPECTY THE POSE

Stance and posture are two very important things to a golfer. Not only does this mean

ne or she can look smart when walking down the street and balance books on their
neads, it also enables them to slice and curve balls to the side, helping them avoid
say, clumps of trees in the middle-distance of their stroke.To replicate this in the Skins
Game, simply highlight the STANCE option and curve the arrow to select exactly how
much curvature you require for your shot. However, be careful not to overdo it or you
end up out of bounds and two shots down.,

’ 95 NINTENDO



L35 ‘An "lwlh& done my back in..."

SRR L

/.. Plenty of stats, smart cut-seroens and inter-
(B 3 W PN, T2t U e L LT missions, an impressive course and hole

: s i overview between each loirway.
" No real options to speak of.

A Ping hat and imusaﬁ? Why, it must be that
Dove Kelsall, 0 & i CrioaREd! The ore mustve been

R

J | I TL!«-
The SNES _ _ !
:_j‘“;:_'r::“r é - ' 1 m golfer graphics and smart scoling ond
golf : ‘ . Theview of the green is confusing until you
(€ games, but R T B R —
- the Skins On the far right of the screen is the spin gauge. )
- Gameisa Once your club has been selected, the pointer in
Ty e bit differ- the gauge begins to move up and down. A
Ly o Tient.l¥sa halfway mark divides the gauge between low

shots on the top half of the gauge and back spin
(high) shots on the bottom half of the scale.
There is also a red danger section at the very top
Tour Golf for starters, which and bottom of the gauge. If you hit the ball

is hardly surprising seeing whilst the pointer is in one of those, your shot is
as it's an arcade conver- hﬂpﬂlﬂ‘ﬁ&t‘y’ fluffed. The size of the gauge and
sion. This means it moves a danger zones and the speed of the pointer

lot faster than most ﬂg'f dEpEﬂd on the club USEd, the power with which
games and there’s less the ball is hit l:l+ it's maximum overkill pGWEF‘}
EI'HFI'IHEIE on the technical and whether the ball is in the T'U'l.llgh or not. So
uspe.ﬂls uf 'I'hE game und gEHﬂ}" fupping a ball on the f[]iﬁ‘u’ﬂ'}’ UE'H"“Ig a dri-
less knowledge of golf ver yields a long gauge with a slow-moving
required. However, it also pointer and virtually no red zones, whilst trying

RA D lot less

simulation-
esque than things like PGA

,!ﬂ, 4. A selection of golfworthy tunes occompany
| play, although they stop whilst the shot is
taken. Oul of respect, no doubt.

 The effects are a little limited (whack,

thump, tinkle etc).

15 There's the Skins and the Tournament
options to beat, the latter being pretty tricky.
 There's only one course to challenge you,

means it's not qu“e as to smack a ball off the rough near a water haz-
uhsgrhing or rglulinn as ard with the same club means a |'ir'l‘}-' weeny
most gg]f games. That suid; gauge almost EDI‘I"IpiEfEhf GCCUF}!'E.'d b'f dl:lr"lgE.‘l'
The Skins Game isn‘t QUHE zones and a super-fast pointer!

as boring as you might
think. Your golfer is still
capable of plenty of inter-
esting (if a little unfeasible)
shots, and some of the
holes do require a bit of
thought to get through.
Unfortunately though, once
you've worked out how to
beat each hole a lot of the
challenge disappears as
there's only one course to
play. Overall, The Irem
Skins Game is an enjoyable
cart for a quick round now
and then, but lacks the
depth and variety needed
to satisfy golf fans or pro-
vide real long-term appeal.

. Fast-moving (for o goll game) and enough

options to keep things interesting.
" I¥'s not particularly realistic, which may

annoy some gollers.

A fun game which may not be
realistic enough for some people
and doesn’t hold enormous long-
term lastability. Go for it if you're
after a stress-free and relaxing
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- Our Celtish correspondent GUS SWAN searches his spori
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= _--.,_:__gn eye over the Game Boy goodies he finds Ihereln... il
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“HGIH The game itself plays in two ®

- £24.99 - . parts: firing cannon-balls at °

HMIMII | _ invaders and repairing any dam-
:.f; " age to your castle in a Tetris-like @
:,: Rﬂmpurls seems to be uﬂﬂul‘lmg race against the clock. The prob- @
s ’I‘ha console world at the = lem is, 1hese two s’mges are sep- -
L‘, - moment, with versions available umia.u D —
rr:;. ~ for just about every format. This,  gra *”'}" .j it *f“m i F{.‘. ;”r;.“ﬁ ]
; ~ like most of the ol'hlr:, has  make-ov ,.: \h I's . Tl i il i
b !: ~ stayed true to the game despite ) ﬂ ’aj ‘”;-Ij‘hﬂ ?;,“m“.{j i el
t!:-. i ﬂ‘flb Game Boy's limitations, on ren- >
“'-' : Bacnusa the screen is so small, it Inr-lil‘-ca uﬂucka hero SCOALLE L O
S :;:rnlls to keep mi i fa "“'
rh '-;.'- !_.-_.‘ e ||m|
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H,gl ° expire, then the ploy-
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Thus, your other main

— A tosk is to blow the living day-

i i‘i I lghh‘. out of anything airborne.
This is an amaozingly accurate

= ® |n 1986, Archer Maclean devised ~ conversion, given the Game
RRRERE] ® the greatest Defender clone for Boy’s diminutive screen size. The
i _ltisetaken its time, but graphics and game feel are
earning to deal
kes a while but

s here for the excellent, and
with the inerti

o becomes se ‘{'-_J at ure when
5 thrar is _ : i i'ir erec "':U ."'.i .!hIS IS
given a limited fime yec "= great X a1 _4 'ri_'
mwhuhl‘urmuuny.‘l’ﬂkﬂs p|ﬂEE over a hﬂl‘lzﬂ" . 1me fo stic 4 L
domage fo their cos- g scrolling moonscape il h L ;’ Fﬂ 1"‘
les. ey flla ¢ spaceman out fo prfect thews ihours: et
plug all the gaps, they ® occupants of a pf inet base. You
ore rendered men are in little l': Ips : el
s N N T unormed for the net @ trundling over the st irf
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£24.99
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This new platform romp from
Oceon is in many ways lll'ﬂllﬂr in
the Burger Emporium I::o-ur?nﬁ

Wi convenient und familiar Mﬂnﬂ

Al qffair whilst picking up as many
" the same name: ql.llfﬂ ﬂlﬁﬁrbf AN, Eﬂh‘len Arches(TM) as, possible.
manufactured, bearing no ‘PﬂﬂlT 10 ‘The action is the usual platform
nal features, huj[w WTIGUEIVH ; i[ﬂfe of jumping on blocks, avoid-

~ yourself going back every so
oﬂen The squm:ho is o hlﬂhﬂ

rescue ﬁﬂnﬂld pmmmmr .: :: Y

i 'thruugh to the next forest lml
“The graphical style i§ claﬂl" but
Ehghﬂ'}f clumsy, WIH'I an umphusls
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.in;g water/baddies and rrInldm it |

on simplicity thot leans to dull-
ness, It's a hard game, and you'll
find yourself falling foul of many
tricky bits, and the game lacks a
continue option. On balance,
you are sure fo get some solid, if
unsurprising enjoyment from
McDonaldland.

PRESENTATION 77%

GRAPHICS 79%
SOUND 64%
PLAYABILITY 78%
| 72%
78%
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TITUS
£24.99
RELEASE:Out Now

The Bros are in trouble - with the
law, and just about everyone
eise in town. The plon is to get @
band together and rock everyone
back into harmony, sort of Live
Aid style. The problem is getting
Jake and Elwood through some
really hostile territories like the
local Mall, @ warehouse and. the
town’s sewer system. This is the
gist of Blues Brothers Game Boy,
Titus’ third attempt at the game
on a different system. The basis
of the game is o series of
scrolling platform levels, lifts and
the odd bomb in a box. Police
are ready to shoot on sight,
ogainst which you only have
packing cases to throw as protec-
tion. Little more need be said
past the fact that the failings of
*he other two versions persist
nere. The graphics are poor, the
gameplay has nothing in com-
mon with the film, and what
platform action there is tarnishes
very quickly. This version is a

5. ightly improved version of the

Jake and Elwood hit
the Gome Boy's
monochromafic screen
with oll the impadt of

NES game, with the level layouts
slightly changed and the most
annoying aspects of the game
ironed out. The challenge level

is still high, and there is now an the NES and Super
aim - collecting records - which NES versions - basi-
has been transported from the lly, none at all...

Super NES gome. However, silk
purses have not come from
sow’s ears in this case, and the
Game Boy masses, including
fans of the film, are advised to
give this a reasonably wide

berth.
PRESENTATION 1 67%
GRAPHICS 58%
SOUND 47%
PLAYABILITY 585%
LASTABILITY ~ 50%
OVERALL 53%
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The hand- hplgi version -n!Prinee
Valiant, Gdgnr,i s/new roistering
hero, is a real departure from:

the NES va?ﬁon Ins‘l‘eud"&f ﬁlaf-
brm action, an

¢ wnﬂdmup" Vi “'_;_j. |
moatrix. Thawnrld is '= |

ppnrl After :nmmancmg, ‘the
game is split in two parts. The
strategy screen shows all the
ondscape features and where all
the characters are located. From
here you select a player and
zoom in on the square he com-
mands. You move him across the
map, turning each square he
enters fo your colour. The objec-
five is to surround enemy castles
with squares of your colour, and
thus conquer them. The sacand
phase of the game starts if two
players characters into the same
quare. The victor is sorted out

a fire-fight, within which each

character has their own special
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-WEmn. Bm all the castles are
‘faken, the game is won. There is

a range of options regarding

| I_ :_'anemy mfeﬂlgm and world
.-_sma Game Boy Pda:u Valiant is
more qngmul ihdn its NES coun-

tarpurt,{hut |usl as simplistic in

“ferms of gmphﬁﬂ!*und gameplay.
-Absarbing for the first few turns,
but its ||mih‘lﬁum ultimately let it

_ -'dnw'n
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GRAPHICS

SOUND

PLAY.

am: “of which was &
nmund the idea of setting traps
tor an unknowing second player.
This new Game Boy title is a trip
down memory lane for tricksters
who remember planting bombs
in boxes and dropping coconuts
from trees.
The object for both White and
Black spies is to collect the
attaché case and the five impor-
tant documents from chests litter-
ing the maze levels. Once all
these items are collected, the
winning spy makes his way to the
exit and the next level. Both spies
play to a strict time limit. Traps
are a diversionary tactic. Plant
one and any Spy who triggers it
will be stunned for valuable sec-
onds, and lose any items they
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ENTERTAINNMENT EYETEN ENTERTAINRENT SYETEN

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...

Distribution: Banda) UK Lid, (UK). Unit 26/27
Fareham Industrial Park, Fareham, Hants PO 16 BXB




Ii the thought of dribbling, pushing and hooping reminds you
of your senile granny you’re obviously not a basketball fan.
For indeed, these terms belong with the amazingly popular
American sport of basketball. This sport sees a number of
lanky chaps running up and down a court trying to get a ball
into their opponents’, um, basket. The game originated many
years back at an orphans’ home in the States, Rad informs vus,
where the proprietor nailed an old wastebin to a wall and
kept the urchins occupied by trying to throw balls into it. Of
course, this great idea spread and became the foundation for
one of the worlds top sports. Good thing they didn't have
wheely bins in those days, eh?

Tecmo Super NBA brings all the excitement of the game to
the SNES, with the player taking control of his or her favourite
real-life NBA team and trying their best to take them to the
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RELEASE
TBA

CONTROL
JOYPAD

GAME DIFFICULTY
MEDIUM

CONTINUES
N/A

]SI(I LL LEVELS

RESPONSIVENESS
VERY GOOD INDEED

1ST DAY SCORE
46-42 (Doh!)

ORIGIN

Another officially licensed NBA .
basketball game, this time from
Tecmo.

Use your trusty joypad to move your players around the old basketball court
attempting to gain possession of the ball and score points. Each button has one
or two different functions, depending on whether the player has the ball or not.

How To Control

Pass the ball.

START: Nothing.
SELECT: Switch to menu screen.

How To Pl{]rr Use the joypad and buttons to perform combinations of moves on the basketball
court. The idea is to take on the other NBA teams and win those play-offs to
become the top basketball team of all time.
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It must be said that at first

. m?‘ glance Super NBA is very
- @ 80 similar indeed to Bulls v
Lakers. However, once you
: \ get into :Lthern'l ::;n l
2N o . more in this than clas-
kﬂu sic Megadrive basketball
N3 sim. Certainly the the
~N % graphics are almost exactly
rRAD the same, apart from the
pretty excellent animated
cut sequences, and the on-court action isn’t
really that much different, but that's no bad
thing. What really makes Super NBA is the
sheer wealth of options and the great play-
book. At first, this doesn’t really seem to
make much difference and everyone just
legs it around in a seemingly random fash-
: : _ ion, but soon enough you get to grips it and
ol - e N P you even find yourself spotting what play
L':"-": S T o0 s mmaty s l'hl other team is employing, and changing
- :f..'::‘ S et L R vl M B BT yours to combat it! It's all very fast too, and
4 R the ball movement and collision detection
ft TR o % are as accurate as possible. If you're a
Super NES-owning basketball fan or you're
just interested in o fast, exciting and in-
depth sports sim, buy Supor NBA.

s TR

A b opon

103 NINTENDO
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NBA is a

laudable
effort at
Basketball
game from
Tecmo. Its
most strik-

., . ing feature

is its
cus speed. The

game plays about twice as
fast as Bulls v Lakers - and
that’'s on slow mode! The
joypad functions are com-
prehensive, if a bit awk-
ward to use. The on-screen
presentation is particularly
impressive, with scorers
well marked, and players
well defined. NBA is not
short of the stats and fea-
tures that Bulls v Lakers
was famous for. In fact,
there must be even more
on this - with strategies,
player profiles and team
standings. It all becomes a
bit of a labyrinth. That's
why it's comforting to now
that at the heart of it all
there is a good on-court
game. However, a couple
of niggles remain, centred
around the easiness of
fouling accidentally and the
tendency of some of your
guys to play like spanners.
Barring that, sports fans
should go for this without
hesitation.

A Loods of options, cut streens, siots ond
intermissions mean presentation is of o high
riondord throughout. " ]

A Big, well drown ond superbly-animated
. sprites bound oround o defoiled court scene,
W Sodly, thet one background does get o bit
| dull ohter o while.

A Good selection of court.relgted eHecis ond
not bod music which accompenies the game,
T The effects lose their voriety ohter conting.

A There's loods 1o keep the player occupied,
with scores of plays ond loods of fost ond

responsive oction.

A Al the NB2 teoms ore here, ond you won -
beat the ploy-offs overnight. Still, there's

olwoys the tws-ployer mode.
W Net much voriety, whot with it being o

As fine a basketball game as
there is. Uses all the best ideas
from previous basketball games
and adds a lot of good ideas of
its own. Highly recommended.




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!

' un.nu:m‘r NOV. 7,
1992 65p
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2 SUPER ummﬂm SYSTEMS AND KICK I“I' “m"
T DFF3EAMES'IAVIPIJAHIUTATI£EIISI

PLUS!! NOW WITH MEAN FOOTBALL COMPUTER
GAME REVIEWS, TOP TENS, AND VERDICTS FROM A

TOP PREMIER LEAGUE STAR - GET IT OR REGRET IT!




FINAL FIGHT

BY:NINTENDO
£44.95

Capcom’s answer to the
Double Dragon series was
also one of the first Super
NES games to reach Britain.
Set in a New York of the
near future, Final Fight fol-
lows the fortunes of Haggar,
the city's street-fighting
Mayor or his great mate,
Cody, as they trek across
the scum-ridden streets in
search of Haggar's kid-
napped daughter. Played
across a series of horizontal-
ly-scrolling stages, the play-

PRESENTATION 70% GRAPHICS 84°% SOUND 79%
. PLAYABILITY 83% LASTABILITY 72% OVERALL 76%

STREET FIGHTER 1i

BY:NINTENDO
£64.95

er guides their chosen char-
acter as they punch, kick and
use all manner of unorthodox
moves against the many
hoodlums they encounter.
Whilst Final Fight proves fairly
entertaining, very little skill is
needed, and the variety
between the levels is limited
to changing the backdrops.
True, the same applies to the
coin-op, but even so Final
Fight looks very dated and
has since been superceded by
its many clones.

Hold on a minute, I'm preaching to PRESENTATION 93%
the converted here, aren’t 12 The ulti- GRAPHICS 95%

mate coin-op reaches the Super NES SOUND 91%

in the best arcade conversion to hit PLAYABILITY 96%

the machine! A 16 Meg cart, all your LASTABILITY 95%
favourite coin-op fighters have been QOVERALL 96%

recreated, ranging from lard-boy
Hondao to the well fit Chun-Li. In case you've had your head
buried in a deep hole for the last year or so, Street Fighter |l
allows the player to choose one of eight fighters - who they duly
use to wipe the floor with the other seven contenders and the
final four champions. It's hard knowing where to start praising
Street Fighter Il as everything about the game is brilliant, The
moves are easily put together into combinations, and each char-
acter has specific strengths and weaknesses which require gen-
vine skill to monopolise. In addition, graphically, Street Fighter ||
is a near perfect recreation of the coin-op which features all the
backdrops and touches which made the coin-op so special. A
stunning game,
Street Fighter Il is
one of the few
games which
every Super NES
owner should
own. Get a copy
now or spend
the rest of your
life being
mocked by the
rest of the
world...

TK o BY:SOFEL £49.99

Boxing games rarely work as
they offer little variety in terms
of action, and skill rarely plays
a part. True, this could also be
said of the real thing but I'm
sure Nigel Benn and Co have
certain strategies when enter-
ing the ring. TKO is the perfect
example of how not to write a
boxing game. Viewed from a
side-on perspective, it is graph-
ically reminiscent of Activision’s
ancient Barry McGuigan

licence, and even now, some six
years later, the Activision game
still offers more fun than TKO.
Although a wide range of box-
ers line up to take the player
on, | doubt whether many peo-
ple could be bothered to play
past the second or third, as the
rounds seem to stretch for days
and the chances of any lasting
interest is about os likely as
Eldorado surviving until next
Christmas.

PRESENTATION 83% GRAPHICS 52%
SOUND 18% PLAYABILITY 37%
LASTABILITY 27% OVERALL 36%

SUPER DOUBLE
DRAGON

BY:TRADEWEST
£44.95

Billy and his brother Jimmy have been slugging away for as long
long as | can remember, and not one of their adventures has struck
me as particularly good. For their Super NES debut both retain their
girly pink and blue ouffits, but also benefit from the addition of a
load of new moves and blocks. Thus, amidst the trading of punches
and kicks, it's also possible to add a little spice to the proceedings
by grabbing an opponent by their hair and

kneeing them in the face - or grabbing PRESENTATION 66%
their fist as they swing a punch, twisting it GRAPHICS 73%
behind their back and laying into them! SOUND 69%

Super Double Dragon makes good use of PLAYABILITY 81%
the joypad’s four buttons, and the moves  LASTABILITY 74%
are among some of the most realisticfor OVERALL 73%

such a game. Although the game takes the

player through an airport, up a lift, and eventually into the baddies’
lair, no more than three opponents ever appear on screen, and
they also attack one at a time, making it extremely easy to take
them out. There's also o severe lack of variety in the enemy, with no
real bosses as such. Not bad, but Super Double Dragon doesn’t
quite have the spark to raise itself above average.



BEAT EM UPS

The Super NES may be a relatively new
mmhlno, but it hlll already been
swamped with beat ‘em ups. Obviously
Street Fighter Il has been receiving the
most attention, but just how do the rest
measure vp?

RIVAL TURF

BY:JALECO

£44.95

Oozie Nelson and Jack Flak are two vigilantes who are avenged
to disband the evil Street Kings gang. However, Ozzie and Jack
are also members of a gang - the Final Fight Cloning Association
- ond their adventures run virtually identically to those of Haggar
and Cody. Okay, if an idea is good, people are bound to copy
parts of it whilst adding new ideas, but not so Jaleco, There isn't
a shred of originality in Rival Turf, and all the moves, weapons
and enemies are so familiar you'd expect to experience deja vu
when fighting them. The final nail in Rival Turf’s coffin is that it is
so easy, but | doubt whether many people could be bothered to
struggle through this dull effort, anyway.

PRESENTATION 68%
GRAPHICS 73%
SOUND 70%
PLAYABILITY 68%
LASTABILITY 29%
OVERALL 48%

KING OF THE
MONSTERS

BY:TAKARA
£44.95

A nice twist on the perennial one-on-one fighting idea, King Of
The Monsters replaces the customary street fightin’ dudes with
B-movie-style creatures, and dilches the olleys and back streets
normally associated with the genre for minuscule cities which
get trampled underfoot - classic
stuffl Well, it would be if only pro-

PRESENTATION 80% longed play wasn't so tedious.
GRAPHICS 86% Although the characters are well-
SOUND 76% animated and feature a host of good
m’::::g ::;: moves, standing toe-to-toe with
LASTY another character and sluggin
OVERALL 57% e

away soon gets extremely dull and
even small touches such as tiny heli-
copters appearing to take pot-shots cannot save the day. The old
Rampage coin-op proved that there’s a lot of mileage to be had
from B-movie characters, but sadly King Of The Monsters fea-
tures about much content as the films it is based on.

ULTRAMAN

Another Japanese B-movie hero makes the leap to the Super
NES - and once again the results leave a lot to be desired.
Ultraman is a sixty-feet high superhero who, for reasons known
only to himself, wears what appears to be a large bullet on his
head. Obviously, such an appearance leads to ridicule from
alien dictators and mutant plant life, so a series of single-screen
fight sequences follow - as does instant boredom and the reali-
sation that nearly forty quid has gone on a complete Dodo.

Admittedly, the many foes
Ultraman battles are interest-
ing and wouldn’t look out of
place in such a film, but they
all follow ridiculously simple
attack patterns, and Ultraman
himself is far from the agile
hero we perhaps would hove
expected. As a result of these
combined failings, Ultraman is
a turgid effort which deserves
no attention whatsoever

PRESENTATION 43%
GRAPHICS 62%
SOUND 53%
PLAYABILITY 47%
LASTABILITY 28%
OVERALL 31%

SONIC BLASTMAN

BY:TAITO
£44.95

One of the weirder machines
of late, the Sonic Blastman
coin-op is the modern equiva-
lent of a ‘Test Your Strength’
machine. Using a touch-sensi-
tive pad, to punch a series of
on-screen objects - including
skinheads, lorries and even a
planet - the player is given

the Super NES game is yet
another Double Dragon-style
beat ‘em up to add to the exist-
ing pile. Controlling the blue-
suited hero, numerous levels of
non-stop kicking ‘n’ fumping
action await Blastman, with o
poor imitation of the coin-op
sequences relegated fo sub-
three hits to stop them in their game level. Although the moves
tracks. The harder the player available are often quite humor-
hits the pad, the more on- ous - Blastman picks people up
screen damage is caused, by their hair and shakes them
until the predetermined score  around! - the aoge-old problem of
is eventually matched. repetition soon sets in, and
However, in a game which is another dull beat ‘em up joins
Sonic Blastman by name only,  the rest on the scrap heap.

PRESENTATION 64% GRAPHICS 74% SOUND 61%
PLAYABILITY 79% LASTABILITY 63% OVERALL 65%
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Clayton's |uurnrf is constantly
updated via @ map screen.
However, as well as covering his
inumay the player should also
ry to keep our hero away from
iha chief's warriors who also
move across the map. To do this,
small fraps are at his disposal
and are used to kill off the pur-
suing nasties - but these also
prove hazardous to Clayton's
health, so be warned...
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n rguably the most famous undersea

ret agent ever, Millenium’s James
Pond is set to make his Super NES debut
courtesy of Ocean. Robocod is the fishy
hero’s second outing - his first was an
average arcade/adventure - and pits
James against his long-term nemesis,
Doctor Maybe. In a plot which is set to
shock the world, Maybe has kidnapped
Father Christmas and is using Santa’s pre-
sent-making factory as a production cen-
tre for a new wave of deadly toys. This
obviously would have massive repercus-
sions and could even see Maybe taking
over the World. Enter Pond to try and
thwart his plans.

i

Y
Uyt
\ #'.i

;;E

Starting outside Santa’s sprawling fac-
tory, a number of entrances mark the dif-

ferent areas under Maybe’s control. Each
of these is based on a gift theme, ranging
from toys and sweets to music, and has
been overrun by Maybe’s newly-created
cronies. Luckily, as an aquatic agent, Pond
is armed with a number of special abilities
- including a rather neat expanding
midriff! This means that, in addition to
leaping on his foes a la Mario, our hero
also has the ability to stretch his body in
order to reach those previously inaccessi-
ble areas.
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In its original Amiga and Megadrive
forms, Robocod won all sorts of acclaim for
its fast-moving action and original slant.
Ocean’s conversion is being coded by the
original Millenium team who are also
making additions to the code to make the
most of the Super NES's capabilities.
Robocod is scheduled for a late 1993 A Our fishy hero uses his ability to extend his metallic body enabling him
release. to reach platforms thot are to high to jump upon. Cod boy must be coreful
however, os contact with any flying foes will couse our kipper-like chum to

foll bock down!
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A Robocod tokes to the skies in his very own

privote jet. Foscinating eh!
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® PRICE: TBA
® BY: OCEAN
® PLAYERS :1
® MEGS: 4
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No sooner was the original Amiga version of Robocod finished,
. then Millenium were busy considering ideas for a third game in
3 g o~ B fthe series. Possible mooted titles were The Shrimpsons and

' M Aguabatics, but it was eventually decided that Jomes should

i i head for the moon - thus James Pond lll: Splash Gordon was
il B SN born. Although only at a very early stage of development, Pond
»>8-5-8-2-0-9-85-5.8-8-80-0-0-9-8 lll once again pits James against Maybe, who this time is selling

bits of the moon via a cheese factory he has built there. Using a

special pair of anti-gravity boots which allow him to run across

the ceiling and up walls, numerous alien-infested levels stand E
between Jomes and another show-down with Maybe. As of yet, m;'
nohody has signed the rights to the Super NES version, but

we'll have more news soon!
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A The various levels of Robocod are strewn with
objects which Robocod con collect to enhance his
already marvellous flipper-like skills. Not ol
objeds are useful ond some can kill Robocod on
contac! so wolch it!
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W At the start of the gome our lish finger-eating

chum must enter Maybe's costle 1o toke part in
many fun-packed adventures!

W As you con see from this close-up pic, Robocod

is clearly the most accurate graphicol represento-
tion of o robotic cod ever 1o grace o video gome.
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Super NES game complete (see
on page 38), Ocean are.now
gIhgir attention to NES nni.pqma |
' of LE'hﬂIWE pon. rc ar,

Assuming the rdﬁui either cop, the
player starts the game armed with a hand-
gun and a limited number of bullets. As the
assorted felons pile onto the screen, Riggs
and Murtaugh take themout before moving
on. Of course, the crooks and villains don’t
take too kindly fo this sort of maltreatment,
and much puhching, kicking and throwing
of objects ensues - with direct hits sapping
the good guys' energy bars. As well as their
guns, our heroes are also experts in martial
arts and Riggs is adept at performing flying
kicks whll Huﬂuugh has a real mean right

i
et |

prngress through o series of
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inemies get fougher and larger
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A Riggs listens patiently as &
toining o cream coke diet.

h_

A Thrill as you guide Riggs and Murtaugh

through level after level of deadly pork fighting
and desert combal scenes!

® PRICE: TBA

® BY: OCEAN

® PLAYERS :2

® NES MEGS: 2
G/B MEGS: 1




WIN A SEG
aiGHT N MEGA DRIVE
CAL\- PLUS £200

WORTH OF GAMES!
CALL 0839 99 44 97

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.
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Nintendo

RECEIVE
THE ONLY
NINTENDO MA

MAGAZINE SYSTEM
G AVAILABLE!
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NMS is THE magazine for
your Nintendo System.
Endorsed by Nintendo them-
selves, it is the only official
Nintendo magazine available
in the UK - and offers unri-
valled coverage of what's
what on he Nintendo scene.
NMS features more exclusive
reviews, news and previews
than any other mag could
ever hope for.

. |SUPER NES®|
|
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Put together by the cream of
games players, NMS also
offers the ultimate in players
guides and tips, making it the

-1t's officicl.
wmencene AC IS The Dest -
cneney ot ossity - @y Re Ol felyeyts OFFICICO ...

L B B B BN B BN BN BN BN BN BN B BN BN BN BN N B BN BN BN BN B BN BN BN BN BN B BN BN BN B BN BN BN B B B B B N B B N B N N

I H L EROR and receive

: . . 12 issues United Kingdom £21.40
12 issues for the price of 11 - that's 12issues  Europe (air mail £98 00
one issue - 12 issues  Rest of World (air mail) £50.00

-
1 1 would like a subscription to NMS for 12 issues

Post Code

I | enclose a cheque/postal order Subs will be processed as quickly as possiDie
I but you should allow 28 days for the orger to be
made payable to EMAP Images processed and expect to receive the first avail-

I Ltd. for E able issue after that. '
et : I - Fulfilment : Peterbgrough Malling, 21 The Square '
e\ I Source Code : NMS 0001 Vicarage Farm Road, Peterborough, PE1 5TT

R[mm‘ﬂnwi L—_-—_————————————-_—
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he Super NES has its fair share of
every kind of game, except perhaps
for RPGs. A move to redress this imbal-
ance is coming soon in the shape of
. Drahkken from Infogrames. This
. involved adventure takes you to the Isle
. of Drahkken, where a monster race are
planning the final dasirucﬂun of
mankind.

Stopping them means controlling four
different characters, each with their own
skill class. You must guide them across
the four island zones, making alliances,
carrying out tasks, and fighting a lot of
monsters, Places of interest worth visiting
include the castles of the Drahkken
princes, and the mysterious shrines of
the priests of Anak. They do a nifty line
in resurrection at no extra charge.

, Drahkken was originally pro-
- grammed for the Amiga, and was quite a
success a couple of years ago. The con-

vertors for the Super NES are Kemco,
who have produced a real variety of
games like Top Gear and Phalanx, and
now Drohkken. How will it fare the rigor-
ous NMS Review treatment?
Unfortunately we weren’t able to cram
the full works into this issue, so tune in
next month and you surely will find out!

HF"

NEW VIEW

One Drahkken feature of note is the use of Mode 7
‘ 1 A i o = — to create an outside environment. With your char- N:f1f R T
| vou HAVE JusT 2 : acters out of view you're able to move round the "' TR AT "-F (1L ettt

' : island from a ‘driver’s eye’ viewpoint in fast 3-D. T'f .I S + (i R i Gy
To enhance the natural look, the outside landscape i SLGHHE L ik

I-Ilililllliilill}ll

J'f'

S TEFFPED INTO THE

CASTLE OF THE ERRTH = . , 3 ;
| : i - e i L0 . cycles through bright daylight to starry night, with
e S S ) i dalal S | spectacular sunsrises and sets in between. As you'd

expect, travelling ot night is a risky prospect!

| “eEveEN HORDKHEN'S [
CASTLE WAS LEFT A
PILE OF RUBBLE.

- v
= —_—_—— 1wt S 101

PRICE: £44.99
BY: INFOGRAMMES
PLAYERS :1

MEGS: 8

jlil: _lj |
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I_ “HHENWN THE DEAGONS I ‘“ﬁ pre
r.:‘.:F ['F"_-TF‘Il_lII_[" . = "f‘,
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A Mode 7 is used to full effect fo
) 1 s Al | by | ensure that the 3D section is updated

THE WWANDER ING quitkhrl:lndimﬂmmy.
MERCHANT RHFFRORCHED.

¥

TR — - RN

A Interaction with any characters

the party meets is effected via o
series of simple-to-use icons.

| 3Ry LB il
AT AR 1 1
| l-" :-.!l- ‘I -

HP: HP:
2. 129

A In the midst of a 3D wilderness, _
%2 three remaining adventures S _ | A On entering the game's many buildings, the action
sacounter o vicious Rottweiler e L. BRI  swifches to a more conventional side-on view with the
reod(!). PERSESSRReNbE  players moving in and out the many doors.
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Yes indeedy, pop pickers, ‘Fluff’ Freeman may have retired, but his spirit lives on in the NMS officic
charts. Are you ready to get to grips with the best games for your system. Not ‘alf...

SUPER MARIO
BROS 3

(2)
PROBOTECTOR
SUPER MARIO r o
L‘"D '[]) [NEJ B 1L }'_ e
KIRBYS Ty TINY TOON
(ggsnmumn i R, ADVENTUERS
| P | (4 S
| LoonEY TUNES BATTLETCADS @
i (NE) &) sy
BATTLETOADS TAILSPIN
(NE) (6)
PARODIUS #ﬁcnmau
ADDAMS FAMILY (3) ﬁ}ﬂmmﬂs

TOM AND JERRY

BATMAN 2 (10 (7)

CHESSMASTER (NE) EWF
HOME ALONE i) {‘IQJHE SIMPSONS
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STREET F’GHTER ” (non mover)

vOu'Fi

Hl“w |
i B NN g

CLA I‘ll"-.'l.

Ryu, Ken, and Chun-Li show no sign
of leaving the top of the pops, num-
ber one spot, and Christmas sales
should keep them there for the next
couple of months. This absolutely fist-
tastic thumpathon deserves all the
credit it gets, and is still THE best

arcade conversion to grace the Super
NES. Let’s rock...

T SUPER MARIO KART

a e of number two. Quite simply
ing helicopter, Mario Kart

the best racing game avail-
ks o (WGIT 557 : s
s Sy P IORRROT o okes its anticipated

TS able, Super Mario Kart is
=== debut in the Super NES cross between F-Zero and
-~ .-z chart - racing past the

that age-old favourite,
pack to the heady heights

Pitstop Il - and combines the
SELDA I N

simply the ultimate in Super
NES RPGs. It's big, it's
colourful, and it’ll last longer
than Fluff’s radio show.
Corking stuff.

(NE)

best elements of both.
Now let's move swiftly
on to nombre trois...

Faster than a DJ's speed-

Link’s best adventure to
date is also picking up
votes from all you cart-
a-holics. It's not ‘alf a
goody, too, folks and is

ANOTHER WORLD

Addams Family and
Lemmings to nestle in cosily
ot number four. Lester’s
adventures are extremely
good - if a little short- Iwed g

and should have a
safe place in the chart
for a month or two.

Interplay’s stunning
arcade/adventure is here
at last and has cut a
swathe through the chart’s
hardy perennials of The

SUPERMARIO PAINT n:

Me old, old mucker, Mario,
makes his third entry to the
chart - this time he's brought
his paint set olong! Armed
with the mouse that is bun-

dled with this pack, the user is
invited to paint pictures, cre-
ate sound to go with them,
and even animate the final
results. Although a little limit-

(2) PILOT WINGS
(NE) PRINCE OF PERSIA
3 SUPER PROBOTECTOR

(5) ~ZERO
&) SIM CITY

ed, Mario Paint is aimed at
younger users and should
prove entertaining enough
for your average youngster -
eh, kids?
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NINTENDO MAGAZINE SYSTEM

GCAME INDEX

This is the NINTENDO LOLO

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
uvpdating 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

"
s v
&

PAUDES EDI1

ADDAMS FAMILY
Quite a jolly little platform game, but the mh
lem is fhui it offers very little in the way

or exciting ideas. There are plenty of games nrf
this ilk, so shop around before moking a pur-
Ehﬂﬂﬁg decision.

OVERALL 71%

ADVENTURE

ISLAND 11

The NES answer to W , Adventure
Island Il is a jolly, but utimately unrewarding
scrolling arcode platform game in which you
guide the hero across a variety of hozard-
packed landscapes.

OVERALL 71%

ADVENTURES OF

NINTENDO 120

Intriguing puzzle gome which cerfainly a
:hal?unge doesn't feature much in mu?
of action ond vumgf Definitely one for those
who like the pace of their games sedate.

OVERALL 74%
AIRWOLF

Toke control of Stringfellow Howke's os-seen-

on-TV attack helicopter, and zip around the

skies, trashing airborne enemies. There's not o

great deal to this game, but the graphics and

sound are okoy and the gomeplay, though not

F:rh-:ulﬂrlr oniginal, should prove enjoyable for
ns of the TV show.

OVERALL 75%

BAD DUDES

Hopeless conversion of the beat ‘em up coin-op
better known in this country as Dragon Ninjo.
Dreadfully flickery 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
Em:liimg gumplu'f similar 1o the clossic Joust
arcade ?mﬂ it's your job to fly around the
ending on enemy sprites and burst-
ihelr balloons, while guarding your own
fn:uﬂ attack. Even though there's simultaneous
two-player achion, it all grow dull very quickly.

OVERALL 74%

BATMAN

The Joker is causing froublein Gotham City,

and there’s only one body-stocking wearer who
is superhero enough fo stop him - the Batman.

Thm are 20 plotform levels to beat, and

though the inttial difficulty level is set

high, the gameplay is oddictive enough fo keep

you coming bock. All in oll, o first closs gome.

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 foce
of classics like Super Mario 3 and the Megoman
senes.

OVERALL 78%

BATTLE OF

OLYMPUS

Run oround the horizontally scrolling levels thot
are Ancient Greece, solving 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 locking m the action depariment,
making Zelda || 1hn definite RPG fo go fur

OVERALL 79%

Nintendo Baseball has a number of foults in the

gameploy deportment. The octual pace of the

%nm is relatively slow and a tad unresponsive.
graphics are cock foo. Not recommended.

OVERALL 60%

BAYOU BILLY

Unusual mix of game types which also features
a light gun sequence as you drive, run and
shoot your g through  variety of different
screens. Fun, but not an essential purchase.

OVERALL 79%

BIONIC

COMMANDO

Super Joe Crock, the star of Commando
(Copcom'’s old coin-op hit) has been coptured
behind enemy lines, and only the Bionic
Commando con 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%

BLACK MANTA

A mysterious bunch of criminals ma

have kidnapped o lood of kids for some reason,
ond your mission in this game is fo foke on the
mantle of the Block Manta and dust some mon-
key ass! The gomeplay is voried and fun, but
the graphics |u1l really aren't up to seraich,

OVERALL 80%

BLADES OF STEEL
Don't be misled by the title - this is an lce
Hockey simulation with a mini beat ‘em up
included when things get rough on the pitch!
Multiple skill levels and different options keep
things interesting for solo players, but the
excitement is ot maximum with two players of
the controls. Overall an excellent sports game.
OVERALL 85%

A BOY AND HIS

BLOB
Tou's he boy whese e fe ol can ho
o number of inferesting ond objects
hrﬁldlnql'mplh'hm This comes in
for solving the many -reloted
Ihnifucal'ﬂ os he alte
lob-kind from an evil dictator. Fost
noliand faxing, A Boy And His Blob skl

OVERALL 91%

hm

SBnlhnngEnd“ m" o TER&,
er mazes and scrolling I 'em up sky-
larking meet head on in this completely fabu-
lous cart, Your best friend (that happens fo be o
toad) hos follen down a big hole, 50 you've
decided o follow him in o quest info the
unknown, Bloster Moster has loads of different

levels fo explore, along with highly addictive
action, mﬁ mﬁr lgnnnrl'ra;ﬂiﬂnl
Nintendo pu

OVERALL 91%

BATTLETOADS

JoinRash, Zitz and Pimple - the Bottletoods!
ﬂm:hdasmmﬂinunnﬂ'lhuinmi
Queen over o number of beot ‘em up

shoot ‘em up hvds.ﬂuﬁldmd:ﬁuhuhrnrui
standing piece of software, with brilliant graph-
mﬂmngmuﬁnndul'lru addictive gome-
play. Rare come up frumps !;Gm'ﬁtmthar
a&ﬂnﬁdﬁlniﬂdﬁ me!

OVERALL !l'ﬁ

BLUES BROTHERS
Grofty platform game in which you guide the
Brothers around the landscape avoiding things.
It's boring, inane and the graphics aren’t much
cop.

OVERALL 40%

BLUE SHADOW
Excellent plotform gome with Ninjo combot-
style overfones. Great graphics and plenty of
oction moke this one thot combot fons should
look out for.

OVERALL 88%

BUBBLE BOEBEBLE

Bub and Bob, the bubble-blowing dinosaurs are
tropped in 100 meanie- filled platform levels.

Luckily, the lods can neutralise the beasts by

copturing them in bubbles then popping them

fo turn them info fruity bonus points! The

graphics are a bit flickery, hl.ﬂﬂ'lllih“

play mores than makes upfur‘rt.hsupurl::uin-

op conversion.

OVERALL 89%

il il il el

ool ol ol s
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BUCKY O HARE
NEW

Poor old Bucky, for his game is a sod case of
mediocre everything in the way of
platform/shoot em ups everwhere. When you
consider the massive range of similar fitles
avoiloble for H'rrrl&ndu'l:. wonder n'bndiini::ris
isn't o tempting enough carrol, or lettuce

that matter, fo warrant purchase.
OVERALL 72%

BUGS BUNNY'S
BIRTHDAY

BLOW-OUT

The 50-year-old cortoon rabbit crops up on the
NES in a gome where he collects fons of carrots
and traverses platform levels in order to reach
his birthday blow-out. This game has oll the
Loony Tunes villains, but unfortunaiely the
childish |er||:r scrolling ond simplistic
gomeploy this game no favours.
OVERALL 35%

BURAI FIGHTER

It's time to jet off into deep space and face
those evil n‘iuns on their home grounds. Thls
horizontally scrolling shoot ‘em up is o go
challenge, wrh plenty of dﬁlmn:un to zu:e
the gumepiuy H :uu d u bit hurd

I'iﬂ"l"IEH

should fmd lhri to ba o dm hI:mr well

worth considering.
OVERALL 79%

scrolling
-nqm:llt these dangero

BASEBAILL
One of the most popular sports of the United
States hits the Hém 5! All of the fun and excite-

ment of Baseball is here, but unfortunately,

BEOULDERDASH

Join the little miner known as Rockford who's
stumbled on a number of diomond-crommed,
‘mine shoffs, He nudsruw help fo

collecti
diamonds ond dod nﬂfnllmg roch i
Boulderdosh is a fab, faxing and
that's destined to become o Ninfe

OVERALL 920%

nal gome

D classic,

CALIFORNIA
GAMES
Make the stars of Beverly Hills 90210 look like
anorak-clad trainspotters by rt in the
Eukk'ﬂonﬁu Gomes, Half m nﬂm , Flying

Footbag, oller

tio p |

podﬂﬂ-l; = r; 0

OVERALL 91%
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CAPTAIN PLANET
“en the dounting mantle of the environmental
weour of the world, as he battles to save the
world from environmental pollution, while res-
2ang o few seals and elephants info the bor-
gon. The sub-levels of this gome are o mixed
20g. The shoot ‘em up levels are for to difficult
»hile the scrolling exploration bits are o doddle.
e packoge os o whole is unremarkoble.

OVERALL 56%

CAPTAIN
$KYHAWK

the epo ptain as he flies around
llil:ullr scr slmh levels ond
Aferburner-style is another skillful
fore gome lhui Ihu nppenl o blosting fans,

 shoot ‘em up experts may find i o tod
sy,
OVERALL 920%

CASTLEVANIA

smon Belmont is on the troil of Count Drocula.

The gome itself takes the form of a vost plat-

B i o s
nishi

wih his trusty whip. ﬂm?uﬂ visuals um

#unning, but the action is absorbing for o long

wile. Tlr'_nr out the sequel first I‘hcnunﬂ

OVERALL 80%

CLU-CLU LAND
one of Nintendo's early efforts, Clu-Clu Land is
2 sort of PacMan clﬁnuut in grids of dots.
=owever, unlike in PacMan, 1h& idea in Clu-Clu
and is to direct your fish (2) between the dots,
wd thus reveol lines which make up o sort of
-ubist join-the-dots picture. The simplistic
gmeplay is fun, but soon grows quite boring.
OVERALL 62%

COBRA TRIANGLE
'illluwlmlnf speedboat ond race
9 roces of isometnic 3D
ﬂ'lf?fl.ll'l eoch with o different chal
im:intdl Gruulplgrq:;'-in:l;
omazi
mmmmmﬂmmm
% in your collection,

OVERALL 924%

CRACKOUT

erly dire Breakout clone which features
wreens and screens of tedious bat ‘n’ ball
“sction”. The gr ?‘l:lphltﬁ and sound are both

so0r, but it's the utterly boring gomeploy makes
*s one fo avoid ol all costs.

OVERALL 21%

DAYS OF
THUNDER

Jmp info your NASCAR rocer and burn around
2 senes of tracks with no night turns whatsoever

m this NES  conversion of the embarrassingly
awful Tom Cruise movie. The graphics are okay
Hﬂmusmmiwrmﬁmﬂmmuiull The
gome itself is slow, fedious, annoying and frus-
T=hng.

OVERALL 39%

DEFENDER OF THE
CROWIN

" 0 time worp to medioeval Englond and
=empt to become king by faking over various
wtories in this stralegy game with arcade
wt-levels. The problem here is that the strategy
sme 50t involving enough and the arcade

w% wst don't cut the mustard of oll. Leave this

on the shelf in the software shop, where it
belongs.
OVERALL 59%

DEFENDERS OF
DYNATRON CITY

NEW
What o weird ond wonderful
could have made. Sadly the ruulﬂy is the com-

gome this license

plete opposite: A dr lly dull half shopping
muﬂwﬁ shoot em up making @ mockery of

racters thot, however foolish, didn't diESBﬁ’B
this treatment,

OVERALL 36%

DIGGER T ROCK

At first glance, this gome looks like being o
thinly disguised Boulder Dash clone, but on
closer examination it fums out fo be on action-
packed arcade puzzler that's highly recom-
mended. Excellent grophics ||:lr'|::ii swingsome
sound ore the icing on the cake.

OVERALL 89%

DONKEY KONG
Oh no! Mario's girlfriend hos been kidnapped
I:rru:rmd gorillal It's up to the ltalian
mber fo conquer four different levels of plat-

action. Donkey Kong isn't 0 bod coin-op
conversion, but the onginal itself is years old
and four screens of arcode action simply isn't
enough o warrant the price fog.
OVERALL 45%

DONKEY KONG

JUNIOR
Donkey Kong Junior’s out to rescue his Dad
frnm Mario's clufches in another four-screen
IJ romp, this time set in the jungle. Just
ke it's predecessor, Donkey Kong Jnr isn't a
bad conversion with a bit more vunufr ihnn the
original gome, Unfununui'ﬂy, Four screens'
worth of action just isn't enough fo give the
player value for money.

OVERALL 46%

DOUBLE DRAGON
Your girlfriend's been kidnapped by Mr Big -
the evil cnme boss! It's down fo you o kick the
excrement of his cronies and then foce up fo the
boss in the final confrontation. This gome isn't o
bod conversion, but the sequel hos superior

grophics and gameplay.
OVERALL 75%

DOUBLE

DRAGON 11

Dear oh dear. Your girlfriend has been gunned
down by o revenge-crazed Mr Big. Therefore,
it's down to the Double Drogons to go and kick
some 0ss again. This conversion is o lot better
than its predecessor, with decent graphics and
enjoyable gameplay. Definitely the best Double
Drogon game on the Nintendo.

OVERALL 84%

DOUBLE DRAGON

11

Acclaim's third Double Dragon game contains
all the scrolling beat ‘em up mayhem you'd
expeci, along with more charocters fo mmml
ond larger imls Unfortunately, the

just too difficult to be worthwhi he plod
ding response fime doesn't help matters much

OVERALL 65%

DRAGON'S LAIR

Dirk the Doring’s darling Da ndphrre has been kid-
napped by o big dragon and token to his lairl
Pausing only to grab his doggers, Dirk gives
chose by entering the side-on scrolling castle -
but many H’l:lfls ond meanies awoit. Drogon’s
Lair has excellent graphics, but the remarkably
slow, pln-ddmg I?'nrnupiuv ond unresponsive
controls make this one fo avoid.

OVERALL 21%

DOUBLE DRIBEBLE
Mediocre basketboll gome which jlusi about
supplies enough slomdunking thrills and spills
to please ardent basketball fons.

OVERALL 70%

PR MARIO
Mario’s back in o Tetris-inspired puzzle gome
which sees him chucking different proteins into

o beoker in order to moke all the nosty viruses
disoppear. This is quite easy to begin with, the
action gets meaner as you progress making for
a truly uxr:ifin-;i test of your reflexes and brain
pm;er. One o

NES.

OVERALL 88%

the best puzzle gomes for the

DROP ZONE

NEW

This is a real classic! It's a solid blast that owes
much of its gomeplay to the equally brilliant
Defender. You can't get the lotter on the NES
but you'd be fools h:ﬂuf this one foll through
your grasp!

OVERALL 87 %

PDPUCK HUNT

There's not much you con say about this game.
Dust off your gun and plug this cort in
and you'll be contronted by wave upon wave of
ducks, just waiting fo be blown away with your
fine Zopper gunn?'ho hics are quite cute,
but just shooting off with your photon firearm
isn't fun or varied enough to be worthwhile.

OVERALL 57 %

ELITE

Fd:uiwi. sprawling 3D space froding gome

mnhﬂfiﬂwmi if you enjoy
H'u:snrl thing. A brilliont release that must
be looked oi.

OVERALL 91%

EXCITEBIKE

Vroom! Get your leathers on and get ready to
humdnwnununfﬂmbump&uimutorq:lumu
tracks in history! The horzontal track scrolling
very nippy, providing a good feel of speed, buf
Excitebike's graphics and sound are a bit wob-

~ bly. However, these inadequacies only serve to

make the whole game more of a laugh! very
challenging and well worth o try.

OVERALL 84%

FELIX THE CAT

Felix is cursed with thot dreaded platformitis

disease and discovers himself as the star of yet

another platform game on the NES. Rather than

base the game on Felix's original black and

white corfoons Hudson have developed the

gome from the recent feature length film. The
me is imoginative ond funny but uiimately

as if is very easy.
OVERALL 71%

FESTER’'S QUEST

The Addams Family has seen something of a
revival lately, and this NES gome stars the 1al-
ented Uncle Fester on a scroll-around quest fo
save the Earth. The grophics are samey and
funciinnnl, but the sound is oce with o groovy
remix of the Addams Family tune. The game-
play though, verges on the tedious after only o
couple of sessions.

OVERALL 58%

FAXANADU

Fairly involved RPG/platform gome which cer-
mnﬁar:phnnnid&plhbmdmihﬂum
much action and excitement. Try it out if you're
ofter something different.

OVERALL 79%

FOUR-PLAYER

TENNIS
Great tennis
ollows up to
ficipate g:s long
ﬂdupin:l 1W’ail wn
such a device.

OVERALL 85%

which, as the title suggests
ur pluym to simultaneous pur
have the Four Score

checking out if you own

GALAXY S000

Speed around nine different isometric 3D tracks
in this mego-fast, thrilling road race of

ﬂuhmﬂ:pu a:mdmmhum
top-notch, o {

you don't nofice it in the thick of the
Simullaneous two- thrills are the icing on
the superlotive -related item.

OVERALL 921%

G::H? CK TALES .
McDuck through many scrolling
atform levels in o bid to save his massive
balance irum a fale worse than Gary
Harrod's financiol affairs. This me fuujur&s
excellent corfoon g nnd very enjoyab

gomeplay. Dnun : the NES:UI'I'IH?

trumps with o skill

OVERALL !ﬂ'}‘i

GAUNTLET I}
mmmmmmwme
hazard-ndden scrolling mazes, dishing out

death to the legions mlnﬁwﬂ:ﬂmm
you. With oll the , gameploy, sound
and's nl“lu:am-np this release is a fob
arcade conversion well worth investing in.

OVERALL 90%

GHOSTBUSTERS 1]
Once again, it's time fo bust those ghosts in o
series of sub-levels inspired by the spooky, and

yet vaguely amusing film. The problem here =
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thot the graphics ore o mite cacky, and each
mini-level does nothing to recreate the atmos-
phere of the film on your NES. All in oll, o vopid
game that's only fun for a very short while.

OVERALL 57%

GHOSTS ‘IN*
GOBLINS

Sir Arthur was enjoying the canoodling compa-
ny of his Princess when suddenly an evil devil
kidnapped her! 50 he's got fo run along
scrolling levels, dusting undead sprites in
preparation for the final conflict! This conver-
sion boasts limp grophics and sound. The
response is dodgy and the gomeplay frustrot-
ing. Leave this well alone.

OVERALL 55%

GOAL!

The curse that hits NES soccer games cloims
another victim with the shambling debacle that
is Jaleco's Gool! Featuring on ineffective iso-
metric viewpoint, stick-men sprites ond
a:lttren'lehr annaying action, Goall is best left
olone.

OVERALL 33%

GODIILLA

What could have been a brilliont monster-
based gome of destruction and mayhem is in
fact o ghastly scrolling plodaolong which suffers
dr | thicker ond frustratingly owkword
gomeplay.

OVERALL 41 %

GOLF

As far os Golf gomes go, this Nintendo effori
offers no surprises. Simply take your golfer
around the video course, select your club, judge
your shot and try fo hole the ball. The grophics
and sound aren't exaclly spectacular, but this
cort offers o very challenging, playable round of
golf. Recommended to golfing fans.

OVERALL 76%

GRADIUS

Better known os Nemesis, this horizontally

scrolling shoot ‘em up hos all the power-ups

and levels of the u;:\g coin-op. Gradius is
fun fo ﬂ:y and ranks as one the greotest
availoble for the Nintendo along with its

sequel, Life Force. If you're an NES laser-deoth

fanatic, seek out Gradius immediately!

OVERALL 90%

GREMLINS Il

Toke a trip into the scroll-olong blasting zone,
this time occompanied by those irrepressible
Gremlins. Programmed by Sunsoft, this
Gremlins-inspired blosting gome is packed with
decent grophics, awesome sound and fop-noich
playobility. Yet another good example of o
Nintendo shoot 'em up.

OVERALL 87%

GUMSHOE

Play o private eye [complete with frilby and
tmnchmniLin this plotform-based crime buster.
Gumshoe has fo cross numerous Mario-esque
levels to track down the villain of the piece. This
Zopper gun game haos excellent grophics and
some jounty funes bocking the action, but the
simple action grows dull very quickly.

OVERALL 68%

GUNSMOKE

There are some no-good outlaws in fown, so
you're going fo march around the verticolly
scrolling orea blowing away all sorts of meon
hombres. The coin-op was pretty mediocre, but

this NES conversion is quite good fun. I's get-
Hﬁ on o bit though, so blosting fons would do
| to check out o more recent shoot ‘em up.

OVERALL 69%

HIGH SPEED

Great conversion of the Willioms pinball table
along similar lines to Pinbot. Worth a look if
you're a pinball fan. If not, you might find the
action o tad repetitive.

OVERALL 82%

HOGAN'S ALLEY
Plug in the Zopper gun and get ready fo pump
some villains tull of photons. This target-shoot-
ing game Lvu'fs you at one end of a shooting
range, with criminal cut-outs spinninE around
at the other end. Though this is grophically
quite nice, Hogan's Alley's gomeplay is very
limited and most of the gome's options seem fo

be exhousted ofter a few sessions’ play.
OVERALL 60%

HOOK

Unoriginal platform gome which sporis nice

graphics but is sadly let down by lack of action

;n large areas 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 play with @
nice sense of inertio on the sub. The problem is
that the graphics look rather infontile and the
soundtrack 1s one of the most discordant, jor-
ning monstrosities ever to plague the Nintendo.
Bear with it though, and there's o fairly decent
game fo be uncovered.

OVERALL 64%

HYPER SOCCER

A reasonable football game, which although
nowhere near as bad as the grotty Goal and
the naff Nintendo World Cup still fails fo gener-
ote much in the way of soccer excitement. -

OVERALL 62%

ICE CLIMBER

lce Climber is o pretty bosic gome, the object
being to control your Eskimo to the top of each
vertically scrolling level while keeping on eye
out for enemy sprites, This was one of the first
NES releases and has primitive graphics, sound
ond gnm?ﬂuf. Even the simultaneocus two-play-
er action doesn't stave off the tedium.

OVERALL 58%

IKARI WARRIORS
Armed with just their machine guns and a stash
of grenades, the players must guide their on-
screen heroes through verhically scrolling enemy
strongholds ond blow everything up. This con-
version has crop graphics and poor scrolling,
The response is poor and the gameplay frusirat-
ing. Even lkari fans will be disoppointed with

this.
OVERALL 48%

IRONSWORD

This follow-up to Wizards and Warriors is simi-
lar to its predecessor, with plenty of platform
oction and sword-slashing thrills. The main
problem with this game is thot the gomeplay is
very tough, and coupled with the rather inspir-
ing graphics, there’s not much of an urge to see
the next level. Ironsword is obove averoge, but
not totally amazing.

OVERALL 77%

ISOLATED
WARRIOR

Become the Isolated Warrior os he runs up the
isometrically scrolling 3D bockgrounds, 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 lo complefe.

OVERALL 80%
KICK OFF

Once again, the evil hex that plagues NES soc-
cer simulations strikes again in this conversion
of the greatest computer football game ever.
Kick O?f retains all the brilliant options of the
Amiga version, but the game logic is sodly lock-
ing and there's plenty o minn?Eugs conspiring
to ruin the game too. A great shome and o
maojor disoppointment.

OVERALL 36%

o lot, but the fough, challenging gomeplay is
quite a lough. Worth o look tor beat “em fons.

OVERALL 72%

LIFE FORCE

This is a brill version of the Salomander coin-of
with both vertically and horizontally serolling
action. I's not just the smart scenery and amaz
ing aliens that set Life Force aport from other
%m blosts. With its amazingly oddictive
destructive action AND two-player actien, this i
one oce 'n’ skill shool ‘em up!
OVERALL 92%

KABUKI
Kabuki's the man whose oriental hairstyle spells
doom to a number of computer bugs that have
BT

. s and goo
mnd‘:'EﬁhuH is instontly appealing. Thg"tt'rﬂ
challenge ond greal gomeploy make it on
excellent Shodow Warrior-style plotform game.
OVERALL 90%

KID ICARUS

It's cutey platform game time os you guide Kid
lcorus ogainst an army of baddies who are just
dying fo clip his wings. It's pretty good fun, but
the graphics are rather dofed, and when you
look ot some of the more modern plotform
games around, this doesn’t compare too well.

OVERALL 68%

JACKIE CHAN’S

Aﬂxfl Ohll K“PG-F?&
ing's toremost marfiol arts expert takes
m Hol_":"sgi: o digital version of hi::‘i?:ar
screen shenonigans. This is o great scrolling
beat ‘em up with cute grophics and rousing
tunes. It's extreme T le too with many
levels fo conquer. is!

OVERALL 93%

JACK NICKLAUS

GOLF

The immortal Jack Nicklaus hos endorsed whaot
tumns out to be a 3D golfing simulation that
slow, jerky ond bug-ridden. Add these incredi-
bly annoying factors with the pothetic graphics
and miseroble sound and we have a golf simu-
lation that's even over-shadowed by the ancient
Nintendo Golfl

OVERALL 48%

KICKLE CUBICLE

This gome is rather similar fo Adventures of

Lolo, in that you run around a single-screen

maze pushing blocks and squoashing meanies.

Kickle Cubicle would be on excellent puzzle

;.nm action game, but it's just oo easy to com-
efe.

OVERALL 72%

KUNG-FU

This gome weighs in as a conversion of that
ageing Dota East coin-op, Kung-Fu Master
(remember that?). There are four levels of hori-
zontally scrolling baddie-bashing included in
this Nintendo tronslation. This might not sound

LEGEND OF ZELDA
This was Nintendo's first RPG, but its simple for.
mat makes it far more occessible than most
gomes of this type. With its battery back-up, thi
game should provide hours of enjoyment for
anybody, so even though it's one of the more
expensive corfs, it's well worth o look.

OVERALL 86%

ML M LN RN

LN Lran PR

LEMMINGS
NEW

The 16-bit mosterpiece of mind melding mian-
ders over fo the NES. Lemmings has a reputa-
fion o uphold ond Nintendo’s 8-bitter does it
much justice. It's not the best conversion avail-
oble but the greatest one available to NES own:
ers! Rescue the Lemmings or forever hang your
head in shame.

OVERALL 85%

LITTLE NEMO

Jolly enough platform romp in which you guide
the eponymous hero through the surreal and
weird Slumberland world. Fun, but offers noth-
ing that hasn't already been seen in o plotform

gome of this type.
OVERALL 79%

LOW-G MAN

Once agoin, we're all aboard the last train to
Platform Central, with Low-G Man (so colled,
becouse he can jump incredibly high). This
gome has jerky grophics and wobbly sound, but
somehow the urge to see the next level is very
high indeed. Although not an essentiol pur-
chase, give Low-G Maon o good, hord look.

OVERALL 84%

LUNAR POOL

An entertaining idea - funny shaped pool tables
- and it's certainly fun for a while. But ot the
end of the day, pool is pool and unless you're o

big fon of Elﬂ thall, this one’s novelty will even-
tually wear thin.

OVERALL 75%
MACH RIDER

This is an early Road Blosters clone, in which
you have to drive your motorcycle down numer-
ous stretches of highway, zopping any of the
other aggressive drivers who get in your woy.
The official NES Rood Blosters conversion isn't
really up fo much but this lookalike is even
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worse. The graphics ore loughoble ond the
sameplay extremely dull. Leave this well alone.

OVERALL 36%

MANIAC
MANSION

.ucashilm's first icon-driven odventure is a real
dassic. It's got great graphics, extremely involv-
ng gomeplay and logical puzzles - things which
# competitor, Shodowgate woefully locks.
Maniac Mansion is o worthy NES purchase, but
#e high price fog (around £50.00] is o bit of 0
oum rop.

OVERALL 89%

MARBLE MADNESS

n this Rare conversion of the brilliant Atari
toin-op, you guide a marble around six differ-
i isometrically scrolling courses, dodging
many bizarre hazords, The progrommers hove
aroduced o coin-op conversion thot's os close to
%e original os is possible with the Nintendo.
Only the lack of levels is the slight downer,

OVERALL 85%

MARIO BROTHERS
n this single-screen plotform gome, Mario ond
gl (this 1s o one or two-player gome) have o
=n around punching the gontries under the
aritters to knock them on their backs, and then
wmp up to the same level ond boot them off-
wreen. It's a nice, cute, simple game, but only
wuly worthwhile in two-player mode.

OVERALL 83%

 MEGAMAN
“s down to Pmuihn to go through six levels
4 incredibly addictive scrolling pl action,

Sasting meanies. Each level is guarded by o

1g robotic end-of-level boss. Mego Man
s one of the most difficult, and yet still reward-
»g platform gomes avoilable for the NES.

OFVERALL 92%

MEGAMAN 11
" avil Dr Wily is back for another slopping ot
= honds of the world's greatest hero,
| This boils down to more incredibly

ive scrolling plattorm ochion, Although it's
. ﬂﬁﬂﬁ:?ﬁmwl, Mlg#l‘ﬂit
. 0gs thal puts many gomes
o the some ilk to shame. An essential pur-

Bl )

OVERALL 93%

METAL GEAR

wce grophics ond ultra-violent gomeploy maoke
# an interesting game to play, but only for a
while. It turns out to be more of a giont maze
game than o shoot ‘em up, and the unchanging
wenery of tonks and buildings mokes one
wreen look pretty much like another. Not o
game fo put high on your shopping list.
OVERALL 52%

METROID

wetroid is o grophically impressive, very deverly
a-together orcode odventure with lots of
wusual features to keep things interesting. It's
# wugh game ond ardent platform/adventure
s will love it,

OVERALL 80%

it might well do considering what's happened to
Mike...

OVERALL 94%

IMPOSSIBLE

This viewed-from-obove maze gome with espi-
onoge overlones casts you os o secret agent,
out to overthrow o subversive world-threoiening
organisation. The graphics and sound are both
very effective, and the gameplay itself is addic-
tive and whole lot of fun, Highly recommended.

OVERALL 86%

NEW ZEALAND
STORY

Poor old Tiki - all of his kiwi chums have been
kidnapped by o bloated Walrus! So, Tiki needs
your help in running around the platform levels,
shooting meamies and rescuing kiwis! This con-
version is visually very similar to the Taito coin-
op, and the sound is octually better!
Unfortunately, the game is just too easy 1o com-

plete.
OVERALL 79%

NINTENDO

WORLD CUP

There's something of a curse on the poor old
Nintendo when it comes lo soccer games.
Nintendo World Cup is a dire shambles, with
rancid, flickery grophics, warbling sounds and
very limp gameplay. Even when playing with
four player with the Four Score adaptor,
Nintendo World Cup is o sad digital interpreta-
fion of soccer.

OVERALL 33%

PAPERBOY

Guide your paperboy through seven levels of
scrolling isometric mayhem in this conversion of
the pensionable Atari coin-op. Poperboy
*boasts” retarded, infontile graphics, grotesque
colour schemes, a booming cacophony of
sounds and frustrating gomeplay. The awlul
responsiveness is ye! another nail in the MFl-
quolity coffin, Avod!

OVERALL 30%

PINEBALL

This is o real Nintendo oldie, ond has been
completely eclipsed by the immeasurably supe-
rior Pinbot, which is based on a real pinball
table. Unless you're offer o particularly substan-
dard pinball game for your Nintendo, avoid.

OVERALL 45%

PINBOT

Rare’s conversion of the ! Willioms pinball
table is excellent, with all the steel ball spang-
ing-reloted excitement of the original. With

excellent grophics, unbelievable sound, olong
with brilliant playability, this is one fobbo gome!
OVERALL 90%

MIKE TYSON'S
PUNCH-OUT!!

- %% s superb grophics and playability, Punch
- ' s the greatest boxing game yet seen on
o ome system and is o vital addifion to your

El-:ﬁmnn. grab it before if disoppears, which

POPEYE

This conversion is a good translation of the
original coin-op, but it's the coin-op’s simplicity
that severely limits P 's rs of lastabili-
ty. W'l keep you busy for a while, but unfortu-
nately, the novelty soon wears off.

OVERALL 67%

POWERBLADE

It's @ return to Platformsville, Arizona in this
scrolling game with shoot 'em up elements,
Mihnugi Powerblade is exceptionally unorigi-
nal, the graphics and sound are fine for this sort
of game. What really gives Powerblade its

respectable mark is its fun and chollenging
gameplay.
OVERALL 88%

PRINCE OF PERSIA
Great platform adventure gome which features
o superbly onimated main sprite. It's quite tricky
getling fo grips with the comprehensive control
method, but once mastered, the challenging
ond absorbing gomeplay will keep you playing
for oges.

OVERALL 87%

PROBOTECTOR

Don't be fooled by the name - this is the official
MNES version of Gryzor, the great horizontally
scrolling shoot ‘em up. All ’r?"!r 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 os exciting os fhe real
sport. The graphics ore loughable with pathetic
sprites and bockground visuals, ond the sound
isn't really any better either, sporfing very weak
spot effects. Our advice is to go for Tecmo
World Wrestling. It's got better grophics, better
sound and o huge omount of moves on offer.

OVERALL 45%

RAD RACER

This is quite o few years old now, and surpris-
ingly, it's still the only Out Run-style game
availoble on the NES. Actually, any new one
would hove a hard fime beating Rad Racer in
the ployability stokes. The smart 3D graphics
ﬂmkec:z?i look good and play goed, so if dri-
ving games are your bag, this is o must.

OVERALL 80%

RAD GRAVITY

Strut around the universe with the coalest infer-
galactic hero of them all, Rad Gravity. It's up fo
Rad to run around plotform levels looking for
co-ordinates for new planets to visit. Rod
Gravity is a cool platform game, with nice blast-

ing elements added in for good measure.
I’?e?:mnn-pendﬁd for platform fons ofter a chal-
lenge.

OVERALL 82%

ISLANDS

Oh no! The Rainbow Islands have been occu-
pied by the Boss of Shadow, Baron von Blubba
and his nasty little minions. It's up fo Bub and
his power of the rainbow to put o stop fo
Blubba's skylarking over seven levels of vertical-
ly scrolling platform action. This is a good con-
version uF Iﬁa Taito coin-op, ruined by slow
gameplay and poor response.

OVERALL 67%

RC PRO-AM

RC Pro-AM is one of the most ployoble NES
titles around. Both the grophics ond sound ore
spot-on and there's plenty of action fo keep you
going for a long fime as you race a variety u;
rodio controlled vehicles around a series of very
ﬁgf'l!'llmh'ngliml mad computer drivers. A
must!

OVERALL 90%

RESCUE
Based on the French :umﬁu!'uf gome, Hostages,

this is @ mulfi-level assault gome, casting you os
leader of o bunch of SAS guys out to ruin some
terrorists’ plans for world domination and res-

~ cue (hence the fitle] some hostages. The graph-

ics and sound are poor, but the real problem
with Rescue is that each sub-level is very dull
ond too easy fo complete.

OVERALL 41%

RESCUE RANGERS
Those cheeky chipmunks, Chip 'n’ Dale hit the
Nintendo in o platform gome of their very own,
programmed by coin-op giants, Copcom. With
one or simyltaneous two-player options, Rescue
Rangers is fost, smooth, cute ond ployable. A
F:ry good gome that should oppeal to plotform
ns.

OVERALL 88%

ROAD BLASTERS
If you were o fon of arcade Rood Blasters this
conversion may come as a disoppointment. The
Emphiu and sound are fairly well reproduced,
ut it certainly doesn't play the same. It's jusi
far too easy, and any competent player should
get through all 50 levels in o few games. Once
completed, Road Blasters doesn't have much to
ottract you back for more.

OVERALL 48%

ROAD FIGHTER

Brace yourself for what must rank os the worst
console game EVER! Road Fighter is a vertically
scrolling rood roce gome o little like Spy
Hunter, but without the extra weopons, decent
graphics or gameplay. Indeed, the scabrous,
retarded game we have here is devoid of all
fun and excitement-inducing quolities ond is o
complete wasie of meney.

OVERALL 9%

ROBOCOP

The film's great, but this game is sad. Rubbish
graphics, dire sound, sluggish controls ond very
repetitive gameplay don’t mokes things much
fun in this platform game. Considering the all-
action movie, a lot more should have been

made of this.
OVERALL 60%

ROBOCOP 2

Slick, but ultimately frustroting platform game
which features plenty of challenge but nothing
new or exciting in terms of gomeplay features.
There are fons of gomes like this, so shop
around before you buy.

OVERALL 76%

ROLLERGAMES
Fairly jolly, but rather repefitive future sports
simulation which could do with better visuals

OVERALL 76%

ROBO WARRIOR

An original, but ultimately dull gome in which

you bomb your way through a series of badde-
cked screens. It sounds more exciting than #

is because the acfion is so limited and slow

OVERALL 51%
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RODLAND

A bit of o sticky one this. Most of the time the
ame is simple and entertaining platform affair

Euwmr it is @ routine that switches between

this and l:ump-uriﬁvelr tough bosses, Still, if

games like Rainbow Islands and Bubble Bobble

are your thing then Rudlund is likely fo please.

OVERALL 79%

RUSH ‘N ATTACK
Otherwise known as Green Beret, this is a fairly
listic but very compulsive beat ‘em v
pucﬂad with senseless violence. The graphics
and sound ore adequate rather than outstand-
ing, but they do the job and help make this o
bloody, enjoyable rough-house romp.
OVERALL 83%

RYGAR
The graphics in this beat ‘'em up are ulmr-
dokey ond the gameplay is fairly interesti

(thanks to the mc:lxupmsl but on the whole,
Rygar is probobly only worth buying if you
remember enjoying the coin-op.
OVERALL 70%

SECTION X
If you've ever wished for a Side Arms-type

me for the NES, this is probably the nearest
afngln !, 'Ihough don’t toke that as o recom-
mendation. The gome is lﬁﬁ'ﬂf lacking in
excitement just because it's so repetitive and
the weapons are completely weedy. Save your
money and your sanity.
OVERALL 46%

720 DEGREES

Thisis verfde:unlmmmahhmldhmn
coin-op which

challenge urr'ﬂ variety. A must hm uf lhe

coin-op ond skateboarders in general.

OVERALL 84%

SHAD ﬂw-d?uﬂ'l' [ 3
Shodowgate is an icon n odventure game
crammed with frusirating puzzies and thou-
sonds of unfair sudden scenarios. The
solutions to each puzzle are completely illogical
(OPEN @ skull to hind o key? We think not),
making for an onnaying adventure with crappy
graphics ond nouseating sound fo boot,

OVERALL 26%

SHADOW

WARRIOR

Join Ryu os he runs around the scrolling plat-
forms levels, meting out ninja death to the evil
minions of the Overlord. Converted from the
coin-op, this o greot slosh ‘em up that's well-
presented with groovy graphics and sound. This
15 challenging ond superb fun and well worth
your pounds sterling.

OVERALL 920%

SILENT SERVICE

A submarine simulation? On the NES? Yes
indeed, and while it might sound boring, it's
nol. It's addictive and involved and is a must for
those who want fo use their Nintendo o play
more than just platform gomes and shoot ‘em
ups.

OVERALL 87 %

SIMON'S QUEST

On the surface, Simon’s Quest isn't much more
than an mbdvﬂnmufﬂu uﬂglm:ll with @
few odditions to the gameplay. Hawvi idld

that, the original was prefty good, so

low-up can only be even better. There's nof o
lot of variety, but hardened arcode odventure
fans should find the gloomy otmosphere is most
engrossing.

OVERALL 85%

SIMPSONS: BART
VS THE SPACE

MUTANTS

Enjoyable gome-of-the-telly-show in which you
guide Bnr’t around the hﬁﬂ:nﬂ!nlfy scrolli

town solving puzzles and ovoiding the baddies

in an attempt to thwart the imentions of the

marauding stn:a oliens. Nol exactly action-
pocked, but fun nonetheless.

OVERALL 88"%

SKATE OR DIE

Skate or Die is divided into five different sec-

tions: the downhill race, fmast}‘da on a half-

pipe, downhill | 1nm where you fight an oppo-
jump ond

nent, half-pi m Juusi where
you battle rs. It's o
g;q gmphu: and is highly rnmnmmdﬂd fo

ﬂfl!lll 82%

coin-op, which is one of the best arcade puzzle

gomes out. If you're after some mental stimula-
fion from your Nintendo this has got fo be
somewhere on the shopping list.

OVERALL 83%

EﬂLﬁTlﬁE

This is the first from English firm,
Cmm. and if's o gnudnl Guide
ﬂﬂe man around the forced perspective
soh? puzzles and blatfing mean-
ies. With its excellent graphics, amazing sound
and involving gomeplay, Solstice is on essential

pur

ﬂl"lll.ll.l. 0%

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 potential for play-
ing super-sneaky fricks on your compufer, or
better still, human opponent. It doesn’t have
the best graphics and sound in the world, but if
you have another gomer ot hand willing to play
you, this 15 a must,

OVERALL 84%

‘t’is;ilhum rrmH shoo bosed

0 i ‘em up coin-op,

on the dlossic Robotron 2084, Il:nnadtha

mas! violent games in This NES conver-

sion is @ fechnical nwncla loads of sprites

A e
(4] -ups e Ccol

fuhhﬂnl of the best Nintendo mm|

a

OVERALL 90%

STAR WARS
Abrilia m;hid'l;dhwvﬂw ninf;ihu
dqozdy ougha e va
utrlciugmn?nu Wn:l;:rﬂ“-:‘
51§
o RL

ﬂflllll 5%

SNAKE, RATTLE

‘N ROLL

drops, eating nibbley-pibbleys an ing a
number of bizarre sprites. R.g:e sirike npu:'lgwﬂh
an extremely | , fechnicolly omazi
Nintendo gome at simply demonds pu

OVERALL 94%

STEALTH ATF

A promising-sounding but ultimately dull aenal
combat game in which you guide the fighter of
the title against the marouding enemy hordes.

OVERALL 54%

SNAKE’'S REVENGE
Snake (the hero of Metal Gear) is back, ond this
time he's vowed to destroy o jungle- based
legion of enemies. This generally involved run-
ning around the jungle (for jungle, read maze),
blowing away enemies and rescuing hostoges.
Snoke's Itwer:ge is extremely difficult to play,
slow, unrewarding and fedious.

OVERALL 49%

SOCCER
The action in this football game i a little slow,
and the grophics are only adequate but it ploys
uite while and that's what counts. And even
h it's positively ancient, it's still miles bet-
ter than all the newer Nintendo football gomes.
OVERALL 83%

SUPER MARIO

il i s e gome Nrtndo

i 15 wos 1 me gave

fmtwrlhihu hnt and what a terrific
I¥'s o truly dlassic plotform gome thot's

luﬂmﬂulhp-.ﬂbphrrundusnmﬂhm

that once you've starfed ploying it's impossible

m:hp.nneuﬂhhﬂgumﬂmm ever.

OVERALL 95%

SUPER MARIO
BROTHERS I

This Mh&p«#ﬂm
“u’ﬁt music ond

super . An utter

must - ulung ulll‘uuiherMunugm

OVERALL 96%

SOLAR JETMAN

The action is very similar to the old coin-op
Gravitar, but there's much more fo Solor
Hmnurnuﬁumumdphnmm

Golden Warpship. The
!ﬂ the w.md is smﬂw’y uquﬂF

those factors um:l ve gol a simply
briliont Ni il 4o b B
of your cnllacliurn

OVERALL 95%

SUPER MARIO

BROTHERS 111

Mario and Luigi return for their last B-bit outing
- and it's one of the finest video gomes ever
devised. Featuring almos!-perfect playability,
excellent graphics and sound along with a mas-
sive challenge, Super Mario Bros Il is THE
essential cort fo buy for your Ninfendo.

OVERALL 98%

SOLOMON'S KEY
This is an excellent conversion of the Data East

SUPER OFF-ROAD
lvan “lronman” Stewart's Super Off-Rood is o
superior Super Sprint-style NES game, that's
Emur fun wr\:'l with the four-player
our Score udupinr s yet another skill Rore
gome, o and a very close coin-op conversion. The
repetitive nature of the game may put some

%ﬂﬁ , especially when played in one-play-
OVERALL 81%

SUPER SPIKE

VOLLEYBALL

Visit the beaches of America to participate in o
series of Volleyball malches in 1‘:0 cool sTorls
simulation. With its Four Score compatibility
ollowing up to four ployers to toke part, Super
Spike Volleyball is o great game that should
oppeal fo most sports fons.

OVERALL 83%

SWORDS AND

SERPENTS

role playing gome very similor fo the Bard's
%:ﬂe er game series. Short on oction, but
,l!l'lunnmfl'lu'ludvmluruund
mbplm_ring fans will go bonkers over.

OVERALL 81%

5. DD LS00 |

L e

wE OO0 Eﬂj E I

TEENAGE MUTANT

HERO TURTLES
Although thwra now lmglm"j’ uncml Turtles

is @ fun game beatum
upncrmguuhlninf
hm:nsinnmrnumhpnlﬂﬂml Worth
checking out.

OVERALL 86%

TEENAGE MUTANT
NINJA TURTLES:
THE ARCADE

GAME

Toke control of the bygone heroes in o half-
shell in this simultaneous two-player game
based on one of the most popular coin- u%:
ever. Turtles |l is a very close conversion, but
when it comes down fo it, there isn't much in
fhehgnrne ond the repetitive action soon grows
stale.

OVERALL 64%

TENNIS

The graphics aren’t the greatest and there's not
cﬁ sound to speak of, but Nintendo Tennis is

quite playable. It's the only Tennis gome ovail-

able on the NES anyway, so if you want to hold

Wimbledon indoors next year, it's either this or

nothing.

OVERALL 75%

TEN-YTARD FIGHT
A conversion of the old Irem coin-op, this is one
of the only arcode-style Americon football
available on any machine. if's simple,
fun and is worth I-nuhnguhfrnurnnnwfn
American football and want to learn more
about the sport.

OVERALL 76%

TERMINATOR 1)
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 lev-
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s, most of which are set oround a tedious
platform environment. The gome isn't awful -
#'s just dull and very unoriginal. For die-hord
movie fans only.

OVERALL 72%

| Thigblock:based ming-tocsar & fhe Greates!

R -
Fril il j i

ot by you'll be i

"OVERALL 9T%

TIGER HELI
This is o fairly stroightforward up-the-screen
blost b:; ::'nc; the 1;h:q.nlnr piltuts a heavily-armed
com opper. The graphics are prety somey
#roughout the enfire gome, the mumi
ﬂuﬂi&ﬂhlund ond the gameplay is only aver-
age. Not the greatest of shoot “em ups.

OVERALL 65%

TINY TUNES

Yot another NES platform gome, this time stor-
“ng baby versions of famous corfoon charoc-
wrs. The grophics and sound are greot, and the

xnhy fun enough fo keep you of it for
OVERALL 86%

TIME LORD

"% gome hos o greot ideo and plof, but the
sweroll execution 15 o fod locking and the gome
mef lacks the kind of excitement we'd come to
wpect from an MB Games cariridge.

OVERALL 60%

TOM AND JERRY
%% all the potential fun and frolics of o Tom
anc Jerry gome, it's 0 shome fo see them
wauced fo starring in yet another unonginal
gavorm gome. Yes, it's fun. But there are
wocs of better games of this sort already avail-
e What o waste...

OVERALL 78%

TOP GUN

“ough this wouldn't foke anyone’s breath
sy, the 3D combot is quite exciting, and
wures a foir bit of joypad skill. The graphics
= ! bad ot all, and on the whole, this is o
e gome. If you yearn for something flight
wmuictor-ish on your Nintendo, check this one
=

SYERALL 79%

TOP GUN 11

You ARE Maverick - the Top Gun of the title,
and it's your aim fo take to the skies, complete
o number of missions and blow up all the MiGs
you can in the process, Top Gun Il is not recom.-
mended becouse the graphics are extremely
awful and the gameplay is very dull indeed.
Only the one-on-one two-ployer mode is o
good lough.

OVERALL 51%

TOTALLY RAD

Promising sounding platform game sadly et
down in its execution. It's just not fun enough to
lift it out of the veritable sea of platform gomes
ovoilable on the NES.

OVERALL 74%

TO THE EARTH

This is the maost recent of the Zapper gun fitles,
and it’s probably the best of the lot. Very nice
raphics and plenty of other neat presentation
?eﬂures set this apart from the other light gun
gomes, so if you've got a Zopper, 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, fost
action-filled effort like Turbo Rocing. Although
the graphics are o bit rough, this is more than
rnonfe up for by the exciting gomeplay. Check it
out

OVERALL 80%

TRACK AND

FFIE_I.D L] " el
eaturing o massive 15 evenls es,

vault, hammer throw, archery, clay pigeon, pis-
fol shoofing, canoeing, hang-g -
Toekwondo, fencing and arm wrestling), this is
grophically ond sonically superb. With multi-
player ;u:hnd plenty of l‘m;iu?::ﬂ d'l:cl‘l;ngf
ing button- gomepilay, 1505
sil?wlﬂ'ﬂn no I"Hllﬂl?tn:h owner should miss.

OVERALL 0%

TROG

Trog is o PocMan-style coin-op [two girls are
playing it in the arcade scene in Terminator |11
which depicts you as a caveman out fo sove his
eggs (¢#¢) from various prehistoric terrors, The
graphics are well-animated ond very cute, but
no amount of presentation con disguise the
simplistic gomeplay.

OVERALL 70%

TROJAN
};his is quite ]: decent I:a:;r ‘em up, (converied
om o populor coin-op of yesteryear) but
though the graphics are fine, the gomeploy is o
bit dull. A few more powerful weapons would
have helped maoke this above-average quolity
game into something quite special.
OVERALL 72%

URBAN

CHAMPION
Urban Chompion is o fairly ordinary beat ‘em
up in which you fight a variety of foes. The
&mphi:s are rather dull, and it doesn’t toke

ng before this four-year-old gome gets rather
boring. If you're after o good beat ‘em up,
check ;ul something like Double Dragon
instead.

OVERALL 54%

WILD GUNMAN

If you've got o zopper gun, stick it info your
holster and ride info fown ond battle o bunch
of merciless hoodlums who've been whoopin'
up and scarin’ all the fownsfolk. The graphics
are colourful and bright, and the aim is to sim-
ply blast away as many bod dude cowboys as
possible. It's quite good fun, but gets a bit bor-
ing after o while.

OVERALL 67%

WizZARDS AND

WARRIORS

This is o smart-looking, but simplistic plotform
game which requires an awful lot of jumping

skills: and little else which oll gets o bit moncto-

nous ofter a while. There are several superior
plotform games available on the NES, the
Mario gomes for example, ond the Megoman
seres,

OVERALL 72%

WORLD

WRESTLING

This has got well-onimated grophics, plenty of
moves and enjoyable gomeploy, and while it

doesn't feature the characters trom WWF like

the official title does, we still think it's the best
wrestling gome on the NES,

OVERALL 84%

WRECKING CREW
The grophics are simple, but nicely drown and
the soundtrocks are superb, making this plat-
form hammer ‘em up o treat o play. It's not
easy, ond there are loads of screens and even a
designer opfion if you want to try and maoke
your own!

OVERALL 81%

WWF SUPERSTARS

OF WRESTLING

Leap info the ring of the All-American World
Wrestling Federation along with all your
favourite wrestlers from the popular TV series.
This version of WWF is good fun for o while,
but it's o tad easy and only the two-player
option really gives you great volue for money.

OVERALL 80%

XEVIOUS

The original coin-op's best feature was its pret-
ty graphics, and these haven't been translated
too well to the comparatively chunky-pixelled
NES, so oll you're left with is o possable, but
hardly exciting up-the-screen blast,

OVERALL 65%

ALIEN 111

NEW

Can't be doing with Aliens, us! Especially when
they star in mulfi-million dollor, mind numbing
movie sequels. Thankfully their infestation of
the Game Boy in this fitle is easily forgivable
becouse it is excellent! You control Ripley as she
carries oul her mission fo destroy pretly much
nm:xﬂﬂg in sight. With some exploration and
puzzle elements sidling in to join the fun this is
more than the average shoot @m up and comes
highly recommended from us!

OVERALL 90%

ZELDA Ii: ADVEN-

TURE OF LINK
This RPG-style gome is ob vast = much
bigger than the original - and it's graphicolly
superior foo. The gomeplay is also beefed up
with magic and beat ‘em up-style swordplay,
and again, the cortridge comes with a battery
ame-save system. This is the Ninfendo's fop
, and one of the most enjoyable on any
sysiem. Make sure you give it afry.
OVERALL 94%

ALLEYWAY
A sod version of the ancient gome, Breakout,

this is one of the most simplistic, tedious and
unthullangina gomes available on the
Gomeboy and should only be bought by sim-

pering buffoons with mare money than sense.
OVERALL 27%

BALLOON KID

Become o bolloon’s best friend in this rather
weird floating collect ‘em up. Not only is it
strange, but it's also very dull. Things get repet-
itive very soon and the unresponsive contro
don't do this cart any fovours either.

OVERALL 51%

BART SIMPSON'S
ESCAPE FROM

CAMP DEADLY

Bart's been pocked off to summer comp and
he's not too happy about it. Help him escape in
this multi-level platform gome, throwing fruit,
dodging other compers and generally having
quite a smarf fime. An enjoyable if not overly
original title which will fake some beating.

OVERALL 85%

BART VS THE
JUGGERNAUTS

NEW

Not the best Simpsons game in the world but
certainly the most interesting. A sort of
Simpsons meets the Gladiators that pits the
hnpﬂns Bartman against some burly competi-
tion in a series of vaguely athletic events. It's
tough, perhaps too tough, but gets better as the
gome goes on. If you can get that forl

OVERALL 71%

BASEBALL

With its two-player link-up option ond oddictve
meplay, Baseball is recommended fo sports

ans on the move.

OVERALL 75%




NINTENDO MAGAZINE SYSTEM

GCAME INDEX

BATMAN
With small, but nicely detailed graphics ond
excellent sound, Batmaon is one of the most

oddictive plotform games around.
High}yrm °
OVERALL 91%

BATTLETOADS

Gasp! The evil Dark Queen has kidno two
of the mi%::r Battletoods! You, as the third
member Zitz, must now launch o rescue bid in
this beat ‘em up with platform overfones.
Although the grophics are fiddly, this is o great
game which any self respecting ‘em up fon
should have.

OVERALL 920%

BEST OF THE BEST
The Gome Boy makes o colliflower eor of an
excellent beat ‘'em up with indistinet graphics
and weedy opponents! One of the better Game
Boy beat "em ups,ut certainly not the best.

OVERALL 65%

BELADES OF STEEL
Plenty of Ice Hockey style action as two teams
compete on a horizontally scrolling rink. The
action is fas! and oddictive and should oppeal
fo anyone after o decent sports sim.

OVERALL 82%

BOMB JACK

Hit the rood Jack! This is o firesome conversion
of a hoary old coin-op that is about as explosive
os a soggy match. It's boring, simplistic ond
repefitive. Give it o miss.

OVERALL 68%

BOULDERDASH
Take the mantle of Rockford, diomond miner
extraordinaire in this conversion of the oge-old
coin-op. Still, the gomeplay is just as as
the day it was conceived, with many levels of
puzzl i@Lm you iry to grab the jewels and
dodge the boulders and find your way to the
exit without hlnr:l:inwgl.lyoursulf in. A challenging
gome with which fo while away the
oUrs.

OVERALL 90%

BOXXLE

Boxade is @ highly original puzzie gome which is
recommended fo people who like to use their
brains rather than their joysticks.

OVERALL 83%

This game, onginally by Infogrammes for the
Amigg: puts I?'IE player in the role of o Ghost
out fo guide a bubble around an environment
frought with danger. This is a highly original,
fun fitle well toking o look af.
OVERALL 81%

BURAI FIGHTER
DELUXE

Take to the skies once more in this honzontally-
scrolling shoot “em up tFpa story of a mega-
powerful robot and his tight against injustice.
The graphics are pretty good, there's alwoys
lots fo do ond the oction is fost paced. A
decent quality shoot ‘em up and no mistake.

OVERALL 83%

BURGERTIME
DELUXE

Burgertime must rank os the world's first fast
food creation simulator. Now the coin-op of
yesteryeor has returned, ond it's ideal
Gomeboy material. The idea is fo drop burger
ingredients info a dish from some platforms by
running over them (not very hygienic), to make
your job harder you are :huwf my monsirous
pidt;r: ugfi hot dogs. Low on grn;ﬁir:. i:;'ui high
on ility, Burgertime is o real lough,
ul'rhnugr?'l it get very repetitive uﬂusr the
first few levels.

OVERALL 78%

CASTLEVANIA

Take control of Simon, a whip-wielding hero
and battle your way through four large scrolling
platform landscopes. The gomeplay is addictive,
and keeps you going for quite a while - but be
prepored for some annoyance, becouse there
are some nasty hidden surprises that don't
maoke themselves apparent until it's too lote to
do anything about them.

OVERALL 79%

CHASE HQ

Oh dear, converfing this coin-op to the
Gomeboy wosn't really o very good idea was
i1? Try as it might, the Go just can't cope
with the necessary fo make this gome
really thrilling. The result is slow, sluggish and
particularly tedious.

OVERALL 42%

nﬁerrwrwrmwha likes their action wild and
crazy
OVERALL 86%

DR FRANKEN

Frankie's quest to find the various ports of his
girlfriend looks, sounds and magnificently.
What's more the job ot hand is huge! The pass-
word system and the game’s logistics moke it o
winnnr.lfhelpingugl.geih ips with his girl
friend's bifs is your forte, get a hold of this!
OVERALL 92%

BUBBLE BOBBLE
Bob and Bub take a trip info scrolling platform
land. Their mission: to bubble up the inhabi-
tants of each realm, burst the bubbles, kill the
meanies and move on fo the next screen.
Bubble Bobble is fost, fun and very addictive.
Highly recommended! |
OVERALL 920%

CHESSMASTER

This chess sim has red on loads of for-

mats, but this is the best version to dote. The

game is hard but logical and oll the rules of

s B ™™
) 50 can up

away and grand masters won 't find ﬂ'll'g-uin?

ridiculously easy. Best of all, of course, it's fully

portable so you con exercise your brain at any

time you like.

OVERALL 96%

CHOPLIFTER I}
Brilliant! Guide a r around scrolling
londscapes, and blowing up

rescuing
on-,lw:‘ i r way. A highly cool
.;1":! &mEWmﬁmndmm
s

OVERALL 22%

BUBEBLE GHOST

CRASH DUMMIES
NEW

One of the most unlikely concepts for a gome
but one that works extremely welll The crash
Dummies ski, drive and dive their way fo
destruction but all in the best possible taste,
apart from the dreadful sense of humour that
runs throughout! This varied game hos much to

DOUEBLE DRAGON
With great grophics and sound, Double Drogon
is on excellent mini-replica of the classic arcode
game, featuring all the original’s thrills and
spills. There's even a two-player link-up option
for simultoneous vigilante anfics! A must

beat ‘em up fons.

OVERALL 83%

DOUBLE DRAGON

il

Improves on the original with better graphics
and gumugl:q,r. Some might find it a bit oo sim-
ilar 1o the first, but beat ‘em up fans will love itl
OVERALL 88%

DR MARIO

Nintendo’s own Tetris clone makes it to the
Gomeboy, ond it's great. Highly recommended
fo puzzle fons.

OVERALL 87%

DUCK TALES

Although there are loods of other platform

games on the , this one has unmistak-

able Disney graphical touch and oodles of
layability. The problem is that it's not very

Eurd. so expert gomers should give it o miss.

OVERALL 78%
DYNA BLASTER

This puzzle game coused something of a stir on
the PC Engine (that version was colled Bomber
m'-wmemwh version is just os

You must ploce strafegic in on
attempt to clear Em:h screen of baddies before
advancing onto the next, harder screen. Simple
but very oddictive, and the second (slightly dif-
ferent) version of the gome included on the cor-
tridge makes it great value.
OVERALL 88%

F1 RACE

The first four-player Gameboy gome is here -
ond it even comes with o free four-woy odap-
tor! The game itself is an excellent OutRun-view
roce, with whot must be some of the fostest
scrolling seen on o Gameboy! Great fun and
excellent value for money.

OVERALL 88%

F-15 STRIKE

EAGLE
NEW

Whilst graphicolly and sonically o dismal affair
Microprose’s aging flight simulator makes the
conversion over fo the Gameboy quite well. A
thinking man’s Afterburner, if you fancy a chal-
lenge and more than a touch of variation fo
your shoot em ups then take a strike at this.

OVERALL 83%

ErII'-' EFR RARS e
ickly programmed racing game el down
by its Inu;ﬁahh low difficulty setfing. Even the

mmiinalmafpimrsm*lgmmnmﬂunndi
or 50's play out of this.
OVERALL 37%

FOOTBALL INTER-

NATIONAL
Put simply, this is o hopelessly dull football
gome. Get Kick Off insteod - it's miles better.

OVERALL 41%

FORTRESS OF

y uh::i' | Double Drogon. The grop!
A sor oevo | g
ics and sound are good and the ployability is
solid enough to keep you coming back.
OVERALL 80%

GARGOYLE’S

QUEST

Some pretty good gomesplaying skills are
required to make your way around this gome”s
untriendly platform environment, but it's all ve
oddictive, and should be checked out by hord-
ened platform fans.

OVERALL 80%

N oo s enkn 6 e ks .
A mini-replica of the i¢ coin-op
e s i
speech and p ility of the coin-op. There's
even a skill two-player mode. A must for
Gaountlet fons.

OVERALL 88%

GEB KID

Bonking ahoy! The PC Kid is re-christened the
GB kid and trounces the life out of his prehis-
toric foes in his first quality odventure. He's sty
ish ond often hilarious, the only problem is the
the game's simple o complete
OVERALL 79%

GHOSTBUSTERS 11
With humorous graphics and some quite deces
tunes, Ghostbusters Il manages to both enter-
tain and challenge, with six different missions |
tﬂ;;:kour brains and reflexes. Well worth taking
o at.

OVERALL 81%

GOLF
Thisis a if gome that ploys o great
gome of golf. we soy more

OVERALL 88%

Os son S gyt s oy S
ce more it's @ go-go wi i
I, As the i it’s your job to rid the world
of those troublesome Gremlins ufilising the
many traps and weapons litered oround the
londscape. Gremlins Il is cerfainly challenging
and it has some wonderful graphics and music
OVERALL 80%
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HOME ALONE

“ske control of o digitised Macauley Culkin, os

me runs around his mansion colleching goodies

and locking them up in his safe. At the same

sme, he mu.ﬂ wutd'l out for the many burglars
«ho've enfered his home. Home Alone is o

sad, dull, boring njume with mournful gro u:
sordorn sound and awful playability. Aml

OVERALL 38%

HOOK

n this version of the Spielberg movie, you
guide Peter Pan around the eight-way scrolling
wvels of Never Land, dishing out dagger jushce
%o Hook's minions ond completing vanous
muni-tasks with the aid of the lovable
Tinkerbell. Hook is quite entferfaining for o
while, but there just doesn’t seem o be that
=wch o do in each level,

OVERALL 66%

HUNT FOR RED

OCTOBER '

 In this brilliont conversion of the Sean Connery

: . inkﬁ control I;i:aa“ﬂm October nm:i

Bl e

o0 omazingly ere the
ayer tokes " | of an entire fleet

!n" with destroying the Red October!

I ml

iﬂi“'ll.ll.l. 2%

level. One go is ol that's required to beat this
vopid effort of o gome.

OVERALL 17%

KWIRK

This is o puzzle game where your fomato (1)
must 51'-|||1‘F!:| oddly shoped blocks into gaping
holes fo traverse mazes and reach the exit. It's
;enlhr o sort of Soko Ban clone - but a lot more
un,

OVERALL 85%

LEMMINGS

NEW

Short and sweet: Lemmings on the Gameboy is
o great conversion of o classic game. Prevent
hordes of Lemmings from meeting with cerfain
doom in an olmos! endless collection of brain-
faxing screens.

OVERALL 88%

LWN EY TUNES

Tunes star in an excifing and varied
u:mhnn lection of shoot em ups and plat-
form related hil Tmh‘rpm Sylvester,
Fodtrnnd Doffy all wait for you fo join their

ﬂl\"ll‘lll 0%

HYPER

LODERUNNER

* you enjoy a really tough challenge, this plat-
sorm game is highly mumman;ﬁ Normal
sloyers, however, might find themselves wanti-
2q fo smash the curl'ndge up ofter a couple of
goes - if's thot hard!

OVERALL 71%

KID ICARUS

*aurly jolly odoptation of the NES plotform
gome provides the fun, but is now getting
wther long in the tooth.

OVERALL 71%

KIRBY'S DREAM
LAND

RAVE!

Ah inal, amazin ayable go
- A
you 505U

harocter ond hhgune ﬂmiiha most

on
=achine, The -h!ng’h:-r'id&rlngi
| nuumleenmsghmﬁrsi but the second
wcrel quest is very tough.

OVERALL 94%

KUNG-FU MASTER
"% loose translation of the ageing Irem coin-
= s very dull indeed with mournful graphics
= sound along with tedious gomeplay. The
= nail in the coffin is the pathetic difficulty

MARBLE

MADNESS
Guide your morble around o number of

incresi Ir tricky slalom slopes, featuring
many pi os ocid pools, giont vacuums
and even Inllur hln:k marbles! This is one of
those games which is perfectly suited fo the
Gameboy, ond although it's short on levels, it's
long on playability.

OVERALL 87%

MERCENARY

FORCE

Fairly dull action game which fails to supply the
necessary ingredients to moke it o e
purchase.

OVERALLG62%

METROID 11

Big and absorbing arcade adventure/platform
ame that's well worth checking out it you're

info games of this type.

OVERALL 81%

MOTOCROSS

MANIACS
Motocross has never been ony weirder than in
this off-rood biking gome! If's mclw but is
good fun - especiolly ogainst o computer oppo-
nent - and provides plenty of omusement for a
while.

OVERALL 76%

MR DO!

Adopt the mantle of Mr Do and run around o
Boulerdash-style screen layout dropping mas-
sive pieces of fruit on marouding enemy

sprites! Although not unhrﬂizl ithful to the
Y

coin-op, Mr Dol is still o highly ployoble conver-

sion well worth o look.
OVERALL 86%

NAVY SEALS

This plotform shoot 'em up is amazingly super
hard. if you think you con ignore ’H'ue;tl-i
originality and you're o good enough gumus
player not fo get too frusirated, 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 cleor ond eosy-to-see. i's not sim-
ple, ond shoot ‘em up fons should really get
into the achion. Go for !

OVERALL 88%

NINTENDO

WORLD CUP

This is o shambolic mockery of a clopped-out
soccer game. There's no real control over your
players, the computer has no knowledge of tac-
tics and the responsiveness and collision detec-
tion ore sodness incornate

OVERALL 31%

OTHELLO

Although it mightn't look or sound it, Othello s
an addictive ond enjoyable board game which
you'll go back to time and time again.

OVERALL 89%

PACMAN

PacMan is as PacMan does, and this is as flaw-
less o conversion of the crumbly arcode gome
os you will find. This will moke some
leap for joy, others will find it enjoyable

quick go now ond then Gwenuggdyﬂureu

Pocfon.
OVERALL 80%

PAPERBOY

Ultra-blurry graphics, rubbish bike handling
and dodgy collision detection ore ihe three
main flaws r-luurm in this drsnplpomh conver-
sion that will appeal to orcode

OVERALL 67%

PINBALL

Pinball features o three-screen-high flick-screen
toble which is complete with bumpers, flippers,
drop targets ond even hidden bonus screens!
It's p-reRT tricky fo play, but the boll movement
is so realistic you find yourself tilting your
Gomeboy around fo try and influence where
the ball u-us! It's all jolly fun ond should go
down wegll with the pinball wizards amongst us.

OVERALL 79%

PRINCE OF PERSIA
This must rank as one of the greatest platform
mes of all time, ond its combination of
E:ndrsh puzzles ond pinpoint platform action
::fni::r moke this verslmn 0 winner. Afél io
same spectocular animation and you
have a definite must-buy cariridge.
OVERALL 92%

QiIX

Qmﬁuwl? game, but is nevertheless
had Enhun:edruihmllh

PC Engine Yolfied it would have been a real

stunner. As it stands it’s just an enterfaining
gome which hos plenty of long-lasting oppeal.
OVERALL 8B81%

RADAR MISSION
Mediocre action game in which you guide your
ship against enemy forces. Fun ?m 11

soon gets dull.

~“OVERALL 64%

RESCUE OF
PRINCESS

BELOEBETTE

NES Boy and His Blob wes quite o lough, so
Lord knows where the programmers went
wrong with this one. The puzzling jelly bean
action would be fun, but there's too mun mda
open spaces where nafhmg happens. A

OVERALL 68%

REVENGE OF THE

‘GATOR

At lost there's ?ﬁ pinball gome on the
Gomeboy, full humen muiti-bolls,

bonuses nnd all 1hn troppings you'd expect

ﬁmuhﬂnmhﬁh ?lnhﬂﬁl'ﬁﬂl relish
ﬂyﬂﬂ‘ll 971%

QUARTH
Lu-ul:mii?muu'nﬂhch-rﬂnTMrﬁuns a
Invaders, Quarth is an enjoyable ond

little gome uhdwﬁm tniroiduﬂmga und
Eﬁshngd Tl‘f:fﬂuhlyu-umﬂlsume-
thing di

ﬂi:_ll_lrlll 90%

An original o to o film license. The

me ts packed with puzzles and RPG overtones
rghu add up to a large and interesting game.
Definitely worth a look.

OVERALL 88%

ROBOCOP

This ronks os one of the most successful gomes

of oll time and was converied to almost every

format known to man. This version is pre

uod but the small graphics moke H-nrugs ike

targetting and foce matching sections very

drfﬁcuh whn:h is a shame because otherwise it
would be great.

OVERALL 72%

RODLAND

Tom ond Rit toke their sticks 1o the hides of o
variety of cutesy platform types in this slightly
repetitive Game Boy excursion info Rodland. All
the intermission screens and bonus stages of
the coin-op are present but the interest level
doesn’t last long.

OVERALL 74%

R-TYPE

The Gonwhufnnwplurrshnﬂiuumnfﬁmhﬂs!
known shoot ‘em ups ever. Use your fop flying
skills to survive in Fms pretty fough conversion

of the coin-o0 mpl'u-:s g
undﬂil':rghlg i wymfl

screen con mm o bit
ngs

OVERALL 82%

SIDE POCKET

Side Pocket is a pool simulation in the best tro-
dition. Playing is a maHer of plotting ball angles
and tapping the ball with the correct force
required. Master ballistics professors will love
this one, ulfhmﬂ'r anyone else’s inferest may
wane prefty qu

ﬂfllhll.l 73%




NINTENDO MAGAZINE SYSTEM

GCAME INDEX

SKATE OR DIE
(TOUR DE

THRASH)

Whilst this has o promising title and looks like it
might be fun, the implementation is poor. The
main gome is 0 just o viewed from behind
showjumping variont. The bonus half-pipe
event is quite enferfoining but doesn't justify the
price fog af all.

OVERALL 63%

SKATE OR DIE 1}
RAD ‘N BAD)
ote or Die |l is an entirely different gome
from the original. It's a super-speedy platform
skate game with lots of montoya skate-style
action to be hod. If your interest in conventional
platform games is waning, try this for size.

OVERALL 81%

SNEAKY SNAKES
Those wicked reptiles who oppeared in the bril-
liant NES game Snake, Rattle 'n’ Roll are back
ug:;l; in this superb Gameboy orcade game. An
absolute must.

OVERALL 89%

SNOOPY’'S MAGIC

SHOW

The plodding plotform gameplay beims the

tricky puzzle oction in this thoroughly enjoyable

E:':mn I's not perticularly tough, but while if
sts il's very addictive.

OVERALL 84%

SOLAR STRIKER

After o couple of goes this up-the-screen shooter
soon becomes boring. It's u1rﬂgh1 but there are
no real surprises to keep you going bock fo it.

OVERALL 69%

SOLOMON’S KEY
Good odapiotion of the coin-op plotform/puzzle
gume The gomeplay is oddictive, and H'hﬂnnli

is that sometimes the titchy grophics make
|i fficult to see what's going on.

OVERALL 82%

SPEEDBALL 11

Not so much Speedball as blurred boll, the
Gome Boy's tiny screen cannot cope with the
intensity of this future sport. If you've never
experienced the game on any other system then
the action is just tar too confusing.

OVERALL 65%

SPIDER-MAN

Spider-Man is a thoroughly enjoyoble beot ‘em

up which has some umnnr? grophics and plen-
hﬂf variety. A must for wall-crawlers every-

where.

OVERALL 85%

SUPER KICK OFF
The greatest football gome ever i now on the
Gcna?und it's ugad os could possibly be
ﬂhwuusl’f Il, monochrome
Hﬂump‘oﬂu but the
meadund ayability of the original are still
there. Easily the best sports game on the
Gameboy.
OVERALL 93%

SUPER MARIO

ﬂm brilliont doesn’t foke long
to Ihtre are of secret ihmgs to
uncover and the gameploy’s m ou jus!
knp on going bock fo itl A m yr plat-
form fans everywhere.
OVERALL 90%

SUPER RC
PRO-AM

Those Rare guys are of it again - converting one
of their fab NES corts to the Gameboy. This time
|1 5 ui the isometric-view radio controlled car

ng game. The body d’»ﬁ adds something fo
ihe game and it’s cerfainly highly playable,
even if it does suffer from a bit of o lack of van-
ety.
OVERALL 87 %

TEENAGE MUTANT

NINJA TURTLES

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 90%

TEENAGE MUTANT

NINJA TURTLES 11
It's more of the same down in Turtle lond.
Another beat ‘'em up with large, clear and well-
animated sprites along with a smidgen of plat-
forming. It's harder than the onginal and
there's also some sampled speech. Once agoain,
Turtle fans will love this.

OVERALL 85%
TENNIS

One of the best Tennis gomes available on any
system, this is challenging, addictive, and lets
you play virtually any shot you could normally
do with a racket. Highly rec

OVERALL 86%

OVERALL 45%

TRACK MEET

This thoroughly enjoyable Track and Field-type
sports simulation features great g Fhlfi and
some superb presentation points. t's brilliant
fun of first, but the rather same m’tureul'*lha
gomeplay means it does get dull after o while -
and the button-pounding action certainly tokes
it out of the Game Boy.

OVERALL 735%

TRAX

Snooze-inducing driving-type game which Jocks
the pace ond excitement to get the adrenalin
flowing,

OVERALL 59%

WIZARDS AND

WARRIORS

Quite o jolly plotform game, but unfortunately
like this ore ten-a-penny, ond while it's

not o bod game, there are loads of better ones

to look out for.

OVERALL 78%

WWF SUPERSTARS
Get info the ring with famous names such as
Hulk Hogan u;ﬂ the Ultimate Warrior, and then
promptly get thrown bock out. WWF has great
graphics and loads of moves but the tourna-
ment is far foo easy to win. If you have o sec-
ond player around often, though, it's a great
link-up game.

OVERALL 835%

BLAZING SKIES

What o spectacular load of old tosh this is! An
excellent exomple of the lesson thot warns us
never fo judge a book by its cover. The attrac-
tive gruan:& are poorly animated and the gar
plays like o .... like o .... infact it doesn't play ¢
alll It's a slaummg w:'adr. and no mistake.

OVERALL 49%

BLUES BROTHERS
NEW

Hardly following the plot of the film and a for

¢ry from being o good game either! Irrelevanc
to the classic ﬁohn Landis film aside, the Blues
Brothers is a very poor charade full o
bad programming and brain numbing monote
ny. 's very frustrating tool

OVERALL 47%

CHUCK ROCK

NEW

With his stupendous, Dinosour domaging ston
ach the mfunmus Chuck Rock flobbles his way
bo success on the Super NES. Core's prehistor
platform adventurer has far more on offer thal
Joe & Mac in that there is for more depth to hi
gomeplay ond o wilder sense of humour sur-
rounds him on the mission to rescue his wife.
He is the captain coveman!

OVERALL 89%

CONTRA SPIRITS
The finest 16-bit console shoot ‘em up money

:unhﬁf@nh%@ﬂﬂmﬂmhng
e from o gome along with incredi-
le grophics, amazing nrd‘ndm? soundtrocks

Eﬂ unconny oddictive quolitiesl An essential
OVERALL 95%

DESERT STRIKE

NEW
Nothing whatsoever fo do with mspumng

sweets ofter a meal for o week

common with the trogic Gulf Wor. Dnseri Strik
is likley o satisfy everyone with a thirst for her
ism and presents a novel twist fo the usual
shoot-em-up format.

OVERALL 83%

TERMIIIA'I'QII 2
As film licenses go, this must rank as one of the
he:slqoi Mnu@nbyﬁmhvuls but

A g dewe o e

wﬂh great gruphﬂ and sound. H won't take foo
long to complete, but it's still o fob game.

OVERALL 90%

STAR WARS

The first of this epic saga, Star Wars on the
Gunﬂﬂoyumhﬂm as the NES ver-

the fop class p action as the
pl-uln film unfolds,

OVERALL 90%

SUPER HUNCH-

BACK

Jolly platform game starring eve

tovourite's deformed character. There ore loods
of secret screens and the ocfion is chollenging
enough to keep platform fans happy for quite
some fime.

OVERALL 81%

NINTENDO 128

TETRIS

Free with the UK version of the Gomeboy, this
puzzle game is absolutely temific ond unbeli

ubﬁv ive. It's incredibly easy to get into
and is one of the best Gomeboy gomes yet

seen.

OVERALL 95%

TITUS THE FOX

NEW

A platform game that stars a leather clad fox
who 15 out to rescue his similarly fashion con-
scious vixen may sound a bit dull and tedioius.
As a mater of foct it is just that. The fox sucks!

AMAZING TENNIS
NEW

h not as instinctive as the incredible
Supu ennis, Tennis is just that! The
gmhrmisumudm ﬂ-lul'nnd the-
net is a little dounting of first, ond it is
quite fricky fo confrol. However thlsa problems
soon fode into insi nce with practice and

Amazing Tennis astounds with greal Mﬁ
ond sounds. Despife the robotic

umpire. Ad-von-fage re-cei-ver...

OVERALL 91%

riet ot
a ne

Supd‘l."ESﬁl'rls and Final Fight is no ex

tion. It's very close 1o the coin-op onginal wi

one level, one character ond the two-player

mode removed. Beat ‘em up fans will probably

explode with excitement when they ploy this.

OVERALL 92%

ey R fagshi for th
15 15 one | 5 p mes
Super NES, and H’inﬂswpdwntﬁlnmunng
zing 3D grophics, olong wi
hrgh-mtdncim ul_yau z7oom around |
farent tracks, F-Zero is an essential hum
OVERALL 90%




NINTENDO MAGAZINE SYSTEM

GCAME INDEX

GODS

Hordly a deity when compared fo the best
Super NES platform games in existence but an
nteresting excursion info the realms of the gods
all the same. The awkword control method lets
e gome down and the machine’s copabilities
are almost completely ignored. Some new ideos
and a high Iavaral challenge are enough to
raise it above most.

OVERALL 85%

LEMMINGS
Save those broinless, suicide-motivated

ings from an death in this brlliant, fun
gome. The grophics and sound are but it's the
*resh, original gomeplay that makes this the
superb that if is.
OVERALL 92%

MARIO PAINT

*un though this may be, af first, the novelfies
swoon wear off. Both the ort and music designers
e hcﬂmlassl'r limited and fail 1o function as
rue educational fools, though theyre OK for a
augh. The swat the fly coffee break feature is
#e only ospect of the packoge thot closses as o
Jome, {e! it's hardly woth sixty notes despite
®e inclusion of the rather excellent mouse.
OVERALL 65%

THE MAGICAL
QUEST STARRING

MICKEY MOUSE

-apcom work their magic on the Super NES
ance more with their first Disney license.
wuckey's quest is full of surprises and is pocked
wh gorgeous grophics ond enchanting music.
"¢ gome sees Mickey as a Fireman, o moun-
wneer and even o mighty little sorcerer oll of
wmuch lend themselves to some intersting twists
= the gomeplay. If only it wasn't so goddom
syl Tsch,

OVERALL 84%

PAPERBOY 11

Ssperboy returns in this multi-directionally
wolling effort. The aim is fo deliver papers to
= your subscribers whilst avoiding enemy
wntes. The grophics are little better than the
waster System version, and the extra directions
wu can go add nothing fo the gomeplay. Like
Ssperboy himself, this ultimately foils to deliver.

OVERALL 41%

progress through the levels in this enteriaining
2zle gome from Ocean. Pushover may not
ld the some excitement as Lemmings, the
puzzles are not testing enough, but sl rates as
o fun kind of strategy game.

OVERALL 78%

Q*BERT I

NEW
The foul mouthed, ultra-cool minor hero of the
eighties makes his second come back! The
grophics ore super psychedelic, the music and
sound effects are beyond description except to
soy that they are equally as for out. Q*Bert may
be a tired ﬂrd choracter but NTVIC have revived
and revamped him back fo life. The only prob-
lem is that the tedium overtakes the compulsion
after a while IeuvinF Elmr old Q'Bert facing the
rospects of etermal shelfdom. Check it out,
E-owmr, if you feel the need for a change.

OVERALL 70%

RIVAL TURF

Although it features a simultaneous two-player
mode, this is very much a poor man’s Final
Fight. The action simply isn't exciting or voried
enough to be worth getting. Check out Final
Fight instead.

OVERALL 48%

OVERALL 73%

SUPER MARIO

BROTHERS IV

The man with the meanest dungorees in fown is
back for some more mulfi-directionally scrolling
shenanigans os he attempls fo save the
Mushroom Worlds from the twisted Koopo.
Boasting cool ics, super sounds and
wﬁc go . Super Marnio Brothers IV is
probably the best video game in the world.
OVERALL 98%

An outstanding gome on the PC, Wing
Commander doesn’t have the necessory excite-
ment ond outstanding gomeploy to uphold its
repulation on the Super NES. With too much
attention placed on the presentation, which isn't
all that good either, and not enough fo the
gameplay Wing Commander is best left alone.

OVERALL 62%

_| the definitive

SIM CITY

In this highly original game, you create ond
nurture your own dl‘r,ﬂﬁng with all the usual
problems of over-crowding, pollution and vori-
ous other environmental disasters. This might
sound boring, but Sim City is actually very deep
and invelving ond hours literally fly buy when
you play it. A truly classic cort,

OVERALL 93%

:

SUPER MARIO

HART

Not particulorty outstanding on your own, but
with two rs this rocing game is the
absolute business. Featuring bafliont grophics
and a vanely of different play modes, there are
even some secret shortcuts to discover. We
hgqven'l stopped playing it since it came into the
officel

OVERALL 92%

ZELDA 11
Link retumns in this viewed-from-obove scrolling
quest with thousands of screens, loads of puz-
zles and some om’?mphiu and sound. This is
re game for the Super
NES, but be sure fo buy the American version of
the gome becouse the Japanese import version
has lots and lots of indecipherable foreign text.

OVERALL 95%

SUPER ADVEN -
TURE ISLAND

You might as well ignore the title. This is actual-
ly Wonderboy on the Super NES, converted by
the gome's creators, Hudson Soft. This cart
plays identicolly to Wonderboy but with
enhanced grophics and omazing music o beef
up the proceedings. lt's good fun, but it can be
completed pretty quickly.

OVERALL 78%

CASTLEVANIA

Simon Belmont is back! Once again, Drac is
cousing him a bit of aggro, so Simes tracks
acrass the platform kingdom into Drac's costle
and to dust the Big D himself. Super
En;!lmnu has hr:ﬂu.iy F::e&eni graphics, sound
and gameplay, but it is a bit easy fo complete
for experienced players.

OVERALL 921%

SUPER R-TYPE

Take on the might of the Bydo empire in this
souped-up version of the classic horizontally
scrolling coin-op. Super R-Type is great fun fo
play and has some gregt grophics. The problem
is that the game slows down o lot ond it's very
easy fo complete, with nothing more fo see on
the higher difficulty levels.

OVERALL 82%

SUPER SOCCER

Soccer is soccer, only this ime it's ployed out on
o third person perspective spin ‘n’ scroll pitch
Although it’s o treat fo look of, there isn't much
of the pitch viewed of once, making passing
very difficult. The ball movement is also quite
unrealistic. Technicaolly polished, but lacking in
the playability depariment Super Soccer is only
really recommended 1o die-hard football fans.

OVERALL 79%

PILOTWINGS
“xe g frip fo the Pilotwings acodemy for
flying in this visually stunning game.

STt
does weor off offer o

wnie, Pilotwings still ranks os o highly playable,
=osite gome.
SYERALL 920%

SUPER GHOULS

N GHOSTS

Once again, Sir Arthur's back 1o sove his girl-
friend from the perverse clulches of Lucifer in
soma more scrolling platform fomfoclery. Super
Ghouls ‘n’ Ghasts has it ol - brilliont nics,
oy (R oo il b
reo . An essenth

your Super NES. e

OVERALL 94%

SUPER TENNIS

The Super NES' spin 'n’ scroll grophics chips are
used fo create o nﬂ,mmﬂ'lgird person per-
spective fennis court, populated by cute sprites
thot :wu-urulut.l:'n the Jopanese version|
Super Tennis is the best fennis game ever pro-
duced. It ployability is unrivalled and as o two-
player game, it's the tops!

OVERALL 924%

(UN SQUADRON |

PUSHOVER
NEW

3 Ant rearranges dominoes in order fo

SUPER KICK OFF

Well, was this gome worth the hype or whot?
The answer is probably no, unforfunately. The
gomeplay is nowhere near os good as in the
onginal 16-bit versions and so it looks like
another long woait for something better. Sensible
Soccer perhaps? Save your cosh!

Known os Areo 88 in Japan, this side-on
scrolling shoot ‘em up coin-0p conversion isn't
as technically omazing os Coniro Spirits, but it's
just as playable and even more lastable. The
gLrnphin» are stunning, the sound decent and
the gameplay highly exciting. Another Copcom

winner.

OVERALL 94%
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o &'s here! Dizzy, the UK's most popular computer game hero,
is in full action on your deck in a huge arcade adventure!
Explore the magical kingdom of Zakeria, Palm Tree beach,

the medieval town of Keldor, the evil Troll palace - and many
other exciting and mysterious realms! Meet the strangest
characters who may help or hinder your excellent adventure.

It’s all here in the award-winning

etimel!
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Award Winner!

“Best N.E.S.
Graphic

Adventure
Game 1991”

...-‘;‘:\k graphics anc
| anengaging
,..(k 7] storyline’

Game Player

* MORE CHARACTERS
* MORE ACTION
* OVER 100 HOURS OF

i * MORE ADVENTURE

DYNAMIC GAMEPLAY
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WHAT A BEAUTY

Spots are bad news. When one hits, strike back. Ask your chemist for fast-fighting Valderma Active Gel.

Washing daily with Valderma Soap further outwits the evil zit. Combat acne. Treat your spots with Valderma.
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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
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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



